DIABLO II Barbarian Strategy Guide by Zerthimon © 2002

This Guide is meant for SINGLEPLAYER Barbarians only!!!

First, some general notes for every character:
1. DON’T collect all the gold/items you find. I’m sick of people who fill their inventories with junk and every 3 minutes have to go to town to sell what they have gathered. Instead, gather only items that might be of use to you. When you identify them and decide you don’t need them, you can sell them. There is almost no need for gold in diablo2. Also, in case you need some quick cash, sell the first high-price item you find (such as armors/wands/scepters/staffs). The only reason to gather gold is to gamble (especially for rare rings/amulets). But using the tactic I described you’ll have all the gold you need for that. Plus, it makes the game more fun.
2. DON’T gather any gem you come across. I only go for skulls, though I usually end up having 3-4 perfect skulls, which I don’t use. Gather RUNES instead. Runes rule. Check the possible rune words.

3. DON’T do all the stupid quests and don’t explore the whole area, once you’ve found what you’re looking for. head for the next area instead. Exploring the whole area and killing every monster in it is just a waste of time. On the other hand, moving on, makes the game more challenging, as you fight harder monsters, get more xp (ie. raise levels faster) and find better items (it is not worth it to kill every monster in an area to get a rare/set/unique item, as it is certain that you will eventually find a better one in a a latter act). Concentrate on vital quests for the story and quests that give skill points, life points etc as reward. For example, don’t kill Blood Raven and don’t kill the Countess in ACT I.

4. Approach large groups of enemies with caution. Better kill them one at a time. When facing uniques/bosses first kill all the minions near them, as the minions will inflict you a lot of damage, while you concentrate on the boss/unique, who has a lot of HPs and takes some time to die.
Second, some general notes for the barbarian
1. There are two basic ways to play a barb: dual-wielding and sword/shield – two-handed weapon style. Though, a good shield can give you good defense and elemental resistances and a two-handed weapon inflicts more damage than a one-handed, dual-wielding is the way to go, because of the skills that are designed for dual-wielding barbs.

2. OK, so we ’re playing a dual-wielding barb. What are we dual-wielding? I choose swords. Swords generally inflict more damage and you can find way better swords than axes/clubs/maces. Polearms/spears/mauls and such are out of the question, because they’re too slow. A good barb needs to inflict a lot of damage, but must give quick blows in order to stay alive, as the enemies can surround him very easily.
3. The next question is about the basic combat skill. Frenzy or Whirlwind? Yes, I know, WW rules, all the other barb strategies say so. Well, while it is true that maxed-whirlwind can keep you alive even in Hell difficulty, Frenzy is much more spectacular and effective. Maxed-Frenzy gives nearly +200% damage, +250% attack rating, increases attack speed 7-42% and walk/run speed 47-170% for 5-6 seconds. The increased attack/walk/run speed is AWESOME. You can dispose large groups of enemies in no-time, while manouevring around them is easiest as ever. With some boots with +% to walk/run speed and fast attack speed swords, you won’t believe the speed you’ll be moving and hitting!
4. Character point allocation: Give 2 to life, 2 to strength and 1 to dexterity per level, until you reach 140 strength (you can wield the best one-handed swords in the game with such strength). Then divide the points evenly between dexterity and life. DON’T you ever spend a point on energy. The +1 energy point/level that the barb gets is more than enough.
5. The drawback of the barbarian is that he can’t inflict elemental/magic damage easily. Since the appearance of ‘immune to physical’ monsters in the latest patches (the Diablo2 programmers are doing their best to make Hell difficulty a real HELL for most players), this is the main problem most barbs have. Berserk is the only barbarian skill that inflicts non-physical damage. Plus, it makes you a bit weak, after the hit. However, if careful, you will survive, as one blow with a two-handed weapon is usually enough to kill an ‘immune to physical’ monster. So, keep a good two-handed sword in the second weapon slot (switch with W).
Third, I’m gonna list the skills that I use

WARCRIES:
HOWL: 1 point only. Useless skill.
TAUNT: 0 points. You can invest 1 point, depending on your strategy.
BATTLE CRY: 0 points. Better than Taunt. In case you want to use it, put 1 point in Taunt and 1 point in this one. More points on this one are just a waste.

SHOUT: 1 point. Doubling your defense for 16 secs isn’t bad, but the real reason I give 1 point on this one is Battle Orders. However, I have used it at times.

BATTLE ORDERS: Invest 5-6 points. You get 50% more life (stamina and mana increase also, but I don’t consider them as important) for 60 secs for mana cost of 7. NOT BAD. Having, let’s say 800 life, you will reach 1200 without breaking a sweat. The extra HP really make a difference. A friend of mine plays with maxed Battle Orders and has 2000+ HP (not bad). However, I don’t feel it deserves so many skill points. Save them for something else.

WAR CRY: 0 points. What use are 230-240 damage (and that’s if you ever get it to level 30) in HELL? USELESS!!

BATTLE COMMAND: 0 points. It is somewhat useful in multiplayer, but this is a singleplayer strategy guide.
FIND POTION: One of the most underestimated barb skills. Put in 2-3 points. Taking into consideration that your will eventually get equipment to get +1 or even more on your skills, you will have at least 44% to get a potion out of each corpse. That means more mana and life potions than you will ever need, but above all about 5-6% to get a FULL REJUVENATION POTION out of each corpse (from Normal ACT IV and on, that is). By Nightmare you will be playing only with full rejuvs – my 16-slot belt is always filled with them. ABSOLUTELY NECESSARY to defeat DIABLO and BHAAL in Nightmare and Hell difficulty. In case you you’re short of full rejuvs just do a run in an area with a lot of easy-to-kill enemies. Secondly, it prevents the corpse from being raised or used as corpse explosion material (Nihlathak can kiss my a**!).
FIND ITEM: 0 points. Useless skill.
GRIM WARD: 0 points. I have never used it. Some people say it’s useful and it might be. The fact is I never needed any crowd control to defeat the enemy monsters.
COMBAT MASTERIES:
SWORD MASTERY: 20 skill points. No questions asked.
AXE MASTERY: 0 points.

MACE MASTERY: 0 points.

POLEARM MASTERY: 0 points.

THROWING MASTERY: 0 points.

SPEAR MASTERY: 0 points.

INCREASED STAMINA: 1 point, mainly to get to Increased Speed

INCREASED SPEED: 2-3 skill points are well-spent.
IRON SKIN: 1 skill point. More skill points are just too much for a defense increase of 10%. If you need a defense boost, you can always use SHOUT and double your defense quite easily.
NATURAL RESISTANCE: 8 skill points (at least). Absolutely necessary skill. At this level and calculating the two ‘+10 to all resistances’ scrolls from Malah you have a permanent +70 to all resistances. Hey, you’ve just wiped most of the Hell resistance penalty! (Not bad…). Deal the rest with your items… 
COMBAT SKILLS:

BASH: 1 skill point. Useless.
STUN: 1 skill point. Not really useful.

CONCENTRATE: 1 skill point. Nice skill to have, but stick with BERSERK which inflicts magical damage.

BERSERK: Be sure to have at least 10 skill points by the time you reach Hell. You should reach 20 skill points in the higher levels(ie. when you reach level ~80), using the strategy I describe.
DOUBLE SWING: 1 skill point. Nice skill, but Frenzy is way better. Keep your skill points until Frenzy becomes available.

DOUBLE THROW: 1 skill points has to be spent here to reach Frenzy.

FRENZY: 20 skill points. This skill rules.

LEAP: 1-2 skill points. Usefull for escaping when surrounded by monsters. The jump is enough to get over them.

LEAP ATTACK: 0 skill points. Didn’t ever need it.

WHIRLWIND: 0 points. As mentioned before, we’re going for a Frenzy barb.

SKILL NOTES:
1. The numbers of the skills I suggest are the ones my level 81 Barb, Tormentor has. So, by the time you’ll be that level, your skill numbers should look like the ones shown above (of course, you can completely ignore this guide and try a different approach – this is just what’s worked for me). Allocate your skill points with caution, not neglecting any of the skills I suggest, if you’re to make it this far. I plan to raise Natural Resistance from now on (if I continue playing with my barb, that is – even Diablo2 can get boring at times :p).
2. Note also that some skills that I give only 2-3 points to are really level 4-5, as you are almost bound to have a couple of skill enhancing items once you reach Nightmare and on.
For any feedback on this one feel free to contact me zerthimon@hotmail.com
PS.: I’m planning to start a Palladin. If you have any good ideas on how a paladin can make it through Hell, drop an e-mail plz. The guides I’ve read around the web haven’t really convinced me.

_______________________________
Endure, in enduring grow strong

