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Source Code of

Jamella’s Diablo 2 Editor

2001-03-17

This source code is my intellectual property. It was completely written

by myself. I have published it so fellow programmers and other

interested people can have a look into the internals of my editor.

If you use parts of the code consider that I needed over half a year to

build this program and mention me in your info box if you like.

Other than that your will find some modifications I made after releasing

version 3.0 of the editor, so don’t be surprised if you find some extra

functions and useless pieces of code.

And please don’t email me and ask me how the code works, because it does

and I don’t have time to teach the whole world object-orientated C++.

Now dig into it by first reading the header file.

Jamella

http://jamella.cjb.net

mailto: jamella@gmx.net



JamellaD2E.h

// D2E.h Diablo 2 Editor Header File

/*

* Central Configurations for all Projects

*/

#define PUB

#define DEV

#define DEVPUB



0

1

2



#define RELEASE

#define RELEASECODE



DEV

"PIPER"



#define JEPRELOADITEMIMAGES 0

#if RELEASE == PUB

#define JEVERSION

#define BUGGYMESSAGES



"Version 3.0"

1



#elif RELEASE == DEVPUB

#define JEVERSION

#define BUGGYMESSAGES



"Public Development Version"

1



#else

#define VERSION

#define BUGGYMESSAGES



"Development Version"

0



#endif

#if _DEBUG

#define SHOWMAGICCODE

#else

#define SHOWMAGICCODE

#endif



1

0



#if defined(JAMELLAEDITOR)

#define PROGRAMNAME



"Jamella's Diablo 2 Hero Editor"



#define _WIN32_IE

#define IDT_TIMER



0x0500

12345



#include

#include

#include

#include

#include

#include



&lt;windows.h&gt;

&lt;stdio.h&gt;

&lt;string.h&gt;

&lt;stdarg.h&gt;

&lt;shlobj.h&gt;

&lt;richedit.h&gt;



// Resource Identifiers

#include "ResourceIDs.h"

#else if defined(JAMELLACOMSERVER)

#define

#define

#define

#define



PROGRAMNAME

COMPROGID

COMVERID

COMDESCRIPTION



"Jamella's COM Object"

"Jamella.Server"

"Jamella.Server.3"

"Jamella Diablo 2 COM Server"



// Includes

#include &lt;windows.h&gt;

#include &lt;ole2.h&gt;

#include &lt;commctrl.h&gt;

#include &lt;stdio.h&gt;

#include &lt;shlobj.h&gt;

// Resource Identifiers

#include "ResourceIDs.h"

#endif

#define

#define

#define

#define

#define



REGISTRYKEY

D2SPROGID

D2IPROGID

D2SDESCRIPTION

D2IDESCRIPTION



"Software\\Jamella's Diablo 2 Editor"

"JamellaD2Editor.Character"

"JamellaD2Editor.Item"

"Diablo II Character"

"Diablo II Item"
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#define

#define

#define

#define

#define

#define

#define

#define

#define

#define

#define

#define

#define



PERMANENTURL

EMAIL

HTMLHELPFILE

CLIPBOARDFORMAT

WM_VALIDATE

SEARCHPOLLER

EXPERTBOXPOLLER

DECODETIMEOUT

PROGRESSCOLOR

HISTORYSTEPS

MAXMODLEVEL

BFASPEEDPAST

JEINVGRIDS



// Windowing Data

extern HINSTANCE

extern HWND



"http://jamella.cjb.net"

"jamella@gmx.net"

"JamellaHelp.chm"

"JamellaD2EItem30"

WM_USER

250

500

1000000

RGB(200,0,0)

32

99

10

1

hInstance;

hMainDialog,hTabDialog;



// Structures

struct Damage

{

int

Hands;

int

OneHandMin,OneHandMax;

int

TwoHandMin,TwoHandMax;

bool

Magic;

};

struct ArmorClass

{

int

BaseAC;

int

AC;

bool

Magic;

};

// MainDlg.cpp

struct maindlgtab

{

int

int

char*

void*

DLGTEMPLATE*

int

};



iddialog;

idicon;

text;

proc;

dialogtemplate;

imagelistindex;



// ToolTips

extern HWND hToolTip;

extern HWND CreateToolTipCtrl(HWND hParent,int ToolSet,bool Relay);

// TextSummary

extern void WriteTextSummary(HWND);

// General Resources

extern HBITMAP hBmpPlus;

extern HICON hIconHelp;

extern HMENU hBatchMenu;

extern void D2ELoadResources();

extern void D2EUnLoadResources();

// Tab0.cpp

extern HBITMAP hBmpJamella;

// Tab1.cpp

extern const char* CharClasses[5];

extern const char* Difficulties[4];

// Item Editor Commons

extern class Item*

extern struct ItemInfo*



SelItem;

SelInfo;



// Tab2.cpp

extern HBITMAP hBmpBodyWhole,hBmpNotPlaceable;

extern HCURSOR hCurMove,hCurMoveCopy,hCurCross,hCurNo;

extern HIMAGELIST hTVImagelist;

extern HBRUSH hBrushBlack,hBrushNull;

extern HPEN hPenWhite,hPenGreen,hPenBusy,hPenUnwearable;

extern void UpdateTab2();
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// Tab2E.cpp

extern HWND hExpertBox;

extern void UpdateTab2E();

// Tab2Random.cpp

extern HWND hRandomBox;

extern int RandomBoxDW;

extern void UpdateTab2Rnd();

// Tab2ItemList.cpp

extern HWND hItemListBox;

extern void UpdateTab2ItemList();

// Tab2Rare.cpp

extern HCURSOR hCurAdd;

// Tab2ItemFileLoadSave

extern bool LoadItemFile(HWND hWnd);

extern bool SaveItemFile(HWND hWnd);

extern Item *MakeItemFromData(BYTE* data, int size);

extern Item *MakeItemFromFile(HANDLE hFile);

// Tab3.cpp

struct skill

{

int

ifoffset;

char

*name;

int

idstring;;

int

idbitmap;

HBITMAP hbitmap;

};

extern struct skill skills[5*30];

// Tab4.cpp

struct queststatus

{

char

*text;

WORD

value;

};

struct quest

{

int

idstring;

int

idbitmap;

queststatus*stati;

int

offset;

HANDLE

hbitmap;

char

string[64];

};

extern struct quest quests[21];

// Tab5.cpp

extern HBITMAP hBmpWaypointOn;

extern HBITMAP hBmpWaypointOff;

// Infobox.cpp

extern HBITMAP hBmpWebLink;

extern void

RTFStreamSend(HWND hWnd,int Ctrl,const char *Stream);

// Item Grid Managment Sizes

struct InvGrids

{

int

xInventory,yInventory;

int

xStash,yStash;

int

xCube,yCube;

int

xBelt,yBelt;

};

extern struct InvGrids

InvGrids;

extern void SetInvGridPreset(int i);

// Items Structure

struct ItemInfo

{

char* ItemName;

char

Quality;

char* BaseItemName;

char* ItemType;

DWORD ItemCode;

int

UniqueCode;
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int

char

DWORD

bool

int

int

int

int

int

int

int

char

int

DWORD

DWORD

DWORD

int

int

int

int

int

int

int

int

int

int

int

char

int

char*



DWBCode;

ItemSearch;

IC;

Sm;

BitmapID;

TreeID;

MagicMask;

RareMask;

QualityMask;

SizeX,SizeY;

BodyPlace;

Magic;

Durability;

MinStr;

MinDex;

MinLvl;

Hands;

OneHandDmgMin;

OneHandDmgMax;

TwoHandDmgMin;

TwoHandDmgMax;

MissileDmgMin;

MissileDmgMax;

UndeadBonus;

ACMin;

ACMax;

Sockets;

GemClass;

Quantity;

Description;



// Zero initialized

HBITMAP hBmp;

HTREEITEM hTree;

};

extern struct ItemInfo

extern int

extern struct ItemInfo



ItemInfos[];

nItemInfos;

itemunknown;



extern struct ItemInfo*



SelInfo;



// Effect Structure

struct Effect

{

DWORD

Code;

int

Min;

int

Max;

};

// Ring and Amulet Structures

struct ImageMap

{

int

BmpID;

HBITMAP

hBmp;

};

extern struct ImageMap

RingImages[];

extern struct ImageMap

AmuletImages[];

// Item Tree Structures

struct _ItemTree

{

int

Depth;

char*

Text;

int

TreeID;

HTREEITEM hTree;

};

extern struct _ItemTree

extern int



ItemTree[];

nItemTree;



// Magic Modifiers Tables

struct _MagicPreSuffix

{

int

N;

char

*Text;

int

ModLevel;

int

ELevel;

int

Group;

int

nMod;

Effect Mod[4];
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int

int

int

char*



MagicMask;

Transform;

Transformcolor;

Description;



};

extern struct _MagicPreSuffix

extern int



MagicPrefixTable[],MagicSuffixTable[];

nMagicPrefixTable,nMagicSuffixTable;



struct Modifier

{

DWORD Code;

char

*Text;

};

extern const struct Modifier

extern int



Modifiers[];

nModifiers;



// Superior Items Table

struct _SuperiorItem

{

int

X;

int

nMods;

Effect Mod[2];

int

SuperiorMask;

int

Level;

int

Multiply;

int

Add;

};

extern const struct _SuperiorItem

extern int



SuperiorItemTable[];

nSuperiorItemTable;



// Magical Items PreSuffix Tree

struct _MagicPreSuffixTree

{

int

Depth;

char* Text;

int

ModID;

HTREEITEM hTree;

};

extern struct _MagicPreSuffixTree

extern int



MagicPreSuffixTree[];

nMagicPreSuffixTree;



// Rare Item PreSuffix Table

struct _RarePreSuffix

{

char* Text;

int

RareMask;

};

extern const struct _RarePreSuffix RarePrefixTable[],RareSuffixTable[];

extern int

nRarePrefixTable,nRareSuffixTable;

// Unique Item Attributes Table

struct _UniqueItem

{

char* Name;

int

nMod;

Effect Mod[7];

};

extern const struct _UniqueItem

extern int



UniqueItems[];

nUniqueItems;



// Set Item Attributes Table

struct _SetItem

{

char* SetName;

int

SetID;

char* Prefix;

int

Level;

int

nItems;

int

nProperties;

int

Transform;

int

Transformcolor;

struct

{

DWORD Code;

DWORD IC;

char* Suffix;

}

Item[6];
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Effect Mod[16];

};

extern const struct _SetItem

extern int



SetItems[];

nSetItems;



struct GemInfo

{

char

*Name;

DWORD ItemCode;

DWORD IC;

int

Transform;

int

nMods;

Effect WeaponMod[3];

Effect HelmMod[3];

Effect ShieldMod[3];

};

extern const struct GemInfo

extern int



GemInfos[];

nGemInfos;



// Popup Help Structure

struct PopupHelp

{

int

CtrlID;

int

HelpID;

const char*

HelpText;

};

extern const struct PopupHelp

extern int



PopupHelps[];

nPopupHelps;



// Main.cpp

int MainDialog(const char* CmdLine);

int ErrorMessage();

// HelpBox.cpp

bool ToggleHelpBox(HWND hWnd,int HELPID);

void CloseHelpBox();

// CommandLine.cpp

extern void

ParseCommandLine();

extern const char *CmdLineFile();

extern const char *ProgramFilePath();

// Registry.cpp

struct _RegOptions

{

int

CreateItemRecordFormat;

int

AllItemsSocketable;

int

A7Gems;

int

ExceedQuantity;

char

ItemPath[260];

int

Associations;

int

ToolTips;

int

NoAnnoyingMsgs;

};

extern void

CheckShellRegistry();

extern void

SaveEditorRegistryValues();

extern void

LoadEditorRegistryValues();

extern _RegOptions RegOptions;

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT

LRESULT



CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK

CALLBACK



Tab0DialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

Tab1DialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

Tab2DialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

Tab2InventoryProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

Tab2EDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

Tab2RndDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

Tab2MagicDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

Tab2RareDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

Tab2SearchDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

Tab2GemsDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

Tab3DialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

Tab4DialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

Tab5DialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

CowLevelDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

InfoDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

SaveDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

NewDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

RenameDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

UOptionsDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);
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LRESULT CALLBACK EOptionsDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

LRESULT CALLBACK Tab2ItemListDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

#if INVGRIDS &gt; 0

LRESULT CALLBACK Tab2ExGridDialogProc(HWND hWnd,UINT uMsg,WPARAM wParam,LPARAM lParam);

#endif

#pragma pack(1)

class fileclass

{

private:

char

filename[260];

// Private

struct

{

BYTE

BYTE

} w4;

struct

{

BYTE

WORD

} JMinv;



Structures

W4[4];

unknown[48];



// '01 77 34 00'



JM[2];

num;



// 'JM'

// number of items



public:

fileclass();

~fileclass();

bool



loaded;



// File operations

void

clear();

bool

loadfile(HWND hWnd,const char *filename);

bool

savefile(HWND hWnd);

bool

reloadfile(HWND hWnd);

bool

discardfile(HWND hWnd);

inline bool isloaded()

{ return loaded; }

int

void



transferdata(BYTE *data,int size);

setfilename(const char *file);



// Public Structures

struct

{

BYTE

signatur[8];

char

playername[16];

BYTE

hardcore;

BYTE

diff;

WORD

unknown1[4];

WORD

playerclass;

WORD

level;

BYTE

unknown2[50];

BYTE

startingtown;

BYTE

unknown3[41];

} Header;

struct

{

BYTE

Woo[8];

WORD

unknown1;

WORD

quests1[48];

WORD

quests2[48];

WORD

quests3[48];

} Woo;

struct

{

BYTE

WS[8];

WORD

unknown1;

DWORD waypoints1;

BYTE

unused1[18];

WORD

unknown2;

DWORD waypoints2;

BYTE

unused2[18];

WORD

unknown3;

DWORD waypoints3;

BYTE

unused3[18];

} WS;

struct



// '55 AA 55 AA 47 00 00 00'



// '00 00 DD 00 10 00 82 00'



// '57 6F 6F 21 06 00 00 00'

// '2A 01'



// '57 53 01 00 00 00 50 00'

// '02 01'

// '02 01'

// '02 01'
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{

BYTE

WORD

BYTE

DWORD

DWORD

DWORD

DWORD

DWORD

DWORD

DWORD

DWORD

DWORD

DWORD

DWORD

DWORD

DWORD

DWORD

DWORD

DWORD

} gf;

struct

{

BYTE

BYTE

} IF;



gf[2];

fields;

null1;

strength;

energy;

dexterity;

vitality;

statsbonus;

skillbonus;

health;

healthmax;

mana;

manamax;

stamina;

staminamax;

level;

experience;

goldperson;

goldstash;



//

//

//

//

//

//

//

//

//

//

//

//

//

//

//

//

//

//

//



'gf'

Bit Field:

Fields:

0

1

2

3

4

5

6

7

8

9

A

B

C

D

E

F



_if[2];

skills[30];



// 'if'



'7 6 5 4:3 2 1 0|7 6 5 4:3 2 1 0'

5 4

F E



struct JMitem* JMinvitems;

int

JMinvnum;

};

enum { CNT_NONE, CNT_INVENTORY, CNT_BODY, CNT_STASH, CNT_CUBE, CNT_BELT, CNT_SOCKET, CNT_COPYBUFFER };

enum { CRUDEITEM=0x02,

USUALITEM=0x04,

SUPERIORITEM=0x06,

MAGICITEM=0x08,

SETITEM=0x0A,

RAREITEM=0x0C,

UNIQUEITEM=0x0E };

enum {

DE_NONE=0,

DE_MAGIC_PREFIX_MODULO_ZERO,

DE_MAGIC_PREFIX_MODIFIER_VALMISSING,

DE_MAGIC_SUFFIX_MODULO_ZERO,

DE_MAGIC_SUFFIX_MODIFIER_VALMISSING,

DE_RARE_NAMEPREFIX_MODULO_ZERO,

DE_RARE_NAMESUFFIX_MODULO_ZERO,

DE_RARE_PRESUFFIX_MODULO_ZERO,

DE_RARE_PRESUFFIX_NOPOSSIBLE,

DE_RARE_PRESUFFIX_MODIFIER_VALMISSING,

DE_UNIQUE_ITEMCODE,

DE_SET_ITEMCODE,

};

const char* DecodeErrorString(int Error);

#define PREFIX 0

#define SUFFIX 1

class MagicDecoder

{

public:

bool

Quick;

Item*

I;

// Item magic decoding data is buffered for maximum speed

DWORD

ItemBuffered;

DWORD

RareItemCodeBuffered;

int

ItemBufferedModLevel;

// Magical Attributes Buffering

int

nPrefixBuffer,nSuffixBuffer;

_MagicPreSuffix
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