Paladin Strategy Guide:

Disclaimer:  This is an outline, not the definitive way to play a Paladin.  If something works for you, then use it.  This contains little if at any information about multi-player (I have a sucky dial-up connection).   This guide is fairly long, but it’s all genius. 

First I will begin by giving my credentials for writing this strategy.  I am a level 87 Paladin.  Since this is edition 2.0 of my strategy, I am now a Patriarch, yes, a Patriarch.  Not a Champion of Slayer and Patriarch (ok part of the credit goes to my necro buddy).  What I will be outlining in this guide are: which skills to practice (and what skills should warrant a strongly worded letter or e-mail to Blizzard Entertainment).  I will also include tips on beating act bosses for each difficulty (although most involve the ‘hit it till it dies strategy).   First, an introduction to the paladin.


The Paladin is possibly the strongest player in this game.  He is the average of all the other characters combined.  He has the strength of a barbarian, the dexterity of an Amazon.   He has the swiftness of an assassin and the quickness of the druid.  Altho not elemental in nature, the Paladin does have some of the elemental prowess of the Sorcerer.  The Paladin has the power of a Necromancer.  The Paladin is the true ‘man alone’.  It is he who stands alone on the battlefield (ok with a mercenary) and engages his enemies head on.  The Paladin does to rely on raised creatures or summoned spirits; he rises to the occasion and defeats his enemies with his sword (or scepter or mace or flail or whatever).  To accomplish these things the Paladin must have great strength, speed, and defense (if there is anything to be learned from sports, it is that defense wins championships).  

General Playing Tips


As noted above, the Paladin having only two (one of worth) ranged attacks must always attack his enemy face to face.  Being able to hit the enemy is secondary to defense.  Think of it this way: If the enemy cannot hit me, then I cannot die.  It is very simple.  Having a powerful shield (Ancients Pledge, very important) is key to the Paladin.  When finding your three socketed shield you may be able to find one that already included elemental protection (I was very fortunate in finding this). Having that bonus included with the Ancients Pledge rune word bonus is very efficient.  Think of it this way: you may encounter a monster that is cold or poison resistant.  When your own resistances are at 75, you too are resistant.  Remember defense wins championships.  


For attacking be sure to have a weapon with either a fast or very fast attack speed.  Being able to hit your enemies will in fact kill them faster.  Zeal and Fanaticism will likely make you the fastest (and envy) of all your friends.  Be sure to have charms and weapons and equipment that will allow you to deal elemental damage.  In nightmare and hell enemies become immune to elemental or physical damage.  Having different ways of kicking ass is good.  Having a mercenary (Act III) that does cold damage is very effective.  An enemy may be frozen during an attack and will not be able to move.  If you yourself can find a weapon that freezes, use that.  

Any equipment that gives pluses to Paladin skills is very good.  You may be able to raise your skills two levels by wearing a single amulet or armor plate.  If you cannot find anything that raises skill levels, be sure that it does have a high defense (if you take no damage, you can’t die).   As for potions, it’s really up to you what you do, but I carry three columns of healing potions and one column of rejuvenations for emergency.  Never really had much use for mana potions and when I do, there’s usually on lying around that I can drink.  Any equipment that give you life or mana steal probably deserves some consideration.  If you can inflict upwards of 1,000 damage with 10% life or mana steal, you’re getting 100 life and mana per hit.  You can’t die (ok well maybe you can.  But it won’t be as often)

For hot keys and skills, use the keys that are easy to reach.  Many people use the function keys, why not use F or H or B.  You won’t have to move your hands or look down to see which key you are striking.  I stick with the keys that my left hand can easily reach if my hand is on the home keys.  This is a personal preference thing for me; you might be different (crazy left hand mouse users).

Stat Points


A Paladin’s skill relies mainly on how often and how hard he can hit.  For this I would recommend that at least on skill point be put into strength and dexterity each level.  For the first few levels points is solely strength and dexterity would not be unwise.  For the other two skills, vitality and energy, put some points in these but not all the time.  Around level 40 or 50 you should have enuff energy to do everything you need.  If you happen to die often, try putting points in vitality.  It will not only increase your life but also your speed to run away (there is no shame in regrouping).  

Currently my stats are at:

Strength: 141

Dexterity: 133

Vitality: 120

Energy: 111


Another good rule of thumb is try to be balanced in your stats.  Of course you want to weight it so that strength and dexterity are high, make sure your strength is not 170 and energy at 50.  The Paladin is the balance of all other characters, so make you stats balanced.

Skills


I have put at least one point into every skill because perhaps someday I shall find a use for it (and with all the equipment bonuses they are now at least at level 5)

Defensive Auras


While I say that defense is the most important thing to the Paladin, there are few worthwhile defensive auras.  You should rely on your equipment to give you defensive bonuses.  

Prayer, ≥3:  I used this in the beginning to heal myself.  Is made useless by cleansing

Defiance, 1:  Never used this.  Put a point in it cause it completes the tree.  There is really no need for this skill at all.

Cleansing, ≥5:  I have five points in it right now.  I used it a lot in Act II because of all the poison stuff.  Becomes fairly useless when your resistances are very strong.  Helps clear up poison.  A good skill for lower level characters because it will heal you quickly without a mana drain.  

Vigor, 1:  Get a good pair of boots.

Meditation, 2 or 3:  Useful when enemies have mana drain on them and you need to get mana back.  Also good when going with a sorcerer in multi-player.  

Redemption, 1:  Only need one point in hear because it’s a fairly useless skill.  The only time I use it is against things that can get rid of corpses (i.e. the burning dead in Act II and the Horadrim Ancients).  It makes the corpse disappear. 

Salvation, 3:  This skill is useful because it helps with your elemental resistances.  After three skill points, it does more than 75% increased protection so there is really no need to bother with putting more skill points in it.

Fire, Cold, Lightning, Resist:  Useless.  Did you read the above skill?  It will give you all those at once.  Don’t bother with these skills.  In fact, write the Diablo people asking why these couldn’t be exchanged for something better.

Offensive Auras:


Offensive Auras are slightly more useful than defensive auras but still only a few of them are worthwhile. 

Might ≥3:  Used this when I was a low level character.  Became useless.

Holy Fire, 1: Might be useful early on, don’t know never really tried.  Many things become immune to fire in nightmare and hell difficulties.  Doesn’t really do that much damage anyhow.

Thorns, 2-4:  I thought this was good, used it a lot as a younger player.  Found that is doesn’t really do much.  You have to take damage to give damage (and you shouldn’t be taking damage).  

Blessed Aim. 1:  If you get dexterity points, you’re all set.

Concentration, 1:  Get some Ritalin, probably more effective.

Holy Freeze, 1:  Get a merc from Act III that does cold damage or a weapon/ charm that does cold damage.  Same thing.

Holy Shock, 1:  Didn’t know this even existed until now.  Probably does the same stuff and holy fire and freeze.

Sanctuary, 3 or 4:  I have found this useful in two cases.  One: if surrounded by undead, simply use this aura and they get knocked back so you can go and regroup.  Two: In hell, Undead Wraiths are immune to physical damage.  Somehow using this aura will kill them faster than a quill rat in Act I.  

Fanaticism, Max:  This is a fantastic aura.  It will do great things for you.  One, it increases attack speed.  Two, it increases your damage.  Three, it increases your attack rating.  Four, it increases your party’s damage.  There is no reason this skill should not be used all the time during attacks.  Give it it’s own hot key.

Conviction, 1:  Haven’t ever used this.  Don’t plan on it.

Combat Skills

The most useful of all three groups.  Currently I use five of these skills on a regular basis.  This is where the Paladin does his damage.

Sacrifice, 1: I guess some people are into cutting themselves.  I don’t get it.  Why do would you want to hurt yourself?

Smite, 1:  I guess you could stun your enemy.  Or you could smack it around with your sword and kick it’s ass.  Usually the Paladin will have more than one enemy around him, stunning one will make little difference.

Holy Bolt, 1 (2 if you absolutely feel like it):  This is the first of the Paladin’s ranged attacks.  But it only does damage to undead.  And it heals members in your party.  I guess it would be good for multi-player.

Zeal, Ultra Max:  This is possibly the best skill in the game.  For a mere two mana, one can attack 5 times and double his damage.  Why wouldn’t you want this skill?  Combined with fanaticism, the Paladin can destroy all.  There is no excuse for not using this skill.

Charge, 2 or 3:  Allows the Paladin to run quickly and hit the enemy.  I use this skill for other purposes than damage.  I use it to close the distance between myself and an enemy.  It is the most useful in Act III when fighting those friggin little pigmy things (they will run all over the place and it’s hard to catch them.  But with charge you can run up to them and destroy them). 

Vengeance, 8 or 9:  Not a particularly useful skill early on in the game (mainly because zeal kicks so much ass).  I have just found its use in hell difficulty.  As stated before many enemies are immune to physical.  Vengeance is all elemental baby, it does lots of damage to immune to physical creatures.

Blessed Hammer, 1:  The second of the Paladin’s ranged attacks.  And everybody needs to have a little hammer flying around them that does 100 magic damage at level 9.  Ooooh Ahhh.  I think the blizzard people were on crack when they did this one.

Conversion, 1:  Never really used this.  Some people do, I don’t.  I just figure if there are too many monsters around, I can run away and regroup.  Otherwise I’m just stomping on faces and destroying all.

Holy Shield, High, at least 11 or 15:  This is the defensive skill that Paladins need.  It will double, triple or even quadruple your shield’s defense.  It lasts for over 2 minutes and doesn’t cost that much mana.

Fist of Heavens, 2 or 3:  The best of all the ranged attacks.  Still it is not very useful.  I use it occasionally, but never as my main attack.  Some people use this as their main attack and base their pally around it.  If you like this skill, don’t read this guide.

Boss Strategery


General advice is to always create a town portal before you fight a boss.  That way, if you die the you can easily run back and grab your corpse.  

Andariel:  She’s naked, but don’t let this distract you.  Usually pretty easy, just run up and kick her ass.  I had the most trouble with her in normal difficulty (all the poison damage).

Duriel:  He’s a tuff Mo-Fo.  Once you get into his chamber quickly make a TP, this is very important because you don’t want to run all the way thru his tomb again.  He was bitch for me the first time I did him.  After that I knew what to do (just kick his ass till he’s dead).  

Mephisto: Pussy (sorry if I offended anyone).  Just run up and whack him.  Very good for set items when you get stronger and can kick ass in normal difficulty.

Diablo:  Difficult.  Be sure you have good defenses when you attack him, his fire attacks are brutal.  Just start wailing on him till he’s dead.  Have your TP ready to go before you kill him.  When unlocking the seals, I would unlock the one to the east (right) of the circle last.  If you can kill the boss venom lord, the rest will disappear.  Be sure to go back to town before attacking Diablo (not having enuff poitons is very embrassing).

Ancients:  While they are not an act boss, they are probably the hardest to kill.  As stated above I it took two people for me to beat them.  The best strategy I can give is to have another char run around while you whack one of them to death.  A little distraction is key.  Put some potions at various locations around the summit, that way if you run out it will be easy to get more and not go back to town.  Also, be sure to have a sharp weapon.  It’s terrible when have to back to town because you have a dull sword.

Baal’s Minions: The raised ones that you first encounter are pretty easy.  If you don’t have a weapon that freezes, kill the shaman first.   The second wave is probably one of the toughest (if you work it right) because the burning dead are immune to cold in hell.  My strategy is to lure the burning dead out of the range of the Horadrim Ancients, kill them then use redemption to evaporate their corpses.  Then you can whack on the others until they die.  They do loads of poison damage in Hell and Nightmare.  Third wave is pretty simple, if you have life steal, and you should have lots of elemental protection by now so the fire damage won’t hurt you.  They go down pretty easily.  If you have trouble with them (and any other of the minions from now on) use this strategy:  Run out of Baal’s immediate chamber and slowly lure on or two of them to fight you at a time.  Fourth wave is simple if you use the above mentioned strategy.  The venom lords go down pretty easily if you can get them one on one, otherwise you’ll be clicking for days trying to kill them all in a group.  Fifth wave is the second hardest.  They have a stun attack that can get really annoying, so I highly recommend the divide and conquer method.  They’ll go down eventually don’t worry.

Baal:  Weak.  After the ancients, you can take on anything.  He might duplicate himself.  It’s fairly easy to tell which is the duplicate because it will die faster.  For Baal’s minions, running out of the hall first and engaging only a few at a time is the best strategy I’ve found.

That’s my incredibly long strategy.  If you don’t like it, write your own (that’s why I wrote this one).   

Smoke me a kipper, I’ll be back for breakfast.

