Guide to the Barbarian

 

The barbarian is without a doubt the best melee fighter. One of the reasons for this, is the weapon masteries. So first thing first, what weapon mastery are you going to pick? Don't bother with picking more than one weapon mastery (at least not at first, maybe later on, after you've gotten the other much needed skills out of the way).

Now out of those masteries, most people will say Ax or Sword is the one to go with. While this can be true, I'll tell you the truth, they're all good except for the throwing mastery. It's a waste, as it has no real damage potionel. However any of the others can be excellent choices, as long as you pick the right skills to accompany your choice.

Also, no matter what, don't waste points with the Warcries. Why? Because that's exactly what they are, a waste. Out of all the warcries, Warcry itself was the only one I've seen of any use, and that was in a multi-player game, only on enemies that were resistant to physical damage and we were able to keep them up against a wall. Obviously we were lacking any real elemental damage. Other than those few times, they're a waste, and the barbarian is best left beoming the hack & slasher we all know he's meant to be.

That being the case with the Warcries...the stat placement for a barbarian is simple...2 in strength, 2 in Dexterity, and 1 in Vitality. 

Once you've reached your desired Strength (depending on Mastery - see chart below), start putting all those points from Strength into Dexterity. Life being important, continue putting 1 point into vitality. I suggest a minimum of 170 in Strength as it allows you to use Ornate Armor (the best Exceptional Armor there is) and a few of the Elite (which some may or may not be better than Ornate Armor).

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

Highest Strength Requirement Needed for Chosen Mastery:

Glorious Ax (Ax) - 164

Thunder Maul (Mace) - 253 (one step below is the Ogre Maul, which has a higher minimum damage, but a lower maximum damage, but only requires a strength of 225)

Giant Thresher (Pole Arm) - 188

War Pike (Spear) - 165

Collossus Blade (Sword) - 189

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

So first, let's deal with the two weaponed barbarian. Not a bad choice. You lose a bit of defense, as you get no shield. But with the following skills...it works out.

 

Combat Masteries:

Mastery (Sword, Ax, or Mace) - 20 pts

Increased Stamina - 1 pt

Iron Skin - 20 pts

Increased Speed - 1 pt

Natural Resistance - 20 pts

Combat Skills:

Bash - 1 pt

Leap - 1pt

Double Swing - 20 pts

Leap Attack - 1-20 pts

 

Why only the one point in Increased Stamina/Speed and Leap/Attack. Well for the Increased Stamina/Speed you will be able to raise them later with items that give you pluses to your skills. Leap just isn't that great, compared to Leap Attack, as Leap Attack (as the name suggests) allows you to attack at the same time. But the skills themselves are better left to jumping in and out combat, not a constant use of attack.

This leaves you with Double Swing as your best skill, allowing you to hit them swice for 2 mana. Just equip yourself with a mana leech weapon and you never have to worry about losing any mana. Allowing you to keep Double Swing as your main attack (left mouse button) and either townportal or Leap Attack as your secondary action (right mouse button). Remember Double Swing not only allows you to hit twice in a row but also increases your attack rating helping you land more attacks instead of missing them.

Iron Skin gives you better defense, causing other monsters to miss you, and Natural Resistance increases your reisistance to all magic types. Something you will need in the higher difficulty of the game.

Now some may be looking at thus and wondering why I don't suggest Whirlwind. Basically it's a waste of points. It's not the most accurate, and for most of the skill development your losing damage potential. It also costs alot of mana, not allowing constant use of it. It's best to just stay away from it. But if you really want it, I'd suggest waiting till you max out the above mentioned skills, and then buying into it with any extra points.

Perfect Merecenary for the 2-handed Barbarian would have to bethe cold Wolf Pack mercenary (from act 3). His ability to freeze multiple enemies for you, is just sweet, and really helps with the melee fghting barbarian.

As for the right items, I'm not going to tell you what one's are the best as they're all hard to come by the right ones. Instead look for high defense items that give you pluses to skills. Weapons that have Mana Leech and elemental damage. Rings/amulets that give you good resistance bonus (and of course skills bonuses).

The barabarians one true weakness lie in it's lack of elemental damage, and thus monsters who are immune to physical attack. So socket those weapons with perfect sappires and/or rubies (I'd suggest two of each, keeping your fire weapons in one weapon slot and your sapphire weapons in the other, and switching between them when needed). Also look for charms that add to your elemental damage.

 

Now let's look at the one weapon barbarian. The one weapon barbarian can go one of two ways. One weapon or one weapon and a shield. Either way, the skill choices go the same way, and are pretty much just the same as the two handed barbarian with only one skill selection difference. Again, not a bad choice.

 

Combat Masteries:

Mastery (Sword, Ax, or Mace) - 20 pts

Increased Stamina - 1 pt

Iron Skin - 20 pts

Increased Speed - 1 pt

Natural Resistance - 20 pts

Combat Skills:

Bash - 1 pt

Leap - 1pt

Leap Attack - 1-20 pts

Concentrate - 20 pts

 

The reasons for the skill selection here is pretty much the same as it is for the two handed barbarian. However, with the one-handed barbarian, you may be able to equip a shield, giveing you a higher defense, and thus less likely chance of being hit. A shield also increases your likely hood of obtaining more magic/elemental resistance, which is always a plus. However, for those who can't (or don't want to) use a shield, prefereing to keep just one weapon in both hands, don't fret. The same applies to you as the two-handed barbarian.

However the difference between the two-handed and one-handed barbarian is simple...Concentrate (instead of Double Swing). This attack kicks-ass (and suprisingly you never hear many people recommend it). This attack not only gives you an uniterruptable attack, it increase attack rating, damage, and your defense rating (for about a total of 3 seconds). Now that's impressive in a melee fight. Not only will your attack not get interrupted if they happen to hit you, but they're less likely to hit you in mid-swing anyways. All that for just 2 mana. So just equip yourself with a mana leech weapon and your set to go, making this your main attack choice (left mouse button) and Leap Attack or Town Portal your secondary attack (right mouse button).

As for your chosen mercenary, the same as the two-handed barbarian...Cold Iron Wolf (act 3).

Equipment, the same as well. Mana-leech weapon, and items that increase skills. However, if your able to get ahold of a six-socketed weapon of your chosen mastery and it's of exceptional or elite quality. Keep ahold of it, and make it a Rune-Word inhanced item...Silence. It may be hard to get a hold of, but it's well worth it imo. Mana leech, chance to blind target, increased damage, increased attack speed, +75 to resist all, +2 to skills and faster hit recovery. What can possibly beat that?

The one handed barbarian has the same weakness as the two-handed barbarian. Lack of magic damage, and thus immune to physical attack monsters. Just use the same strategy as the two-handed.

 

As for the acts, and main mosters, the toughest imo for the barbarian is mount arreat and the three barbarians who guard the intrance. Not at normal difficulty but come nightmare and hell, they can be a real b!tch. Especially with one of them being immune to physical damage. My suggestion, if you can't get someone in there to help you, just pack up alot of potions! On hell difficulty, I had almost every slot I had with Full-Rejuvenations (belt and backpack). Why? Cuz they heal you faster, pure and simple. And imo that's what's needed. Baal, Diablo, nothing compared to those little bastards. :)

 

Side Note:

For those who wish multiple weapon masteries. I'm not saying don't do it. Just wait till you've maxed out the right skills first (Your first mastery, Iron Skin, Natural Resistance, and either Concentrate or Double Swing). Personally, if your going to go for looks, a barbarian (imo) looks the best when equiped with a throwing dagger and sword. So if you really want to get the throwing mastery skill, max out the two handed first, and then equip a good sword and a good throwing dagger as you start putting points into the throw mastery. Or maybe you want an ax or mace with sword? Then max out the sword mastery and the above mentioned skills, and then work on the mace or ax mastery.

Or do you want to point points into a warcry? If so, again wait until you've mastered your chosen skills from above (one or two handed) and then put points into the warcries of your choice.

Admittedly your going to need to be high level to max these other's out, but don't worry. If you only put one point into leap attack, you can probably start working on mastering the other skill somewhere in your level 70's. :)

 

Relic

