Myhrginoc's New Cube Inputs:
If you look in cubemain.txt, there are several columns before the inputs labeled min diff, start day, stop day, week day and class. Min diff and class make sense, of course, but what are these other three? I know Blizzard got the idea to make recipes function on certain days, and they actually implemented that on Realms briefly with the Deadly series of crafted items. But it is a dumb idea, why should the real day affect a game? 

I found the code that looks at these values. This section is extracted from D2Game.dll v1.09b: 

code: 
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6FC83AA8   E8 39150700    CALL <JMP.&D2Common.#11232>
           ;Get a cube recipe
6FC83AAD   8BF8           MOV EDI,EAX


;Pointer to recipe record in EDI
6FC83AAF   85FF           TEST EDI,EDI
6FC83AB1   0F84 3D0C0000  JE D2Game.6FC846F4
6FC83AB7   803F 00        CMP BYTE PTR DS:[EDI],0
6FC83ABA   75 0D          JNZ SHORT D2Game.6FC83AC9
6FC83ABC   A1 FCC6D26F    MOV EAX,DWORD PTR DS:[6FD2C6FC]
6FC83AC1   85C0           TEST EAX,EAX
6FC83AC3   0F84 8D000000  JE D2Game.6FC83B56
6FC83AC9   8B45 50        MOV EAX,DWORD PTR SS:[EBP+50]
6FC83ACC   85C0           TEST EAX,EAX
6FC83ACE   75 07          JNZ SHORT D2Game.6FC83AD7
6FC83AD0   66:837F 08 64  CMP WORD PTR DS:[EDI+8],64
6FC83AD5   73 7F          JNB SHORT D2Game.6FC83B56
6FC83AD7   8A47 01        MOV AL,BYTE PTR DS:[EDI+1]
6FC83ADA   8A4D 4D        MOV CL,BYTE PTR SS:[EBP+4D]
6FC83ADD   3AC1           CMP AL,CL
6FC83ADF   77 75          JA SHORT D2Game.6FC83B56
6FC83AE1   8A47 05        MOV AL,BYTE PTR DS:[EDI+5]  
;Required class in [EDI+5]
6FC83AE4   3C FF          CMP AL,0FF
6FC83AE6   74 0C          JE SHORT D2Game.6FC83AF4
6FC83AE8   8B4E 04        MOV ECX,DWORD PTR DS:[ESI+4]
;Get character class from [ESI+4]
6FC83AEB   25 FF000000    AND EAX,0FF
6FC83AF0   3BC1           CMP EAX,ECX


;correct class?
6FC83AF2   75 62          JNZ SHORT D2Game.6FC83B56
6FC83AF4   8B4424 50      MOV EAX,DWORD PTR SS:[ESP+50]
6FC83AF8   33C9           XOR ECX,ECX
6FC83AFA   8A4F 06        MOV CL,BYTE PTR DS:[EDI+6] 
           ;Number of inputs in [EDI+6]

6FC83AFD   3BC8           CMP ECX,EAX


;positive number?
6FC83AFF   75 55          JNZ SHORT D2Game.6FC83B56
6FC83B01   8A47 02        MOV AL,BYTE PTR DS:[EDI+2] 
           ;Start Day in [EDI+2]
6FC83B04   84C0           TEST AL,AL
6FC83B06   74 16          JE SHORT D2Game.6FC83B1E
           ;skip if 0
6FC83B08   8B4C24 38      MOV ECX,DWORD PTR SS:[ESP+38]
;get day of the month
6FC83B0C   25 FF000000    AND EAX,0FF
6FC83B11   3BC1           CMP EAX,ECX


;today >= Start Day?
6FC83B13   7F 41          JG SHORT D2Game.6FC83B56
6FC83B15   33D2           XOR EDX,EDX
6FC83B17   8A57 03        MOV DL,BYTE PTR DS:[EDI+3] 
           ;Stop Day in [EDI+3]
6FC83B1A   3BD1           CMP EDX,ECX


;today <= Stop Day?
6FC83B1C   7C 38          JL SHORT D2Game.6FC83B56
6FC83B1E   8A47 04        MOV AL,BYTE PTR DS:[EDI+4]
           ;Day of Week in [EDI+4]
6FC83B21   84C0           TEST AL,AL
6FC83B23   74 0D          JE SHORT D2Game.6FC83B32
6FC83B25   8B4C24 30      MOV ECX,DWORD PTR SS:[ESP+30]
;get day of week
6FC83B29   25 FF000000    AND EAX,0FF
6FC83B2E   3BC1           CMP EAX,ECX


;correct day?
6FC83B30   75 24          JNZ SHORT D2Game.6FC83B56
6FC83B32   33C0           XOR EAX,EAX
6FC83B34   8D4C24 24      LEA ECX,DWORD PTR SS:[ESP+24]
6FC83B38   894424 24      MOV DWORD PTR SS:[ESP+24],EAX
6FC83B3C   51             PUSH ECX                              ; /Arg1
6FC83B3D   8B8E 84000000  MOV ECX,DWORD PTR DS:[ESI+84]         ; |
6FC83B43   894424 2C      MOV DWORD PTR SS:[ESP+2C],EAX         ; |
6FC83B47   8BD7           MOV EDX,EDI                           ; |
6FC83B49   894424 30      MOV DWORD PTR SS:[ESP+30],EAX         ; |
6FC83B4D   E8 0E0C0000    CALL D2Game.6FC84760                  ; \D2Game.6FC84760
6FC83B52   85C0           TEST EAX,EAX
6FC83B54   75 1A          JNZ SHORT D2Game.6FC83B70
6FC83B56   A1 F8C6D26F    MOV EAX,DWORD PTR DS:[6FD2C6F8]
;Recipe failed
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So I decided to make something useful out of one of the columns: using Day of the Week for setting a minimum character level. The replacement code is: 

code: 
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6FC83B1E   6A 0C          PUSH 0C
                      ;Level from ItemStatCost
6FC83B20   56             PUSH ESI
6FC83B21   E8 66080700    CALL <JMP.&d2common.10519>     ;get character level
6FC83B26   8A4F 04        MOV CL,BYTE PTR DS:[EDI+4]  
;get MINIMUM LEVEL (was Day of Week)
6FC83B29   25 FF000000    AND EAX,0FF
6FC83B2E   3AC1           CMP AL,CL


;level high enough?
6FC83B30   7C 24          JL SHORT D2Game.6FC83B56
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The address for the day of the week check in 1.09D is 6FC83F66. 

The column heading must remain as it is, but this trick allows you to use it for something else. As you can see, I picked the Level code from ItemStatCost, but you could use anything. Actually, if you were to use one of the other columns for the ItemStatCost ID, you could have each recipe controlled by its own stat. There would be very little code to change for the extra variability. You could also use one column for ItemStatCost ID and two columns to define a lower and upper bound, if you choose...but I am not sure the code space is big enough to get too fancy.

If you make this change, the qualifier will work just like the difficulty and class qualifiers---if you don't meet the requirements nothing happens in the cube and your items remain unchanged.

==============

Cheers,

Myhrginoc

