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Difficulty:


Easy Medium Hard


|·······****··············|





Tools needed:


W32Dasm disassembler.


HIEW hex editor.





The Kyodai MahJongg cRacK.


First of all I have to say that MahJongg is one of the most fascinating and funniest games I have played for long. It's author has included many details inside the game such as 3D support and Mod-music. Anyway if you like it you should register due to the benefits and the support by the author. 


As you know, this tut is only for educational purposes and the program has to be deleted oonce registered!:-)))





First analysis.


O.K. install the program and run it. Kyodai will ask us if we want any translation in the program and we should choose the original version-english. This is because anly the english message strings are included inside the code and the traduced messages belong to external text files.


We have to ask the following two questions before cracking the code:





Where can we determine that the program is unregistered?


Which message is shown if we introduce the wrong reg-code?





This time we only need to know those answers to begin cracking.


The only thing we need is our ol' W32Dasm and disassemble the program.


This may talke a little time so during the decoding process we can play aroung with the game. 


As you see the unregistered version will show the following windows...





�





We can find another reminder to registrate in the caption bar of the main window...
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...and when we try to register with an "nonsense" code we see:





�





This is the message we have to remember. Therefore we left the program in it's original version...


Let's search for this in the program code:





�





this shoult take us to the following direction:
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In this code snippen you can appreciate every possible case: reg.-accepted or rejected.


We can also appreciate that W32Dasm informs us that at direction :00464886 pointing to line :004648AC. Now let's take a look at this snippet:
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What does this routine do? 





:00464873 Calls a suroutine.


:00464878 Move data to EAX.


:0046487D Move data to EAX.


:0046487F Calls another subrutine.


:00464884 Check flags.


:00464886 Jump if equal.





We can see that after the second call there is a conditional jump. This rutine called from :0046487F has to be crucial in the execution of the program.


We can check out what this routine does pushing the
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button. At once the following code will appear.
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How does this thing work?


...


:00479673  Move EAX's data to ESI.


:00479675  Put EAX to 0.


... After a few oprerations we can see...


:004796A3  Call a subrutine.


:004796A8  Move your key to EAX


:004796AB  Move right key to EDX


:004796B1  Call a rutine which compares the two values.


:004796B6  Key correct???





Well the best idea would be if both commands were reversed...wait!!! we can actually invert both commands without really modifying the code because we won't alter the information quantity. Let's run HIEW and diasassemble the code and change the order of both commands.


This should be as follows:





�





Pressing F9 we confirm the changes. Now, let's think a bit.


If want the progam to think that the check-code it generates to compare with our code is the one we introduced, we only have to assign the correct calue to the address where our code is saved.


EASY!


With 8BC2  MOV EAX, EDX we copy the correct value into our code but....as you can see 8BC2 is only two bytes long and 8B45FC (old value) is three bytes long. So we only have to fill one byte with a NOP.


This leaves us with:





�





After saving data with F9 start Kyodai. Surprise!!!! Kyodai is registered.


No more nag-screens because we are now "legal".
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Tutor written by Dr.Who for D·N·A Crackz '99


Mail me at who@idecnet.com


Remember, by registering you help the authors develop quality games and programs.
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