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I Introduction

-----------------

Hello and welcome to this Shape-shifting Druid Guide! I made quite some improvements in this version so be sure to check the Version history. Whether you are a true hardcore player or just getting started, this Guide will always have some information for you! If you see any mistakes or the like, just mail me. (see Credits Section) View this Guide in 1024x768 for best performance.

II Version history

----------------------

Shape-shifting Druid Guide V1.4                    (06-04-02)

        *Added RuneWord information to the “Equipment” Section

        *Changed opinion about the “Energy” attribute

        *Altered “Legal Information” Section

        *Submitted the Guide to GameFaqs.com

        *Changed Credits Section

        *Minor changes in a lot of sections

        *Removed information about Corpse Spitters; they don’t eat mercenary    

        corpses anymore

        *Added the section “Shrines and wells”

        *Converted document to a Word file (.doc) manually for better display

        *Added Act II to the "Quest Solutions"

        *Altered numbering of Acts in the Section "Quest Solutions"

        *All TAB's are now changed in spaces, for more clearness when viewing in 

        a browser

Shape-shifting Druid Guide V1.3                    (04-02-02)

        *Corrected many spelling errors

        *Changed the explanation of the judgements and the judgements themselves 

        a bit

        *Changed "First things first" section

        *Slightly changed Credits Section

        *Slightly changed and added some lines in quite some Sections

        *Added "Codes & Secrets" Section

        *Added tips on equipment use

        *Added a lot of Werebear information

        *Added the section Quest Solutions with all the Quests for Act I

        *Again, changed the lay-out for best performance on high and low 

        resolutions

        *Added the section "Battle.net"

         -Currently, this contains only explanation of battle.net. Tips are 

         coming soon!

        *Changed the Introduction section

        *Corrected the numbering of all the sections

        *Changed the Equipment section

Shape shifting Druid Guide V1.2                    (12-18-01)

        *Deleted the Returns between the Attribute-descriptions

        *All Sections are now seperated by three empty lines

        *Changed the lay-out of Section VII: Using mercenaries

        *Added information on which item class is used by which mercenary type 

        (Section VII)

        *Changed the introduction information a bit

        *Corrected a lot of typo's and digressive explanations

        *Added a lot of information in the Skills and Attributes section. Just 

        read the note.

        *Added a note to the Advanced Tactics section

        *Changed the Advanced Tactics section

        *Added a bit explanation to the judgement of the Skills

        *Changed the judgement with quite some Skills

        *I have made up my mind about some things:

                -The Spirit of Barbs

                -Act II mercenaries

        Look in the matching sections to see the details

Shape shifting Druid Guide V1.1                    (12-04-01)

        *Changed the Credits section a bit

        *Switched the Attributes in the right order

        *Changed the lay-out a bit to be compatible with lower resolutions

        *Added the section "Advanced tactics"

        *Added extra information on Skill-descriptions

        *Added the markings with the Skills

        *Corrected a few typo's

        *Added some lines

        *Generalized some ways of typing things

Shape shifting Druid Guide V1.0                    (11-13-01)

        *The first version of this Guide

III Legal information

--------------------------

*You are not allowed to modify this file in any way.

*All mentioned trademarks belong to their respective owners.

*This Guide is for personal use only.

*Findable on i.e.

        http://diabloii.calcon.net
        http://www.gamefaqs.com
IV First things first

------------------------

This may be a bit unneccecary, but this is what you need in order to make full use of this Guide:

-Diablo II installed (multi-player installation or full installation)

-Diablo II: Lord of Destruction installed

-You must meet the system requirements (see the box of the game)

-You must have read the manuals of both the original Diablo II and the Expansion

Now, let's get started with the real thing! Just start the game and create a Druid, or load yours if you already have one. The following sections contain information about every in and out of the shape-shifting Druid. See the contents to quickly search for the information you need, or just read the whole thing.

V Using Skills and Attributes

--------------------------------------

Let's take a look at the Skilltree first. Press the T-key to open the Skilltabs. You see three tabs, Elemental, Shape-shifting and Summoning. If you want to play a Shape-shifting Druid, completely IGNORE the Elemental tab. The reason is quite simple, in your shape-shifted form you won't be able to use any of these Skills! That means that if you'd want to use such a Skill while in Werewolf form, you would have to Shift to the Druid, select the Skill, and then use it. This costs quite some time, because shifting-back and using the elemental Skill both have the nasty effect of Casting Delay. Especially on battle.net you may get killed in that time. Besides, it will cost you Skill points which you could have put into another very useful shape-shifting Skill! Summoning however can be quite useful to a shape-shifting Druid because, fortunately, he's able to Summon while in Wolf or Bear form. What follows now is the complete discription of every Skill. (I will not describe the Elemental Skills, since they are irrelevant to a shape-shifter).

NOTE: Please don't just go out and distribute all your points on the hand of this summary. Read all the discriptions, and the text below to make full use of this list. If you don't agree with the judgement of any of these Skills, contact me. (See Section XII: Credits) Remember that your own insight in the gameplay of Diablo II: LoD is very important. Don't hesitate to do something differently, just keep in mind WHY you want to do something different. I play Diablo II for almost three years now, and I have played with very different people, so I know where I am talking about. But hey, everybody can be wrong sometimes, and Diablo II: LoD is a very hard game to master. Later on you might think about a skill: "Oh no, I wish I'd put this Skill point in that Skill!", even when you thought it was great when on lvl 18. If you mess up your character, you'll probably have to start all over again and that sucks. I can tell you, I messed up quite some characters before I made a real good one.

Judgement of the Skills:

*     = Don't use this Skill, it sucks. Only put one point in this Skill if it's 

     a pre-requiste for a good Skill.

**    = Don't put many points in this Skill, it's not that good.

***   = Quite useful.

****  = Good Skill.

***** = Very good Skill. Try to max at least one of these Skills.

Shape Shifting

-------------------

Werewolf ****           Transforms the Druid into a Werewolf. The more points

                        you add the more Attack Speed and Attack Rating you'll 

                        get.

Lycantrophy *****       Increases the amount of time that the Druid can remain 

                        in it's shape-shifted form. Also adds to your max life.

Werebear *****          Transforms the Druid into a Werebear. The more points

                        you add, the more damage you'll do and the more defense 

                        you'll have.

Maul ***                Werebear attack that stuns. More points result in higher 

                        damage and longer stun.

Feral Rage ****         Werewolf attack that steals Life and Mana. Each 

                        succesfull hit will cause the Druid to enrage, thus 

                        causing more damage.

Fire Claws **           An attack for Werewolfs or Werebears, with additional 

                        Fire Damage. The more points you put in this Skill, the 

                        more Fire Damage and Attack Rating you'll get.

Rabies ***              Poison attack that spreads from am enemy to another if 

                        it's nearby enough. More points will increase poison 

                        damage and length.

Shock wave ****         An attack for Werebears that Stuns. The more points, the 

                        more damage and the more Stun Length.

Hunger **               Steals life and mana while shape-shifted. The more 

                        points, the more mana & life recovery, and the more 

                        Attack Rating.

Fury *****              Multi-hit attack for Werewolfs. The more points you've 

                        put into these Skill, the more hits you'll do. (max. is 

                        5) Each point also adds to your Attack Rating and 

                        damage. This is an essential skill for any werewolf-

                        druid.

Summoning

----------------

Raven *                 Summons raven, the more points, the more raven. (max. is 

                        5) Also adds to the number of hits your raven will do, 

                        and to their damage.

Poison Creeper *        Summons a poisonous vine. The more points, the more 

                        poison damage it will do and the more life it'll have.

Oak Sage ****           Summons a spirit that increases health. The more points, 

                        the more life it'll have, and the more it will increase 

                        your health.

Spirit Wolf ***         Summons wolfs. (max. is 5) More Wolfs result in higher 

                        damage, higher Attack Rating and higher Defense. (has 

                        passive bonus)

Carrion Vine ***        Summons a vine that steals life from corpses. The more 

                        points, the more life it'll have and the more it'll heal 

                        you.

Heart of Wolverine *****Summons a spirit that increases it's own life, your 

                        damage and your Attack Rating. More points will give 

                        higher bonuses.

Dire Wolf ***           Summons wolfs that eat corpses to get stronger. (max. is 

                        3) More points add to your own life, the Wolfs' life and 

                        the damage they do. (has passive bonus)

Solar Creeper ***       Summons a vine that steals mana from corpses. More 

                        points will increase it's life, and your mana recovery.

Spirit of Barbs
**    Summons a spirit that reflects damage. More points mean 

                        more damage reflected and more life for the spirit. 

                        (max. is 240% damage)

Grizzly *****           Summons a Grizzly Bear. More points result in higher 

                        damage for you (passive) and the Grizzly.

Before you start, it is the best to choose between the two animals that you can shift to. (Wolf and Bear) The Wolf is a blindingly fast animal, and the Bear is a brute and strong animal. You could want to play overall, but then you'll never get as strong as the specialized players. (in other words, your character will get messed up) That's why Fire Claws and Hunger are not so effective; they have the prerequist of both animals. Also, don't put a point in every Summoning Skill, but specialize in a few. (Specializing is very important for every Character Class) The Grizzly and a spirit would probably do very well. (not the Spirit of Barbs) Whatever you do, put the maximum allowed points in Lycantrophy. Why?

Example: It would be very frustrating if you're fighting with one of the Prime Evils and you'd shift back every minute, wouldn't it? Additionally, Lycantrophy increases your life (HP), which is obviouusly very useful. Add quite some points in your Base Animal Skill too, (Werewolf or Werebear) because it heightens your fighting abilities.

Of course you know about the Attributes: Strength, Dexterity, Vitality and Energy. I can't say exactly which is the best for your Druid, because it's mainly a matter of taste. Instead, here are some general tips:

-Strength is useful to wear certain items, so be sure to give some points to this.

-Dexterity is very useful since it heightens your Attack Rating -> your chance to hit. Don't neglect this one.

-Vitality (raises your life), increasing this depends completely from the taste and tactic of the player.

-Energy is in general not very useful to a Shape-shifter, because if you have put some points in Lycantrophy, you will only have to pay the (low) mana cost once to shift to your animal form for quite some time. Same goes for summons. But if you use an attack like Fury or Maul, you could run out of mana. (although I don't think this will happen) In that case, find a mana-steal item. You could consider to put some points in Energy, but I don’t recommend this because later on the mana won’t be the big problem it was at start. The attacks and the shape-shifting always keep their standard mana-cost, no matter at what level they are. When you’re about level 40, the mana shouldn’t be a problem anymore. (you get more mana as you level up, even if you don’t give points to Energy)

If you want to distribute your Attribute Points wisely, refer to your Skill Tree many times. The Attributes and the Skills together form the foundation of your Character. If combined in a good way, your character will be much stronger.

VI Using equipment

--------------------------

Equipment plays a very big role in D2: LoD. There will be very many choices you'll have to make, some will be easy, some will be difficult. In general, always look at what you GET, and what you LOSE. For instance, you have a sword that does +1 to Druid Skill levels, and +80 to life. Then you encounter another one that does +1 to all Skill levels, and +5 to dexterity.

What you get: +5 dexterity.

What you lose: +80 life.

(you don't lose the points to all your Skill levels. Because you're a Druid, +1 to Druid Skill levels is the same as +1 to all Skill levels. However, +1 to all Skill levels is worthier, because other classes can use this effect)

Now you should look, what do I need, dextirity or life? Just take a really good look and think about the advantages and disadvantages. With this explanation you should be able to make some right decisions. Here are some more tips:

*It's always worth a good look before you sell something from your equipment. Maybe your mercenary could use it, or you just need it later on.

*Be always on the look out for Class Specific items, in our case, the Druid Animal Pelts. They're exclusive to  the Druid, and may be quite interesting if they heighten a certain Skill. This is also a good method to test Elemental Skills without putting valuable Skill points in it: Find an item that heightens an Elemental Skill, equip it and use the Skill to see how it works. (in human form)

*If you're a Wolf, you've probably put a lot points in dexterity, Lycantrophy etc. This means that you are very fast. If you equip an item with Very Slow Attack Speed but great bonuses, this may be very useful because you are fast anyway. However, only do this if the bonuses are really high!

*If you're a Bear, try to use an item with Very Fast Attack Speed to strengthen up your weakness; speed. In this way you can attack quite fast in Werebear form.

What follows is a list of all Druid relevant RuneWord items. This list was created by Alex Miles.

-----start-----

This file is up to date with version 1.9 of Diablo II: lord of destruction

Ancients' Pledge:

Normal Shield

(3 sockets)

Ral, Ort, Tal

Required clvl: 21

10% Damage Taken Goes to Mana

+50% Enhanced Defense

Poison Resist +48%

Cold Resist +43%

Lightning Resist +48%

Fire Resist +48% 

You can get Ral, Ort, and Tal from Act V: Quest 2 

Black:

Weapon

(3 sockets)

Thul, Io, Nef 

Required clvl: 35

Level 4 Corpse Explosion (12 Charges)

40% Chance of Crushing Blow

Magic Damage Reduced by 2

+120% Enhanced Damage

Adds 3-14 Cold Damage

+200 to Attack Rating

+10 to Vitality

+15% Increased Attack Speed

Knockback

Fury: this is more a barb weapon, but could be useful to a druid.

Weapon (Only works with melee weapons?)

(3 sockets)

Jah, Gul, Eth 

Required clvl: 65

40% Increased Attack Speed

+209% Enhanced Damage

Ignore Target's Defense

-25% Target's Defense

20% Bonus to Attack Rating

6% Life Stolen Per Hit

33% Deadly Strike

66% Chance of Open Wounds

Prevent Monster Heal

+5 to Frenzy

Honor: This only works with melee weapons. 

Weapon

(5 sockets)

Amn, El, Ith, Tir, Sol 

Required clvl: 27

25% Deadly Strike

+2 to Mana After Each Kill

+1 to Light Radius

+1 to All Skill Levels

7% Life Stolen Per Hit

Replenish Life +10

+160% Damage

+250 to Attack Rating

+9 to Minimum Damage

+9 to Maximum Damage

+10 to Strength  

Leaf : a sorc. staff, not useful for druids

King’s Grace:

Sword

(3 sockets)

Amn, Ral, Thul 

Required clvl: 25

+100 to Attack Rating vs Undead

+100 to Attack Rating vs Demons

150% Damage to Undead

200% Damage to Demons

+100% Enhanced Damage

+150 to Attack Rating

7% Life Stolen Per Hit

Adds 3-14 Cold Damage

Adds 5-30 Fire Damage  

Lionheart:

Body Armor

(3 sockets)

Hel, Lum, Fal 

Required clvl: 41

Requirements -15%

+20% Enhanced Damage

All Resistances +30%

+50 to Life

+10 to Energy

+20 to Vitality

+15 to Dexterity

+25 to Strength  

Lore:

Helm

(2 sockets)

Ort, Sol 

Required clvl: 27

+10 to Energy

+1 to All Skills

+2 to Light Radius

+2 Mana Per Kill

Lightning Resist +30%

Damage Reduced by 7 

Malice: Melee wepons only, no bows/crossbows

Weapon

(3 sockets)

Ith, El, Eth 

Required clvl: 15

100% chance of Open Wounds

-100 to Monster Defense Per Hit

Prevent Monster Heal

-25% Target Defense

Drain Life -5

+33% Enhanced Damage

+50 to Attack Rating

+9 to Maximum Damage 

Nadir:

Helm

(2 sockets)

Nef, Tir 

Required clvl: 13

Level 13 Cloak of Shadows (9 Charges)

+2 to Mana after Each Kill

-3 to Light Radius

+50% Enhanced Defense

+30 Defense vs. Missle

+10 Defense

+5 to Strength

-33% Extra Gold from Monsters  

Radiance:

Helm

(3 sockets)

Nef, Sol, Ith

Required clvl: 27

15% Damage Taken Goes to Mana

+5 to Light Radius

+75% Enhanced Defense

Damage Reduced by 7

Magic Damage Reduced by 3

+30 Defense vs. Missile

+33 to Mana

+10 to Energy

+10 to Vitality  

Rhyme:

Shield

(2 sockets)

Shael, Eth 

Required clvl: 29

Cannot Be Frozen

40% Faster Block Rate

Increased Chance of Blocking

Regenerate Mana +15%

All Resistances +25

25% Better Chance to Find Magic Items

50% Extra Gold From Monsters  

Silence: works on bolth bows and melee weapons (I have only seen this on axes, should work on all 6 socketed melee weapons)

Weapon 

(6 sockets)

Dol, Eld, Hel, Ist, Tir, Vex 

Required clvl: ?

+2 to Mana After Each Kill

+50 to Attack Rating Against Undead

175% Damage vs. Undead

Hit Blinds Target

Hit Causes Monster to Flee 25%

20% Faster Hit Recovery

Requirements -20%

+2 to All Skill Levels

11% Mana Stolen Per Hit

+200% Enhanced Damage

All Resistances +75

20% Increased Attack Speed

30% Better Chance to Find Magic Items  

Smoke:

Body Armor

(2 sockets)

Nef, Lum 

Required clvl: 37

Level 6 Weaken (18 charges)

20% Faster Hit Recovery

-1 to Light Radius

+75% Enhanced Defense

All Resistances +50

+280 Defense vs. Missile

Stealth:

Body Armor

(2 sockets)

Tal, Eth 

Required clvl: 17

25% Faster Cast Rate

25% Faster Hit Recovory

25% Faster Run/Walk

Magic Damage Reduced by 3

Regenerate Mana +15%

Poison Resist +30%

+15 to Maximum Stamina

+6 To Dexterity 

+10 to Energy  

Steel: works on Axes, Maces, and Swords. Doesn't work with Claws or Polearms. 

Weapon

(2 Sockets)

Tir, El 

Required clvl: 13

+2 to Mana After Each Kill

50% Chance of Open Wounds

+1 Light Radius

+20% Enhanced Damage

+50 to Attack Rating

+3 to Minimum Damage

+3 to Maximum Damage

25% Increased Attack Speed

Strength:

Weapon

(2 sockets)

Amn, Tir 

Required clvl: 25

+35% Damage

25% Chance of Crushing Blow

7% Life Stolen Per Hit

+2 Mana After Each Kill

+10 Vitality

+20 Strength 

Venom:

Bows (other weapons as well weapons?)

(3 sockets)

Tal, Dol, Mal 

Required clvl: 49

Level 13 Poison Nova (11 Charges)

Level 15 Poison Explosion (27 Charges)

Prevent Monster Heal

Ignore Target's Defense

Hit Causes Monster to Flee 25%

7% Mana Stolen Per Hit

+400 Poison Damage over 8 Seconds  

Wealth:

Armor

(3 sockets)

Lem, Ko, Tir

Required clvl: 43

100% Better Chance to Find Magic Items

300% Extra Gold from Monsters

+2 to Mana After Each Kill

+10 to Dexterity  

Zephyr:

Bow

(2 sockets)

Ort, Eth 

Required clvl: 21

7% Chance to Cast Level 1 Twister When Struck

-25% Target's Defense

25% Faster Run/Walk

+33% Enhanced Damage

Adds 1-50 Lightning Damage

+25 to Defense

+66 to Attack Rating

25% Increased Attack Speed 

This file was typed up by Alex Miles, you can take it and distubute it any way you wish as long as it is unaltered, you may not sell this file or give away as a bonus or anything else, but you may give it for free.
-----end-----

VII Using mercenaries

------------------------------

Mercenaries are hireable, non-playable character types, that will fight on your side untill the death for a certain sum of gold. (depends on the mercenary's character level) Here's a list of the Mercenary types:

Mercenary type         Act         Weapon         Letter

Rogues                 Act I       Normal Bows    Kasyha

Description: Quite good long range fighters.

Sand Warriors          Act II      Polearm Class  Greiz

Description: They can't use a shield, but they do massive damage. Aura enhanched.

Sorcerers              Act III     Sword Class    Asheira

Description: Very useful fighters, especially the Cold enchanted ones.

Barbarians             Act V      Sword Class     Qual-Khek

Description: Also very useful, but only for hand-to-hand combat.

Act IV doesn't have any mercenaries, but keep in mind Tyrael can resurrect yours. If you want to make a good decision of what mercenary to choose, first think if you want a long range mercenary or not.

If so, I'd recommend the Sorcerer, since they're the best at long range. If not, I'd propose the Barbarians, since they're he best close range mercenaries. For the shape-shifting Druid, I guess that the Sorcerer is the best choice, while he is good at long range. Remind that the Druid can't use any long range weapons while in animal form! If you have any spare equipment, take a quick look at your mercenaries' equipment. Maybe he/she could use it. (more helpful than the gold you get for it) The Sand-Warriors can be very useful too, don't underestimate them. In general, just play with each mercenary type and experience their style of playing. Then make a wise and balanced dicision of which mercenary to use. Don't switch between mercenary types to often, because your mercenary won't transfer his experience to the other mercenary. If you want to transfer, first strip your current mercenary of all his equipment.

VIII Quest Solutions

---------------------------

Currently this list contains only the descriptions of all 6 Quest of Act I and Act II. They all include name, the person who gave you the Quest, your Reward, and two different strategies depending on what kind of shape-shifter you are. In the next version (V1.5) I hope to give at least the Solutions on the Quests of Act III and maybe Act IV, so that the Final List in V1.6 will include  Act V, with the total of all 27 Quests of Diablo II:LoD.

NOTE: The Bear-strategies are quite brief, but that's because otherwise I'll be repeating myself from the Wolf Strategies. So that's why I ask for your opinion, should I use this syle of explanation or should I copy some of the Wolf-stuff that is the same for the Bear? I would really appreciate your reaction, so don't hesitate to mail me. (See Credits Section)

 Act I

Being more a tutorial on the gameplay than a real Act, this is a good way to get used to the gameplay of Diablo II:LoD. For the more experienced players it's piece of cake, so you shouldn't encounter major problems. (except for the Lightning Enchanted enemies, who are a real pain in the neck)

The Den of Evil

Quest given by: Akara

Location: Den of Evil

Reward: One Skill Point

Wolf Strategy: First level-up to +/- level 3 outside, before you enter the Den of Evil. Then just enter and kill all the monsters, they're not that hard anyway. Corpsefire is the only Super Unique goofing around a bit somewhere in the cave. He has a Spectral hit attribute but just whack him with your regular attack to defeat him. Alternatively, you could first kill all the monsters around him to create a more safe area. Corpsefire is very slow so it shouldn't be any problem to kill his companions without getting attacked by him. He always drops a magic item, just head back to town to Identify it, or use a scroll of Identify. If you didn't earlier, explore the whole cave and kill every monster to complete the Quest. Return to Akara for your Reward.

Bear Strategy: See Wolf.

Sisters' Burial Grounds

Quest given by: Kashya

Location: Burial Grounds (next to the Cold Plains)

Reward: One free Rogue mercenary, plus you get her trust which allows you to hire them

Wolf Strategy: You should have some points in Lycantrophy now, and also some points in Werewolf. Get good equipment before entering The Burial Grounds. You should be around level 5/7 to take her on. If you see her, shift to your Wolf-form. Ignore the Hungry Dead she summons and just keep attacking Blood Raven. If you run low on HP, use a potion or eventually use a Town Portal scroll and get healed up. After the battle most monsters will be killed by the lightning coming out of her body (it won't hurt you however) Just head back to Kashya and get your Reward.

Bear Strategy: In general this is the same strategy as for the Wolf, but for the Bear this quest is a little more difficult if you aren't at least lvl. 6. I recommend to train up to that level for the Werebear Skill, but if you don't

want to you can probably kill her too. So, if you don't have Werebear, use the Wolf instead. Just read the Wolf Strategy for more general information about killing Blood Raven.

The Search for Cain

Quest given by: Akara

Locations: Dark Wood, Tristram

Reward: One Random Ring, Free identification of every item, and a lot of advice from this wise man

Wolf Strategy: Go to the Dark Wood via the Underground Passage. On level 2 of this passage is a chest with a lot of stuff. Eventually fight Treehead WoodFist to get to the Tree of Inifuss. He is Extra Strong and Extra Fast but he shouldn't be any problem if you are about lvl. 8. Get the scroll and go back to Akara. After the talk, go to the Stone Circle. Here's another Super Unique monster, and his name is Rakanishu. His Class is Carvers, and he is Lightning Enchanted. Be careful with this guy, he can be quite dangerous. If you run low on HP, run away a bit and get healed by a minor healing potion or two. After the fight, create the Portal to Tristram by touching the stones in the right order. (look at the scroll for the order of the stones, you can't even make a mistake) If you don't have any healing items, get them now. After that comes the more difficult part, enter the portal to get to Tristram. Once you enter, you'll see that whole Tristram is an enormous mess. Don't wast any time and go to the center area of the town. Tristram is filled with monsters, so make sure you stay healed up and don't let them surround you. Maybe you walk into Griswold, he is Cursed and is quite tough. He has very much HP and does quite some damage, but if you have a good amount of Attack Rating he won't hit you much. You could also encounter Wird, click on him for a nice surprise :) In the Town Center (with the Fountain), click on Cain's Gibbet to free him and leave with a Town Portal. Talk to Akara and Cain in town for some story and your Reward.

Bear Strategy: Just do the same as the Wolf Strategy; go to the Dark Wood, get the scroll and get to Akara. Open the portal to Tristram and enter. There is a whole lot of monsters in here, so be prepared for a good fight. Just shift to Bear and walk south. Try to go to the Centre Area of town, where the fountain is. Once there, you should notice Cain's Gidbin. Clik on it to free him, and then create a Town Portal to go back to town. See the Wolf Strategy for detailed information on the Super Unique Monsters.

The Forgotten Tower

Quest given by: The Moldy Tome in the Stony Field

Location: Black Marsh (Beyond the Dark Wood)

Reward: A lot of Gold

Wolf Strategy: Enter the Tower and kill every resistance you encounter. Just use whatever strategy you have for killing the monsters. You may even kill some Uniques. Be sure to check the chests and graves for gold. On the fifth level lurks the evil Countess. She is the boss of the Tower. She is quite fast, has some minions, and is Fire Enchanted. If you already have Feral Rage, use it. Otherwise just transform to your Wolf form and attack. Use health potions wisely, and eventually return to Town to heal. If you kill her, you'll a lot of gold plus some item-drops.

Bear Strategy: Just enter and kill everything that attacks you. Use the "I am a tank" strategy, and crush every weakling in your way. Do this until you reach the fifth level of the Tower. Use your Tank strategy on the Countess, and be wise enough to watch your HP. If you have Maul, use it. After the fight you'll be given your Reward.

Tools of the Trade

Quest given by: Charsi

Location: Monestary Barracks

Reward: Charsi will imbue 1 item for you

Wolf Strategy: Fight your way to the Monestary, and then search for the "Outer Cloister" waypoint. After that, explore the area untill you are in the Barracks. Walk all the way to the back and fight the Smith. His only attribute is Extra Strong, but that means that he IS strong. Kill a few monsters around him first before you take him on, because they may surround you if you don't. After you kill him, get the Horadric Maulus from the ... and bring it back to Charsi. But if she asks you if she should Imbue an item, say no. Whatever the advice of the townspeople is, just don't do it now. Just wait untill you finished Hell-difficulty, because only then you get really good items worth to imbue. With one character you can only imbue three items, so always keep that in mind if you'd want to imbue an item.

Bear Strategy: Go to the "Outer Cloister" waypoint, and then search for the Barracks. Go all the way to the back untill you encounter The Smith. First kill some of the enemies near him, and then kill the Smith with regular attacks. Maybe you want to use Maul, but probably that isn't neccesary. If you kill him, get the Horadric Maulus and bring ik back to Charsi. Don't imbue your item now, but wait untill you've finished the game on Hell-difficulty.

Sisters to the Slaughter

Quest given by: Cain

Location: Catacombs level 4

Reward: Finished Act I, lot's of happy people

Wolf Strategy: First go to the "Inner Cloister" waypoint and activate it. Enter the Cathedral, where you'll probably fight Bone Ash. His attributes are Immune to Cold, Undead, Cold Enchanted, and Magic Resistant. He uses a poison move. Kill him with normal attacks, or use your Feral Rage if you run low on HP. If he has any companions, kill them first. Should he kill you, leave the game and enter again to get your corpse in town. Get your stuff back and go to the Inner Cloister using the waypoint you activated earlier. After the fight, return to town with the waypoint or a Town Portal and buy some healing potions. Fight your way to the third floor of the Catacombs. When you reach the stairs to level 4, don't go down but first return to town. First visit Akara, and buy many healing potions. (to fill your belt at once, hold SHIFT and then right-click on the potions). Make sure you buy at least five Antidote Potions, you'll need them when fighting Andariel.

Now see Charsi for Repairs and stronger equipment (if she has, that is). If you have any spare money, buy the best Rogue from Kashya and Gamble a bit with Gheed. When you're finished, enter the Town Portal and go down the stairs. As you enter the final floor, switch to your Wolf-form. Open the door and use the "I block the doorway to fight only one enemy" strategy. If this doesn't work because the Shamans resurrect everybody, go kill the Shamans first. Kill any Unique with your standard strategy; wack with Feral Rage and Heal when low. Eventually escape to Town one or two times for healing. When you finished the first room, it's time to go back to town for the last time before facing Andariel. Do as above and buy Healing and Antidote potions. Be sure to place the Antidote Potions in yor belt. For this battle, I suggest the following

combination of potions; two (vertical) rows of Healing Potions (including Rejuvenation), one row of Antidote Potions and one row of Mana Potions. Give it a try to get some items with poison resistance, and a weapon with fire damage. Drop all your gold in your stash. If you've checked everything and feel ready for battle, go through the Town Portal. I suggest to be at least lvl. 12 to take Andariel on. If you aren't, train some more in the dungeons. If you are, open the door. Stay close to this door because if you walk to far, Andariel will see you. First kill as many monsters as you can, without getting spotted by Andariel. If she sees you, walk back to the first room to finish her off there. She has three different attacks, one poison spread attack which does big damage, one with her claws and one normal poison shot attack. She has a weakness for fire, so if you can, use fire. If she poisons you, drink an Antidote Potion immediately because her poison hurts a lot more than the poison from regular monsters. It might take some time to kill her, and if you run out of potions

or you're just to low on HP to get healed quick, return to town. After the kill and the impressing death scene, get her item drops and kill the monsters in her thrown room. Return to town and talk with all the townspeople. If you're ready to go to Act II, just talk to Warriv and choose: "head east".

Bear Strategy: See Wolf Strategy, but this time shift in your Bear form and use your Maul attack.

 Act II

Now you're used to the gameplay of Diablo II:LoD, this Act will give some more action and difficulty. It’s full of deserts, oases, dungeons and monsters. Before you start with the Quests, talk to Jerein about everything you can, to learn some things about this port-city and the current situation. Talk to the other people for their introduction, and talk to Adma for your first Quest.

Radament's Lair

Quest given by: Adma

Location: Sewers Level 3

Reward: A Book of Skill and cheaper items

Wolf Strategy: Fight your way to the third level of the Sewers. Be careful, if you're just from Act I you'll probably have some difficulties to deal with the monsters here. If you do, get your character up a few levels outside the town in the Rocky Waste. On the third level, search for a room with a lot of skeletons and skeleton mages. This is considered Radament's Lair. Unfortunately, he stands on the back of the room, so fight your way through the skeletons to Radament. He is an Extra Fast Hollow One. Focus on him and use your Feral Rage attack. If you get low, open a Town Portal and get healed. Buy some Antidote Potions to because his poison attack deals quite some damage. Once you defeated him, get the Book of Skill. Open the Chest for a Horadric Scroll and return to town. Talk to Adma and she'll give you the other part of the reward. Take the scroll to Cain for your second Quest.

Bear Strategy: Fight your way down to level 3. If you think that the monsters are too strong, level up your character because Radament is quite a tough Super Unique. Search level 3 of the Sewers for a large area with a lot of skeletons in it. Don't bother to kill them all, but let your mercenary take them. Instead, go for Radament in the back of the room. Use your Maul attack on him. If you get poisoned, drink a Antidote Potion if you have any. Keep on hitting him untill you have really low HP, and return to town to get healed up. Go back and kill him. Get the Book of Skill and open the chest for a Horadric Scroll. Go back town and talk to Adma and Cain.

The Horadric Staff

Quest given by: Deckard Cain

Locations: Halls of the Dead Level 3,

Reward: Horadric Cube, Horadric Staff, Horadric masterpiece, needed to complete Act II

Wolf Strategy: First go to the Dry Hills. Search for the Halls of the Dead here. Fight your way to level 3 and get the Horadric Cube. Go back to Cain and show it. Go to the Far Oasis and search for the Maggot Lair. Fight your way to level 3, and search for Cold Worm the Burrower. It's Cold Enchanted and lays eggs. However, this Super Unique isn't very strong, just use Feral Rage or Rabies to kill it. Your summons and mercenary will probably kill most of the other monsters here. Open the chest and get the Staff of Kings. Go back to town and show this to Cain, too. Go to the Claw Viper Temple and search for the Tainted Sun Altar on the second level. Beware, there’s a Unique monster here. Click on the Altar to get the Amulet of the Viper and some more item drops. Go talk to Cain. Use the Horadric Cube to restore the Staff. This will activate Quest 4. Now find the true Tomb. (complete some other Quests first) 

Bear Strategy: See the Wolf Strategy, but use Maul instead of Feral Rage and Rabies.

Tainted Sun

Quest given by: Drognan

Location: Claw Viper Temple

Reward: None

Wolf Strategy: When the area suddenly becomes very dark, return to town and talk with Drognan. Now search for the Claw Viper Temple beneath the Valley of the Snakes. Destroy the Tainted Sun Altar to return things back to normal, and go talk to Deckard Cain to complete the Quest.

Bear Strategy: See Wolf Strategy.

Arcane Sanctuary

Quest given by: Drognan

Location: Arcane Sanctuary

Reward: None.

Wolf Strategy: Go to the Palace and talk with Jerein. Enter the Harem and find your way all down to the Palace Cellar level 2. Don’t forget to activate the waypoint on level 1. Find the portal and activate it. Go through and search for the waypoint in the Arcane Sanctuary. Now search for The Summoner. (I’ve encountered him the most on the northeast side of the map) Kill him (he isn’t hard to kill) and read the Horazon Journal to complete the Quest.

Bear Strategy: Again, see the Wolf Strategy.

The Summoner

Quest given by: The Summoner

Location: Arcane Sanctuary, Town

Reward: None

Wolf Strategy: Just talk to Cain to complete this Quest.

Bear Strategy: See above.

The Seven Tombs

Quest given by: Jerhyn

Location: Tal Rasha’s Tomb

Reward: Finished Act II

Wolf Strategy: If you finished the Arcane Sanctuary Quest, a portal has opened to the Canyon of the Magi. Go through and search for the True Tomb. (Look in the Quest Log for the symbol, and compare it to the symbol of each Tomb) Enter this Tomb and search for the Orifice. Place the Horadric Staff you’ve made in Quest 2 on it. A beam of energy will blow a hole in the wall. First open a Town Portal and trade with Lysander for some healing. For this boss, I’ll advice to have three rows of the best healing items you can find (including rejuvenation potions), and one row of mana potions. Do anything you want to do, like resurrecting your merc, before you enter the town portal again. After that, enter the hole to fight the boss of Act II, Duriel. Fight him with your best attack, probably Feral Rage, and protect your mercenary. The merc can’t take to much damage, but deals quite a lot (if you’ve the Act II mercenary, that is). If you get low on HP, just return to town and get back filled up. The Cold Aura is quite irritating, but nothing to worry about to much. Should you have any Summons, use them. I think you should be ~lvl. 18 to defeat him, but a bit higher is recommended. After the kill, explore the Tomb and talk to Tyrael. Go through his Town Portal and talk with everybody in Lut Gholein. Talk with Meshif to go to Act III. Congratulations, you’ve finished Act II!

Bear Strategy: Go through the Portal to the Canyon of the Magi. Search for the True Tomb and enter. Search for the Orifice and place the Horadric Staff on it. Go back to town and get healed. I suggest two rows of the best healing potions you can find (including rejuvenation potions), and two rows of the best mana potions you have in your possession. Go back through the portal and enter the hole. The boss, Duriel, awaits you there. Protect your mercenary and just keep on hitting him. Use the Maul attack and drink any potions when needed. Should you need to get more healing, get back to town. Use any Summons you have on him. After you kill him, explore to find Tyrael. Talk to him, return to town and talk with everybody. Go to Meshif and you’ve completed Act II!

IX Shrines and wells

---------------------------

This Section describes all Shrines and wells you may encounter in the world of Diablo II: LoD. Shrines are magical enchanted structures that can give you bonuses. I’ve listed them in an alfabetically order.

Armor Shrine – Gives a bonus to your Defense (“Your skin hardens”)

Combat Shrine – Gives a bonus to your Damage and Attack Rating (“You feel ready for battle”)

Experience Shrine – Doubles the experience you get from killing monsters. Extremely useful Shrine, because you can level up a lot faster when using this Shrine. (“Your experience teaches you well”)

Fire Shrine – Shoots Firebolts in every direction, it may damage players too (“A fiery death”)

Gem Shrine – If you have a gem in your inventory, it will transform this gem to a more quality gem. If you don’t have a gem in your inventory, it will give a random gem. (“A marvelous gem”)

Healing Shrine – Fills your life orb. (“You feel healthy”)

Mana Shrine – Fills your mana orb. (“You feel recharged”)

Monster Shrine – Transforms the nearest monster to an Unique monster. (“Death’s advocate approaches”)

Poison Shrine – Creates a Poison Nova around the Shrine (“???”)

Portal Shrine – Opens a permanent Town Portal. (“The freedom to go home”)

Refilling Shrine – Fills your life and mana orb. (“You feel refilled”)

Resist Cold Shrine – Gives you maximum Cold Resistance. (“you no longer fear Cold”)

Resist Fire Shrine – Gives you maximum Fire Resistance. (“You no longer fear Fire”)

Resist Lightning Shrine – Gives you maximum Lightning Resistance. (“You no longer fear Lightning”)

Resist Poison Shrine – Gives you maximum Poison Resistance. (“You no longer fear Poison”)

Skill Shrine – This Shrine will add two points to every Skill you’ve already activated. (“You feel more Skillful”)

Well – Drink from this to restore some of your health and mana, it can be used two times. Refills back after a while.

X Advanced tactics

--------------------------

This section is made for the more advanced shape-shifting Druid, since it describes some advanced tactics on how to build your Druid and some winning strategies. If you've read all the above sections, and you know quite some about shape-shifting and it's basics, then I guess the following may be of use to you.

-I hope you have put a LOT points in Lycantrophy. This Skill, in combination with very high vitality, can give you a whole bunch of hit points. This is very useful if you don't want to die in an instant. Combined with very high Defense, you'll be almost unstoppable. With this tactic, see Vitality as your primary Attribute, and Dextirity as your secondary. You'll hit most of the time (especially as a Wolf) and the enemy won't hit you easily. If they do, you'll lose very low HP during your high defense (especially if you're Werebear), and it doesn't really matter since you have a whole lot of HP.

-This tactic is only useable for the Wolf-Druid. Try concentrating on the following Skills: Werewolf, Lycantrophy, Fury, The Grizzly and a Spirit of your choice. Be sure to add a few points in Dire Wolf, because it has a passive bonus to Wolves and Bears. This means when you don't summon the wolves, but the Grizzly, the Grizzly will get the bonus! For the spirit, choose between Oak Sage and Heart of Wolverine. Myself, I'd choose the Heart of Wolverine, because it enhances your damage and attack rating, but the Oak Sage isn't a bad choice anyway. When you're lvl. 100, (should take quite some time ;) ), you could have maxed almost all these Skills, and be almost unbeatable. (all legit lvl. 100 characters are almost unbeatable, but you know what I mean) Additionally, you could use Feral Rage in combination with Fury, because the bonus of Feral Rage will effect your Fury-attack. (nice combo!)

-I've changed my mind about the Spirit of Barbs. Sure, 240% damage reflect sounds good, but believe me, it isn't. The effect is hardly noticable, and I doubt if the enemy must recover from the reflected damage. When you DO want to reflect damage, just start a Paladin and put your points in Thorns. But even then, the effect isn't that good. I messed up my Druid by putting all my points in this Skill, and I really regret that.

-Assign your hotkeys right, since your life or death may depend on it. Say yourself, what is faster? Clicking on your right attack button, searching for the right Skill, clicking on it and finally clicking to use it? Or, pressing the hotkey and use it? Yes, that's right. Keep in mind that you may give a hotkey to a Skill for the left mousebutton too, this is very handy with an attack like Fury.

-This strategy is only useable for the Bear-Druid. Here's how to become an absolute Tank-Druid:

Put your Skill-points in the following Skills: Werebear, Lycantrophy, Oak Sage/Heart of Wolverine, Grizzly and an attack of your choice. I recommend The Heart of Wolverine because it will give you the Attack Rating that you defenitely need as a Werebear. Your basic animal Skill (Werebear) will give you a lot of Defense and Damage, and Lycantrophy will give you the famous and very useful HP bonus, plus it lenghtens the time to remain in your Bear form. The attack is optional, you could also put your remaining Skill Points in a different Skill, like a vine. The Grizzly will prove useful as a sidekick, especially in combination with a long-distance mercenary.

-For the Bear, I really recommend to use a Sorcerer as your Mercenary. He is the best long-distance character, and since the Bear is a loser at long distance he will be the most useful. Personally, I prefer the Cold-Enchanted ones because they can freeze your enemies for a while, which will give you some time to walk up on them without getting hurt pretty much. This tactic is on it's best when you use the "tank" strategy.

NOTE: I'm very sorry I was so praising about the Spirit of Barbs in some previous versions. (V1.1 and lower) It was a big mistake to think that the effect would be very great if it was maxed. Sure, it isn't VERY bad, but I expected more of this Skill. Take a look at the Skill desriptions for more information.

XI Battle.net

----------------

This section will explain a few things that only come in handy while playing over battle.net. But first, what is

battle.net acually? Well, battle.net is a free service from Blizzard Entertainment which allows you to play over the internet with other players. There are two different types of games on battle.net, Open and Closed. Open battle.net means that you can use your Single-player character to fight against other players over the internet. The main advantage of this type is that you can use your character from Single-Player. However, there are some nasty cheaters and hackers around who want to spoil the gameplay of Open battle.net by making their character invisible, give it unlimited gold, or other stupid things. They don't realize that they spoil the whole pleasure of playing Diablo II:LoD online. That's why Blizzard Entertainment developed Closed battle.net. With this type, your character isn't stored on your computer, what would allow you to modify it in any way you want, but on the computers of Blizzard. Each time you want on battle.net you load the character from the computer of Blizzard. This means no cheating. It also has another advantage, you can play with your personal character wherever you are, as long as Diablo II: LoD is installed on that PC. 

(Tips on Player vs. Player are coming soon)

XII Codes & Secrets

---------------------------

Well, currently there are only two "secrets" I know about. I think there aren't any real codes or cheats for Diablo II:LoD. And I like it this way, because I hate cheating! :P

*However there isn't any cheating implented, there is an actual code to simulate as if there were other people in your game to heighten the difficulty. In Multi-Player, everytime somebody joins a game the monsters get a bit harder to kill. When someone disconnects, the monsters grow weaker. Now imagine a command that you put in to make the program think that another player has joined your game. This is called: "The Player X command". Just press ENTER while in an Single Player game or an open TCP/IP game,and type "Player X" where X is the number of players. You won't see any confirmation, but after about 30 seconds you'll notice that the monsters have become much harder to kill. Always remember that it takes a while for the code to get to work, so it has no use to type "players 1" with 6 HP left when fighting Baal or something. (This code works with V1.09 and later ONLY!)

*There is also a secret level, named "The secret Cow-level". This is how to get there: First finish the game on Normal Difficulty. Then put Wirt's Leg (from Tristram) in your Horadric Cube along with a scroll of Town Portal. Go to the Rogue Encampment and Transmute. A portal will open to the Secret Cow Level. It's filled with, you guessed it, cows. They all wear Bardiche-class weapons and are quite weak. That means, one cow is quite weak. Four are beatable, and eight are, well, difficult. The level also contains a Super Unique monster, "The Cow King". It is much stronger than a regular cow, but also drops far better weapons. Note that you can only defeat the Cow King three times with one character, one time on Normal, one time on Nightmare, and one time on Hell. Once the Cow King is defeated, you can’t open the Secret Cow Level on that difficulty anymore. There is also a Unique Set of Items, the “Cow King Items”. You can only get items of this Set in the Secret Cow Level.
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Well, I hope this Guide was of some use to you. Good luck, Druid!

Renard.

Copyright © 2002 by Jordy Keupink

