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1. Introduction

1.1. Purpose of the Guide

Whilst Sint's old PvP guide_(http://forums.diii.h&towthread.php?t=5074B8Was
great when it was first written, a lot of thingsveachanged since then, both on the
SPF and in game. The general wealth of the SPinbesased greatly, to the extent
that items that were once very rare to come acsugs) as Grief, are now regarded as
being much easier to obtain. This guide will attémopprovide an updated version of
Sint’s original guide. The rule set most commonrdgd will be discussed, a summary
of some of the more important game mechanics aspélitbe presented, with some
indication of their significance. The build guidssction outlines some of the more
common builds that tend to be used in PvP gamegemneral, followed by various
information about absorb, general counters to Buigghd a short discussion on team
and FFA duelling. A lot of this information is af@dy available in other forums,
particularly the PvP forum and the Stats forum,\martous points have been adapted
so that they’re more applicable to the SPF, raitmem Battle.net.

Obviously | couldn’t write something of this siza my own, | had some help from a
few of the other members here:

Liquid_Evil — Druid guides and FAQ

Maxicek — Assassin guides and FAQ
Zhao_Yue — Bowazon and Blizzard sorc guides
Jingizu — Hybridzon guide

Bassano — Poison necro guide
Sequana/Denton — Smiter guide

Essojay — Team and FFA section

1.2. PvP Rulesets

The rules most commonly used nowadays are intetedpcevent inherent imbalances
in classes becoming too dominant and leading to n@my one sided matches.
Obviously this doesn’t always occur, and it islgpbssible to completely negate
attacks under these rules, but in general if i'st ja standard game don’t stack and
absorb someone to the point that their damage besamignificant. Save that sort of
thing for tournaments. They're fairly comparablentbat’s being regarded as GM in
public games on Battle.net, with a couple of exiozst the main ones being the bans
on Decrepify, Bone Prison and recasting CycloneBore Armour.

No potions (except mana potions), mercs, wellshoines.

No recasting Cyclone and Bone Armour.

No minions that cannot be summoned in town withetheeption of Decoy.

No Holy Freeze, Decrepify, Slow Missiles, or Bonesén.

No mass slow (>10%), no mass poison from items @32 mass replenish (>25).
No curse charges (this includes Slow Missiles).r€kao cast is acceptable.



No over absorb. Limit 2 items per element with skendard ban on Rising Sun and

Black Oak.

Mana potions are allowed for all characters exé&pbased sorcs

The old GM rules are hardly ever used anymoreabeigiven in the appendix for
completeness.

2. Breakpoints and Game Mechanics

2.1. Faster Hit Recovery (FHR)

When your character takes a certain amount of dam@ge twelfth of their

maximum life), or is hit by attacks with the stuifeet, they are put into hit recovery.
Examples of attacks that always stun are Mind Blast Smite, you can tell if they're
influencing you by the swirly icon that appears \abgour head when they hit. One
other skill to watch out for is Leap, which knogl®u back as well as putting you into
hit recovery. The breakpoints for all classes avergin the table below (taken from
http://strategy.diii.net/news.php?id=551#GeneralB2@kpoints)

Character Weapon Hit Recovery Frames
15{14|13|12|11|10/9 |8 |7 |6 |5 |4 |3

Amazon All 0| 6| 1820|3252 | 86 | 174 600
Assassin All 0O 7 127 |48 | 86 | 200
Barbarian All O 7 187 |48 | 86 | 200
Druid, 1-handed O | 3| 7] 1319|29|42|63|99 | 174| 456
human swinging

weapons

Other 0| 5] 1016|26|39|56|86 | 152| 377

weapons
Druid, All O |5 |10/16|24|37|54|86 | 152| 360
werebear
Druid, All 0| 9 20| 42 86 280
werewolf
Necromancer All O |5 |10/16|26|39|56|86 | 152| 377
Paladin Spears 0| 3| 7| 1320,32(48|75 | 120|280

and

staves

Other O| 7| 1527 |48 | 86 | 200

weapons
Sorceress All 0| 5| 9| 1420|30|42|60|86|142| 280

As the table shows, some classes will have a mowepher time against characters
that use attacks that stun, particularly Sorceeess®l human Druids. With some

builds FHR is much more of a concern than othexsstrbuilds with uninterruptible
attacks, such as WW Barbs, can get away with |ef® than other builds.



2.2. Faster Cast Rate (FCR)

FCR determines your characters casting speed. Als WHR there are certain
breakpoints that will affect this.

Frames | Amazon | Assassin| Druid Druid | Druid | Pal/ | Barb/ | Sorc
Human | WW | WB Nec | Sorc Light/CL

19 0 0
18 7 0 7
17 14 4 15
16 22 0 10 0 0 23
15 32 8 19 6 7 0 37
14 48 16 30 14 15 9 52
13 68 27 46 26 26 18 0 78
12 99 42 68 40 40 30 9 117
11 152 65 99 60 63 48 20 194
10 102 163 95 99 75 37

9 174 157 163 125/ 63

8 105

7 200

In general it's advisable to aim for one of the fpreakpoints for each class if any
of your main skills are dependent on cast rate.

2.3. Energy Shield

Energy Shield is much more commonly seen on sa@sesein PvP than in PvM. The
main reason for this is that mana burn monstersdmain mana very quickly when

they hit, leaving you very vulnerable, though isaltakes away skill points from

synergies, lowering damage. The actual damage woyeur character will also tend

to be lower. The usefulness of energy shield fpadicular build will depend on stat

distribution, skills used, and the equipment avddalt is also necessary to bear in
mind that if you do use ES then you are no londiewad to use mana potions,
though with a well planned build this shouldn’tdgéuge issue.

There are several cases where it is almost ceytaiatth using ES on a new build.
The first is if you're planning on not using anyobking at all, which in general,
should really only be done on 200 FCR sorcs. ftassible to build a 105 FCR no
block sorc, but you will be more vulnerable to phgbs damage without the extra
speed. Another case would be if you're likely tadaapare skill points left over after
finishing off your main skills, though this is onlgally common for Fire sorcs.

Energy Shield has a synergy, Telekinesis, whichtiragffect of reducing the amount
of mana lost per point of damage taken. This rédnds equal to 1/1Bof a point, or
0.0625, per level. With no points in telekinesistepoint of damage that ES protects
against would remove 2 mana. With 20 skill poimt$alekinesis only 0.75 mana will
be drained for each point of damage taken. PamES itself will simply increase the
percentage of the damage that gets diverted to maadaits duration. It is also
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important to remember that the mana loss is caledilbefore resistances are applied,
so elemental attacks can be a considerable problem.

The actual formulae used to calculate damage ® dhd mana, taken from
soepgroente’s ES FAQ (http://strategy.diii.net/n@hp?id=564 are given below:

Damage to life = InitialDamage*(W/100)*(1-X/100)*Z/100)

W = PvP penalty (for most, if not all attacks 17%)
X = % resistance (or damage reduction in case phgsical attack))
Z = % energy shield

Fill in zero if you have zero resistance or blockdamage reduction.

For example if you take 12 000 damage hit fromeabiall when duelling another
sorceress with maxed telekinesis, resistances &%d(@hax) energy shield:

Damage to life = 12 000*0,17*(1-0,75)*(1-0)*(1-0,95 25,5 life lost
For damage to mana another formula can be used:
Damage to mana = Damage*(2 — 0,0625x)*(W/100)

x = slvl telekinesis
W = pvp penalty

Take the same example as above, with the fireniiiig:
Damage to mana = 12 000*(2-0,0625*20)*(0,17) = 158@na lost

Points in telekinesis will generally have a beg#fect than points in ES, due to the
way these damage formulae work, as even a larga paol will quickly be drained

if you take 2 or 3 damaging hits in quick successiMaxing telekinesis first, before
putting any points in ES is a good general metlwodse, though working out how
many points to put in ES is more difficult, as @p@&nds on how much damage you're
willing to sacrifice for more survivability. An 80%S is a good minimum to aim for
if you use limited prebuffing (ES Ormus and a +9 nvey staff). 95%, the
maximum, takes a level 40 ES, which requires eithgizeable skill point investment,
or a lot of prebuffing, which quickly becomes tadBoto do every time you need to
recast it.

One final point about ES is that it does not proggainst poison damage and OW in
any way, which when you also account for the fhat ES sorcs will almost always
have lower life than non-ES builds, can lead tooser problems against particular
builds, mainly Assassins.



2.4. Miscellaneous

Blocking

The chance to block an attack can be calculatedyube formula below:

Final blocking = (Blocking — (Dexterity — 15))/(Ctzacter level x 2)

The base blocking on all shields will be differémt each class, with Paladins having
the highest probabilities, and Sorceresses, Negroens and Druids having the
lowest. The “Blocking” term in the formula is tham of both the blocking inherent
to the shield, and any other bonuses, such as Sloigld. These are not capped at
75%, unlike the final chance to block. When runnyogir chance to block is reduced
to one-third of its normal value.

Chance to hit

The chance to hit can be calculated from:

Final CtH = 2 x (AR/(AR + DR)) x (AlvI/(Alvl + DIv)) x 100

Alvl = Attacker’s character level
DIlvl = Defender’s character level
AR = Attacker’s attack rating
DR = Defender’s defence

The level dependent part of the formula is the maason that AR dependent
characters often have to be levelled up furthen tbasters, otherwise there is a
noticeable drop in the chances of hitting. Moste&s defence rating is negligible for
a well built melee character, though cold sorcagi€hilling Armour can hit 5,000
with certain items. Paladin’s can reach very higtfiedce values, often well over
20,000, so if your attack skills are not autohitliskit is often useful to use the
Enchant from Demon Limb, as well as the Angelic Batiuing. Hsaru’s boots and
belt will also give a big AR boost. One other pdmtremember is that when running
this calculation is completely ignored.

Run/Walk Speed

Unlike for cast speed and hit recovery there arebremkpoints for run and walk
speeds. Skill based run/walk speed bonuses doufietr rom diminishing returns,
but item based faster run/walk does. There are dsm@lties associated with using
medium and heavy armour/shields, of 5% and 10%ertqely. Like skill based
FRW these are not subject to diminishing returns.

Deadly Strike, Crushing Blow and Open Wounds
These are grouped together as they all producetairceffect when an attack hits.

Deadly strike will make an attack do double damdgeugh this is not cumulative
with critical strike from masteries. The chancealoing double damage is:



Chance to do double damage = 100 — ((100 — DSP& €ICS))

DS = Total percentage chance to cause deadly strike
CS = Total percentage chance to cause critic&lestri

Crushing blow will remove a percentage of a playdife when it hits, against other
players this is 1/10 of their current life with a melee weapon, andofVaf their life
with a ranged weapon. It's not as useful in PvRnaBvM due to life totals being
lower, and damage being higher, though for highdtharacters, such as Barbarians it
can be helpful, as 1/f®f their life can sometimes be over 400 hit paints

Open wounds causes negative life regeneration whisntriggered, the amount of
which depends on the attacker’s level and the tfperget. In the case of interest
here (character level 61+), the formula is:

Damage per frame = ((45 x Clvl — 1319)/256) x K
K = 0.25 for melee attacks, and 0.125 for rangéatks
The duration of OW itself is 200 frames, or 8 satn

For example, if a level 90 character triggers OVthvai melee attack:
Damage per frame = (4050 — 1319)/256 x 0.25 = 2.67

Damage per second = 2.67 x 25 = 66.67

Total damage = 66.67 x 8 = 533.4

Most HLD characters are likely to be in at leasitthigh 80s, with most melee or
ranged builds including some form of OW, so it mportant to plan for it,
particularly with a low life build, such as a f#l sorc, or a bowazon. It's very useful
for builds that rely on melee attacks, but whiclwéhaelatively low actual damage
outputs, such as Ghosts. It can also be usefwap n item for one that has a high
OW chance when facing an ES sorc with a very stesveggy shield.

3. Build Guides
3.1. Amazon

3.1.1. Bowazon Guide

The Bowazon is a long ranged physical damage deedgiable of dealing pain to
opponents from afar, but less effective in closmiocat. One of the easier builds to
play offensively, her Guided Arrow just needs todbet in the general direction of
the enemy and the arrow can home in on them. $Shetias effective in 1v1l or FFA
as other builds, but her real asset is in teamsravbhe can be boosted and protected
by teammates, while supplying long range offen&he favours FRW to close in,
sidestep or avoid an enemy as she does not uiieport. Besides attacking with a
bow, she can switch to her javelin/shield for moffensive and defensive options.

Damage or Life?

This is you personal preference, as you may chtwopat more points into vitality for
more life, or into dexterity for more damage. ¢lf¢ghat a Bowazon is not meant to
tank and needs to deal a decent amount of damage hevould aim for a set amount
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of life, perhaps 800-1000 then put the rest intateldy. Putting points into dexterity
is especially important if you do not have a Fadé Armour.

Skill Points

Guided Arrow (20) — Your main attack.

Critical Strike (20) — Your additional source ofndage for both you arrows and

javelins.

Dodge, Avoid and Evade (10+ each) — Allows you vwoi@d attacks, be aware of

diminishing returns at higher levels. Try to aclieat least 50% in each of the 3
skills.

Multishot (1 or 8+) — Less powerful than Guided éwr, but covers a much greater
area. Useful when you are trying to hit fast mgvolayers and you want to cover a
general area. If you do choose to use this skilehat least 8 points for a decent
coverage.

Strafe (1+) — Great against teleporting casterb wit or low block, as the fast attack
of Strafe added with knockback can stun them. Yaun an additional shot every

fourth level.

Decoy and Valkyrie (1) — Useful to be barriers agaenemy projectiles.

Penetrate (1) — Helps AR with Jab, Strafe and Igliti.

Jab (1) — Useful for close combat.

Lightning Bolt (1) — This skill converts you javeldamage to 3/4 lightning damage
and makes it ignore target defence and block. dsostrong as Lighting Fury but

more effective when the target has low lightningiseand high block.

Lightning Fury (1) — This skill grants your javelignore target defence but is still

blockable. Useful against charging Paladins antb&#&ans. Also can be used to
clear minions.

Status Points

Strength — 156 for Stormshield

Dexterity — Rest of your points here for max damagyesnough for max block with
Stormshield if going for vitality build, or point® your discretion to attain a certain
middle ground for life.

Vitality — Dependent on you decision on dexterity.

Energy — None.

Equipment
Your bow is your most important piece of equipmamdl depending on what type you
choose, you should plan the rest of your gear arawin

Elite bows come in 4 base speeds:

10 — Crusader Bow, Hydra Bow, Grand Matron Bow
5 — Spider Bow

0 — Shadow Bow, Diamond Bow, Ward Bow

-10 — Blade Bow, Great Bow, MatriarcHabw

Increased Attack Speed

If you choose a 10 base speed bow, you want teeelat least +86% IAS from gear
for a 9 frame Guided Arrow, 0 base speed bow +1058%for 8 frame and -10 base
speed bow +75% IAS for 8 frame.



Some bows to consider:
Eaglehorn Crusader Bow — A bow with very good damamd shouldn't be
expansive to acquire. However it lacks IAS so goueed to make it up from
equipment or socketing.

Windforce Hydra Bow — The most damaging bow you aequire barring a ‘Faith’
bow. It has the knockback mod and includes 20% B&Sit saves you some
equipment choices. However it is a bit more expens

Lysander’'s Aim Grand Matron Bow — Provides decearthdge however you need to
use runes to upgrade.

Witchwild String Diamond Bow — Has % chance to cAstplify Damage, scaling
Deadly Strike, resistance and 2 sockets. Ampnswhen it goes off and 2 sockets
gives you flexibility (Nef for Knockback, ShaelsrftAS, etc). You can also use the
points that would have gone into Critical Strikeanother skill since Critical and
Deadly are calculated separately. However the Hamage itself is low and you
need to spend runes to upgrade it.

Widowmaker Ward — Decent damage, Deadly Strike+gadided Arrow. However |
think there are better choices.

Harmony MatriarchaBow (or Blade Bow or Great Bow) — A personal favtaiof
mine, it sports good damage and the Vigor auranitneased mobility at a relatively
cheap price. However no IAS so it needs to be migda equipment.

Passion Matriarchal Bow (or Blade Bow or Great BewiProvides decent damage
with IAS at a cheap price. You could also use MoV charges if you with, but
you'd lose it when you switch to javelins.

Other Notes on Equipment

Knockback is essential on a Bowazon build, as woem arrows or javelins hit, your
opponent has a 50% chance of being pushed badkggrou a bit of extra time to
either continue your attack or reposition yourself.

Besides IAS, the other important things you shdatk for on your gear are items
with Faster Run/Walk, damage or life. | would sesfgto try to get at least get 120%
FRW on you javelin switch. In terms of faster t@tovery, | would suggest at least
the 20% FHR breakpoint.

Also, Bowazons tend to find obtaining resistancdBcdlt, unless they make big
sacrifices in their equipment and charms. | wosliggest prioritizing, focusing on
physical defence and lighting resistance firstihey are the most common types of
attacks you face. You may keep extra gear/chanmgur stash for fire or poison
resistance.

Gear Choices

Helm

Valkyrie Wing — A useful helm to meet breakpoins.common socketing choice is a
15% IAS jewel.



Harlequin Crest — Has 10% Damage Reduce and th&e/Mana is very useful
especially if you character is not receiving Ba@lelers.

Andariel's Visage — Used mainly for its 20% IAS.t dlso has massive poison
resistance.

Giant Skull — The knockback mod allows you to wddferent gloves if you bow
does not have it. You have the option of socketimg helm with IAS jewels,
however acquiring one might be pricey, especiatlg with 2 sockets.

Amulet

Cat's Eye - +Dex, FRW and IAS the perfect Amulettfas build.

Highlander's Wraith - +Deadly Strike, Lightning R&tance and IAS this is also a
good amulet.

Atma’s Scarab — If you don’'t need IAS from you asetulou can consider this for the
chance to cast Amplify Damage. It also has greagnm resistance for poison users.

Weapon Switch

Titan’s Revenge and Stormshield — | can’t reallggast any alternative weapon
switches as this is used by all bowazon build$y) B¢ poor. Titan’'s have good
damage, +Str/Dex and the ever important FRW mddyou can afford it, upgrade
them so you javelins do more damage. You can $gakeshield with an Eld Rune
to save dexterity for max block, or a nice —requieats jewel to save on strength.

Armour

Treachery Runeword - +45% IAS gives you a massogsbin reaching the next IAS
breakpoint. Also gives 20% FHR and a small daniegest with Venom.

Duress Runeword — An option if you choose to inel@pen Wounds in your build,
but keep in mind it is only half effective with ged attacks. Also sports +40% FHR,
a small bit of ED% and resistances.

Twitchthroe — Superb armour armour with +FHR, +IASirength/dexterity. If you
choose a vitality build, the +25% blocking saves yogood amount of dexterity.
Lionheart Runeword — A decent armoured providirgssticross the board. Also
provides some +ED% and resistances.

Duress Runeword — Provides Open Wounds, FHR ane sesistances.

Fortitude — The ultimate armour for a Bowazon, i#300% ED makes her much
more dangerous.

Gloves

Crafted Hitpower Gloves — Used mainly to get thedkback mod. Try to craft some
with IAS.

Dracul's Grasp — If you have Knockback from anotkeurces consider this with
Open Wounds and +strength, but also chance td_dastap.

Bloodfist — A good alternative, with FHR, life, senhAS and +min damage.

Belt
Nosferatu’s Coil — Used for its IAS and +strength.
Crafted Blood Belt — A good one can give a nicedido life and Open Wounds

Verdungo’s Hearty Cord — Provides Damage Reducé éaded and also a healthy
boost to vitality.
Thundergod’s Vigor — Used mainly against oppongits use lighting based attacks.

10



Rings

Ravenfrost — An important source of Cannot Be Fnpaad also dexterity and mana.
| would suggest wearing a pair of these.

Dwarfstar — Has a nice boost to life and fire absor

Rare Ring — Look for one with +str/+dex, life/manBut good ones are usually a bit
expensive and it would probably be easier to geaeenfrost instead.

Boots

War Travellers — The +Damage on these boots helppwndamage bows. Also
provides some vitality and strength.

Waterwalks — Provides a healthy dose of life andetay.

Gore Riders — Small boost damage with +Deadly Stikd Open Wounds

Aldur’s Boots — Fast boots with +40% FRW, life dire resistance.

Charms

Can be used to fill the holes that your gear cotuldover whether its life, FRW,
damage or resistance. If you are looking for daamawarms, | would suggest to go
for Grand Charms with +Max damage ranging from 8-dfiich shouldn’t be too
expensive. Duel modded charms (+Max and life) rateh better, but much more

pricy.

Versus Strategies

Generally you should be continuously moving, bathat/oid opponents or their
projectiles and to position yourself for a bettbots unless you are confident of you
position in which you can continuous launch arr@ts/our opponent. Ideally you
want to use your range to your advantage and keap gpponent approximately 1
screen away from you.

However, be aware that Guided arrow can hit fro@1streens away, so feel free to
snipe from a distance if you feel your opponennishat general area. If you have
life or mana leech, check for the red/blue swirlsew you are firing your arrows, as
they indicate you are hitting your opponent and gan continue to fire away.

Remember to get your javelin switch up when physieanage dealers are close by or
about to attack. You have the option of switchiagvalk, whereby your block is
increased to 75%, but mobility is greatly reduced.

Here are some tips on common builds you see imibar.

Whirlwind Barbarian

Non-teleporting ones are not bad. They have teectbe distance to attack so when
they are running at you, fire at the red x on theimap. When they appear on you
screen keep firing, but be ready to switch to yavelin/Shield switch. When he’s
close to you, he’ll most likely start WWing at yand you need to switch weapons.
Try to sidestep him and throw Lightning Furies ahh If you find you have some
distance between you two because he did a lond wthiyou managed to run away,
switch back to your bow and fire away.

Teleporting Barbarians are much more difficult hessa they can close in much
quicker with teleport. It's very difficult to espa their screen as they teleport to you,
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but if you do manage to escape and he’s playinghcap, definitely switch back to
bow to let a few arrows fly. Use the same strategpbove, but be ready to switch to
your javelin switch much earlier. You’'ll be usiygur shield switch much more in
close combat, unless you are confident he is stuedong whirl and you can squeeze
off a shot or 2.

Bone Necromancer

If Bone Spirits are homing in on you, keep movingl dire shots every few steps.
Also remember to zigzag if he’s trying to hit youtlwBone Spear. Try to constantly
keep some arrows out, to ensure he’s pressurediianduraged from spamming in
one spot. Avoid contact with his Clay Golem at @kt, he can slow your attack
speed and run speed to a snail's pace, which éathdentence to you.

Fireball/Lightning Sorceress

Keep your Decoy and Valkyrie to create additiorfadtacles from their projectiles. If
they are tying to shoot at you from long range,stantly move to avoid being a
stationary target. If they are charging in to you up close, try to anticipate their
teleport pattern and let your arrows fly in thahegel direction. If they are close by,
run away in a zigzag patter to make yourself hatdenit and periodically shoot a
Guided Arrow or 2 to place a little pressure onnthelf they have no/low block,

utilize Strafe when they are on your screen.

Blizzard Sorceress

Try to keep him off you screen as he’s probablyngyto drop a blizzard on you,
which will kill you in 1-2 hits. If he is close, ove erratically to make yourself a
harder target to hit. It's a tough fight as sheefhas Chilling Armour that can negate
you Arrows and the dreaded namelock means immuhesih for you.

Hammerdin

The key here is to keep moving (preferably in atBan Southwest direction) and not
be trapped in his hammerfield. You have the acgmthere because you outrange
him. No need to switch to your javelins; just stopl shoot every few steps.

Smiter

Make sure you are surrounded by puddles and othe&tacles as he’'s more likely to
desync charge in to try to get some hits. Whes higse by, switch to your javelins
and run away from him, flinging Lightning Furies las is charging at you. Avoid

letting him push you into a wall or obstacle ascha switch to Smite and entrap you
by constantly smiting you.

Ghost Assassin
Treat like a WW Barb but get ready to break Mincdlstun by rapidly switch
weapons. Try to get some distance between yoauifcan.

Trap Assassin

If the assassin is just sitting in his traps, usarysuperior range to snipe him from
afar. However if she is aggressive and is chagmg your main goal here is to try to
keep him off screen to prevent him from Mind Blagtiyou. You also need to keep
constantly moving to avoid any traps that are neatbyou do find yourself stunned,

rapidly weapon switch to break any locks he treedd.
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Wind Druid
Non-teleporting ones are easy as you can justwutheir short ranged Tornadoes
while sniping from afar.

However ones that teleport are pretty much impdessibhe reason for this is because
the combination of Hurricane, 5 Crows and Spiritli&/@ut you in dodge/block lock
if your opponent teleports on top of you. Beshthto do is to keep moving so it's
hard for him to jump on top of you. Have you janedwitch on if he’s close by. You
can try to rid him of his wolves and oak with Mahibt or Lightning Fury, and if you
do, hit him with Guided Arrow before he resummorssrhinions.

Bowazon

You have the choice of keeping your distance osiopin. If you choose to keep
your space, make sure your Valkyrie and Decoy isiugh be aware of obstacles you
can hid behind. This goes down to who can snipe fivkt. If you chose to be more
aggressive, switch to you javelin switch and runtaigyour opponent (not directly)

and either throw Lightning Furies at him or chase to Jab.

As an example of one of the harder types of oppoiwelbeat, this video shows how to
deal with a fast teleporting caster, in this caseoae necro (taken from TienJe’s
hybrid amazon guide here: http://forums.diii.netisthread.php?t=573409):
http://www.youtube.com/watch?v=68UynO-POFw

3.1.2. GA/Poison Hybridzon

INTRO

If you want to make a PvP amazon, you have sewdraices. A Bowazon is a
relatively expensive build if you want to make Iheally effective. Pure javazons are
seldom seen nowadays, they are usually a littleytitidised, using guided arrow as a
finishing and tactical attack. There is a very nguade for this build written by
Liquid_Evil http://forums.diii.net/showthread.php386563.

The build that is presented here is a real hybvaying spread points into all three
skill trees, dispensing decent physical and podamage. This amazon has strong
guided arrow attack capable of dealing a lot of @genfrom afar, together with a
useful multiple shot covering the Moor wigetirows. After weapon switch she is able
to fill the air with poison clouds that are hardateoid and difficult to survive without
proper gear.

STATS

Strength - enough to wear equipment as usual, yiluneed 156 with Titan’s on
switch, which means a maximum of 136 hard points.

Dexterity - 250+ being a hybrid that is trying to dood bow damage, otherwise at
least enough for max block with Stormshield.

Vitality - aim for 1.2k+ life with equipment.

Energy - nothing.
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SKILLS

Bow and crossbow skills
GA 20

Multiple shot 1-20
Strafe 0-1

Passive skills
Critical strike 1+
D/A/E 1+
Penetrate 1
Pierce 1
Valkyrie 1

Javelin skills
Poison javelin 20
Plague javelin 20
Lightning fury 1
Jab 0-1

SKILLS INFO
Guided arrow - one of the main attacks, maxing @bvious.

Multiple shot - even with one hard point in penttrand some AR charms you should
have at least 3k attack rating, however | recomnggiting over 4k, which ensures a
chance to hit opponents of equal level with 1k deée80% of the time. Don’t expect
to hit high defence characters too often, but busth work against casters. Add
enough points for 5-10 arrows or more if you usefien and like it. This skill is
generally useful against low defence characterd@ankilling minions.

Strafe - could be useful in some duels either flaclk locking or for delivering
damage/OW/knockback quickly to low/no block chageston your screen. Only a
backup or situational attack, keep in mind thaafstrdepends on AR like multiple
shot, so don’t use it against barbs, paladinslet@as a 4 frame next delay to hit the
same target, so with 3 fpa strafe you could hitrygpponent every six frames (still
much faster than 8 fpa GA).

Critical strike - 50% chance of doing double damsigeuld be fine. If you are using
witchwild string, less points are sufficient. Ifydvave spare points, put them here up
to 65% chance, after that the diminishing retumesaimost unacceptable.

D/A/E - 12/7/12 after +skills means 50% chance. 'Daake these numbers too
strictly and add as much points as you want, elergtabove 40% is nice. Combined
with full DR and max block on switch, your amazawultl be respectable opponent
for physical attackers. You could have problem viii#\/E/block lock when facing
fast attacking chars. You can’'t shorten kegth of these passive skills, they always
take 8 frames.
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Valkyrie - useful in many duels, adding more thawe @oint is a waste for this build,
the points are better spent elsewhere.

Jab, Lightning Bolt, Lightning Fury - utility skdl will be discussed in strategy
section.

Poison and plague javelin - these skills do confgardamage, but they differ a lot in
poison length and timer. Poison javelin is alm@strsmable (2x slower than throw),
which makes it a better skill for actually poisaisomething - you can fill the air
with poison clouds, but the poison damage lastsafdong time (typically one
minute). Plague javelin‘s effect is much shorteo@md 15 seconds), being a better
skill at first glance, but has a long timer froniP@P point of view (100 frames) and
travels slower, which makes it relatively diffictit hit someone with it.

IMPORTANT: In hell difficulty, where the duels takplace, the poison length
duration is 100% longer, which means that your goiskills do double the listed
damage (over a longer period). For example, pgmeelin’s poison damage does not
apply for listed 13 seconds, but for 26 secondss ttioubling the listed damage.
Moreover, the poison length reduction on oppongets subtracts the listed %t
from the original duration. That means that if your opponent takes Deathts/€d
with 75% poison length reduction and is hit by paoigavelin, the poison length will
be 26 - (0.75 x 13) = 16 seconds. Your opponentdctake two sources of PLR
(combination of Death’s gloves and Iratha’s amgiges shorten the poison duration
by 150%, that means it will last 50% of the oridilisted time).

In the table below | have listed an example of thal average PvP damage your
opponent will receive from your poison skills armishlong does it take.

75% resist 75% resist 0% resist
75% PLR 0% PLR 0% PLR
Lvl 26 poison javelin 1010 life (72 sec.)  159@l{fL16 sec.) 6384 life
(116 sec.)
Lvl 26 plague javelin 7009 life (16 sec.) 1171 |6 sec.) 4684 life
(26 sec.)

Being a poison char, you have to understand howpdieon works, especially what

will happen when your opponent is hit repeatedlyyboyr poison cloud. Generally

speaking, there are two possibilities. Either tlesvrsource of poison damage has
lower bite rate, in which case nothing will hapmard the older poison damage and
duration will not be overridden. Or, the new souhaes higher bite rate and will

override the old one and reset the timer. Exampfeu have poison javelin doing

18175-19869 poison damage over 58 seconds. Yoarhibpponent, let's say the

game randomly chooses 19000 damage roll. Your appois poisoned and takes
damage. If you hit him again 10 seconds latergtmae rolls either lower damage and
nothing will happen - the older 19k damage wilk s the rest 48 seconds. But if the
new roll has higher bite rate, the poison damadleb&ioverridden and opponent will

start to take newly calculated damage for newlstestitb8 seconds.
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What does it mean for us PvP-wise? Once you hdpoonent with poison or plague
javelin, you can’t multiply the current damage tak¥ou can only override it, but it
depends on the damage roll. Also, plague javelm ddigher bite rate than poison
javelin, so you can always override poison javeynplague, but not override plague
by poison. That could be handy if you fight an egeimat is hard to hit by plague
javelin - hit him with poison javelin, he will thin“now | can’t be poisoned again”
and starts to play more offensively giving you eetthance of hitting him with the
faster killing plague javelin.

GEAR
What to look for on your equipment:

IAS - firing GAs fast is really essential. Don't sdioe a lot to get 8 fpa, however, it
is the recommended breakpoint.

FRW - you will be hunted in almost every duel, aim 1@0+% on javelin switch.

+ skills - being a hybrid, you will benefit quite a lot fmo+ skills, not only do they

increase your poison damage, but your passivesskiti. Keep in mind that you don’t
have enough hard points to have the passives|at nggh levels.

Knockback - knockback is a must, don’t forget it's bannedgwod manner duels

though. Knockback on bow is fine (Windforce), but gloves it allows you to use it
with LF and lightning bolt, which is good from tal reasons.

FHR - aim for at least 8 frames, that's 20% FHR, fengakpoints are 32 and 52 (7
and 6 frames).

Stats, life- of course, the more the better.

Resists- depends on opponent, sometimes it's betterlyoare a good damage setup
with gemmed monarch on switch.

Open wounds- sometimes overestimated, for our build the damtamakes is not as
good, you already have a good damaging bow switchalot of poison damage.
Make sure you have some when facing defensive rgayiharacters and ES
sorceresses. If you have a relatively weak bowckwybu could get a lot of OW, less
points in bow skills, and play more like a javazaith GA backup.

Javelin

Titan’s Revenge - best choice, | would not use laingt else. It's awesome not only
for its skill bonuses and stats, but there’s theFBW mod that is very useful too.
Upping is possible, although not necessary, it el you only with jab, the physical
part of poison skills, and LF (fortitude users wablike the increased damage).

Shield

Stormshield - self explanatory. Socket it with aidDond, poison facet or nice jewel
(-requirements, resist, etc.). Putting a Shael is useless, you would still block at 3
frames.

Spirit - against opponents where you don’t needlknd DR, you could use it, two
skills would increase your poison damage and youlevget nice FHR bonus, some
resists and life too.

Faceted monarch — You're unlikely to need extraspoidamage, but if you find
yourself having trouble, then it could be worthirigy,
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Resist shield if necessary (gemmed monarch, Sayytua

Bow

Bow choice is very important. You are a bow/poisgbrid, not a 1 point GA backup
javazon. You should not settle for a weak bow dwitgetting the recommended 8 fpa
means you will be limited not only by the base &xpeed, but by other equipment as
well. 1 will add total off-weapon IAS needed foffi@ in parenthesis.

Upped Witchwild String (2x Shael, 65 IAS) - easyfiod, with very high deadly
strike and decent damage, 40 resist all could toelp

Harmony Matriarchal bow (75 IAS) - up to 275% EL3 Bow skills and Vigor aura
(36 Skill FRW). Very cheap and very universal.

Windforce (Shael, 110 IAS) - huge damage, but sldawever, the damage output is
so good that | would play at 9 fpa speed with wimdé (50 off-weapon IAS).

Rare bow - look for 300+ ED and good speed. Noy ¢adind, but could be very
nice.

Faith - extremely hard to obtain, dream of all bewrss, could reach fabulous 7 fpa
and fire arrows amazingly fast. Good luck gettiradn,Jbut if you have one lying
around, this bow is a great choice.

Armour

Even if you are poor, you could pick some easy iobtde armour like Crow Caw,
Duriel's Shell, Treachery, Duress or even Skin leé Vipermagi. They will work

well, the choice is yours and depends quite arnobther gear, if you need IAS, OW,
resists...

Fortitude - the best possible armour for this buddrortitude, which makes your
arrows highly damaging projectiles - the guidedwarskill ED is somewhere above
100%, Fortitude adds 300% more... Should | say m@my drawback is the lack of
IAS which influences the pick of helm, gloves, bahd amulet.

Bramble, Chains of Honor - expensive armours thaikace the javelin side of your
build. But | suppose that if you can afford CoHuycan afford Fortitude as well
which is imho better.

Helm

| recommend choosing a helm that offers some sskikkcause they are easy to find
and have good stats anyway. Sockets could be filligal IAS jewel, Shael, poison
facet or some tasty rare jewel.

Valkyrie Wing - often forgotten, but offers two #kj 20 FHR and 20 FRW.

1.07 Valkyrie Wing - better for a pure bowazon, biiit a very good choice.

Andariel's Visage - two skills, strength bonus andto 35% IAS - could be handy.
Shako - one of the best all around PvP helmets.

Rare - it's hard to find one better than helms nos@d above, but could be godly, try
to get one with two skills, FRW, two sockets, etc.
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Gloves

Gloves, especially rares and crafts are a very itapbpiece of equipment. Not only
could they could help you to reach your demandefl ok get knockback, but they
could offer passive or javelin skills, stats, resend life.

Uniques and sets are not that good. If you are tieiinpy Trang Oul’s gloves, you
could try them, but even magical 2 java/lAS arddyebr this build.

Belt

Verdungo’s - classic PvP belt and doesn’'t needhéuréxplanation.

Rare - could be very nice, look for life, FHR, OWsists... Don’t count the strength
from the belt when planning stats allocation, irmsocases you will probably be
forced to switch it.

Other common choices are Thundergod’s to covetrigg damage, Nosferatu for
IAS and strength, or Mavina’s belt for another 26RW (1.07 version has 40%
FRW).

Boots

War Traveller or Gore Rider’s - the main differerimetween them is added damage
versus OW. Having strong poison attack, | wouldcevior raw damage.

Rare boots - finding godly tri resist boots is asmnampossible, but getting 30
FRW/10FHR and two 30+ resists pair is easier.

Amulet
If you need IAS, pick Cat's Eye or Highlord’s. Otinese use Mara’s or Cat's Eye
again (yes, the FRW is awesome).

Rings

Two Ravens could never hurt, but being a hybridu yoould benefit from
Raven/BKWB combo. Other rings should be used adegrtb opponents (Wisp,
Dwarf, etc.).

Inventory

Balance your FHR, FRW, + passive or +javelin skidt, damage. Resist charms
against casters, if you need them. There is no timasge” in inventory for this build.
If you have already covered everything and don’dWnwhat to add, | would
recommend damage/AR charms with life as second mod.

DUELING STRATEGIES
AMAZONS

Bowazon

Hard duel. She will try not to come close to yoal tlse opportunity of poisoning her
is low, her goal is to force you to fight as a baam In that case, she usually has
better GA damage and better passive skills. Dam’'ingp a pure bow matchup if you
don’t have much better equipment. Try to switchhi shield and get closer to her. If
she is OW based and her damage is not so high¢cyald try to charge her and hit
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with poison javelin, LF, or even jab, if she isttsbow. When she runs away, fire GAs
after her.

Javazon

Dedicated poison amazons will usually have twicerymison damage, which means
that even with Death’s gloves you will go down tbfdif hit. Get yourself the poison
resist elsewhere, wear your favourite rare/crafjeaes instead, and shoot her to
death. Be a bowazon in this duel, run fast, preagctmoves and keep yodistance.
Of course throw some poison javelins, she woulgdedably hunting and following
you. Pure lightning amazons are not seen often day&g but keep in mind that their
CS could be very deadly, even with Thundergod’'sdbmage is very respectable.
The main danger comes from “far casting”, a glitclthe game that enables throwing
CS (by switching from throw to CS while namelockizng enemy). Fights against this
amazon are not so hard, use the same strategyrapaigson javazon.

ASSASSINS

Trapsin

Play defensively, run a lot, throw poison javelinghe direction they approach from,
spam MS when you see them on the minimap. Whersgela trap on the ground, run
away in a spiral, not straight away, to give tlyhtning a lower chance of hitting you.
Try to poison her and get some OW source. If slsetélaport, she will get close and
start mindblasting and trap laying.

WWsin

Easier than a ww barb, she has less life and ngooad damage. Get good poison
resist and PLR, stay in plague javelin cloud, wadikad fire GAs. When she
teleports/dflies on you, start the same tactias ¢igainst whirlwind barbarian.

BARBARIAN

Barbarians have very large life pool so it's hawdbting them down with poison if
they are prepared and have 75% resist and someesolUPLR. They have extremely
good physical damage, 50% DR and max block aressacg

Whirlwind

Very strong build. If you meet a good one, you wilbbably lose. When you see him
on the mini-map, spam GA in his direction and rurap Teleporting barb will come
close to you fast, when he enters your screenm, tstavalk instead of run, switch to
javelin and don’t run away. Just after that he Ugualeports right on you and starts
ww. Use shift jab when he is on you, jab is unintptable and he has no block, so it
gives you the opportunity to deliver some damagmi Mave good chance of releasing
plague javelin when he is wwing from you. If he go® have good resists and PLR,
the poison WOULD hurt a lot. Don’'t bother with mopeison skills when he is
poisoned and start “bowazon strategy”. After bewlgriwinded over, you have a
very short time to step aside, switch weapons ameddne or two arrows. Or you
could hit him with LF or bolt, which knockbacks astuns for a while. Rinse and
repeat, if you are not already dead. If he is s#liénough and makes short triangles
around you, you have quite a hard time due to dbtlgek lock. Don’t even try to use
a bow and try to kill him with poison, jab and fury
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Wolfbarb

Don't let him come close to you, he usually attacksy fast and easily gets you into
dodge/block lock. Do not use valk and decoy, heldi@arge up feral rage. Just
spam GAs from distance and try to poison him. Yloutd have the upper hand, you
are afast moving ranged attacker. Fill the air with pmigavelins and run, wait until
he is on low life and finish with GAs.

DRUIDS

Windy

A skilled teleporting windy with max block is one tife toughest opponents you
could meet. The best strategy you could choose wddict where he is teleporting,
poisoning him, killing Oak Sage, running, killingaasted Oak Sage (it's immune to
poison on hell) again and again and when he isownlife finishing him with GA.
That could work if he doesn’'t have good resist Bb&R, otherwise you will probably
die first.

Fury/Rabies or Fire Claws/Rabies

The tactic is quite simple. Don’t get poisoned,tliamage will probably be capable
of killing you. Use a running strategy with throwipoison javelins behind you and
firing GAs. Don't forget not to use Valk/Decoy, thare good target for charging
feral rage and could pass on Rabies to you if #reyinfected.

NECROMANCERS

Bone

If you meet one with teleport and max block, itlvidé a very hard duel. Offensive
necros will teleport close to you, trying to geuyio hit recovery with teeth and finish
with spears. Run from them, change directionswhpoison javelins and fire GAs if
you have some time between running from spiritsséong him and running is the
key. Teeth can trigger hit recovery and clay golemit slow you. GAs can be
blocked and absorbed bys&rong bone armour. Not easy. Defensive playingel®n
are not such a threat, you have faster attack bgber range, just keep moving and
try to avoid running into invisible spirits.

Poison
If you have stacked resists (calculate with 100t)yill give you a good chance.
Move a lot, try to stay in your poison clouds apdrm GA and MS.

PALADINS

Smiter

These guys are very dangerous. They desync andechalot, trying to get close to

you and finish with smite. Use your bow only if yhare far away from you. Don’t

stop running or they might land a smite. In patacuGrief and Fortitude users could
easily kill you in a second. But even if they plaigh Oath or Redeemer their charge
damage is deadly if they hit you with your bow oIty to find terrain that does not

give them a direct line of attack towards you. Year minions. If you meet a really

good and strong smiter, prepare to die often.
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VIT and T/V

Again, not easy duels, try not to get namelocketd lze charged/smited to death. Run
a lot, use your poison skills in directions wheeei$ coming, profit from terrain, use

valk and decoy. Make sure you have full resist anthe absorb too (monarch

socketed with four perfect topazes to counter adion is nice, but you lose block

and DR, so choose shield according to your opp&playstyle).

Hammerdin

Not as hard as expected, if they are pure hamnseedid don’t use charge, try to stay
in your own plague javelin poison cloud and fire $SAVhen he teleports on you and
gets poisoned, start moving to avoid hammers. Icharges, don’t use your bow
much when he is near. Take your time, try to poikon repeatedly and fire GAs

when it's possible.

SORCERESSES

There are two main types of sorc from your poinviefv - with and without ES. It is
almost impossible to kill ES sorc only with GA. Rarately, you have poison damage
which is a no no for them (ES doesn’t absorb poidamage), and they will do
anything just to keep distance from your poisorudk Get some OW, good resists
and use poison javelin a lot.

Blizzard sorc

If you decide to overstack, it will cost you a @ftchanges in equipment, but after that
you’ll be able to survive a few blizzards. In tlcase play defensively, move a lot and
try to get her with poison. | would personally rdu it and would rely on my luck
(that would be usually one hit KO duels for youjthEr she will teleport in circles
around casting blizzard on you. Play aggressiveti/fast, avoid running into blizzard
and fire MS and GA. Or she will teleport right oauyand try to kill you with ice
blast, in that case use the same strategy as agesbsll and lightning.

Fireball sorc

Very fast moving and attacking, poisoning her widit be easy. With Hotspur and
Dwarf Star, even a fully synergized Ivl 40+ firebshould do 200-250 damage, so
you could survive several of them. Play as a bowatitat means running zig zag
from her and firing one or two GAs every turn. Ggiocaally change for plague
javelin.

Lightning sorc
Same strategy as with fireball, she has similae typprojectile that could be dodged
by moving fast and changing directions.

3.2. Assassin

Introduction

PvP Assassins come in many shapes and forms, ydarlycat the higher end of the
budget. But they all have one thing in common - Mmd Blast + Trap stun
sequence. Some builds will invest only a singlenpoi each of these, but all the PvP
assassins have these two skills at the core.
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Trap laying speed is determined by your attack dpédee rate you Mind Blast is

determined by Faster Cast Rate. So, unlike mangro@vP builds, you have to

balance both. When you add Faster Hit Recoveryasidtances into the mix, there is
a lot to balance when building an Assassin. Mittr keep the numbers to a minimum,
but it is an important part of all assassin buikisyou can't skip it.

The Trap Assassin

A trapper is one of the cheapest PvP builds tosggeted with. All the equipment is
easily farmed from Hell Mephisto, shopped, gambdediraded for a few perfect
gems. At the basic level, they are a more defensnagacter, sitting in a trap field
waiting for their prey, like a spider in a webytiu have the mobility of Enigma, they
open up to a much more aggressive play style.

Skills

Lightning Sentry - The primary source of damage for a trapper, ydubei putting
20 points into this skill and all of its three sygies. Top end damage will be about
11K per shot. 9-10K is a more reasonable numbeackseve without extremely rare
claws, or for a weapon shield setup.

Wake of Fire - This trap fires faster that LS. It is shorter reangut covers a wider
area, making it very effective for getting the iglitstun-lock before they get hit with
the lightning. One point here is very useful.

Mind Blast - Probably the skill you will use more than any ottfome of the BNet
guides will advise two points in this. This is besa when teleporting (Enigma) the
Shadow Master is constrained and will do littleeadsher than Mind Blast. If you max
this skill, it is almost like having it on automatiTwo points is supposed to make sure
she uses the skill more due to the way SM "leaskals. For non-teleporting trappers
one point is required as a minimum.

Weapon Block - Unlike shield blocking, this only works when attaxg or standing
still. It does however have the ability to blockeBsed Hammers, Meteors, Smite,
Fireballs - almost any spell or attack. For a tetépg build this is ideal - it works
when teleporting, mind blasting, trapping so yoweh#éhe benefit almost all of the
time. For a non-teleporting build | think it is $egseful. The time you spend attacking
or standing still compared to moving is small, sostof the time you have no block.
More on this in the equipment section. One poirdng case.

Fade / Burst of Speed You can have only one of these active at any tiroe. all
builds both have their uses. Which one you use mbghe time will depend on
opponent and equipment. Check you equipment borhefese investing more than
one point into either of these.

Shadow Master -A useful distraction and sometime auto mind blasiely a single

point is needed for PvP. Even maxing her won’tvaller to survive more than one or
two hits from another player so don't waste thesoi
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So the basic skill layout looks like this:

Traps

Fire Blast

Wake of Fire
Wake of Inferno
Blade Sentinel
Blade Fury
Blade Shield

20 Shock Web

20 Charged Bolt Sentry
20 Lightning Sentry
20 Death Sentry

OO0OO0OOkrEF

Shadow Disciplines
Claw Mastery
Weapon Block
Psychic Hammer
Burst of Speed
Cloak of Shadows
Shadow Warrior
Fade

Shadow Master
Mind Blast
Venom

ORRRRRPRRPRRR

Martial Arts - Nothing required here

Well that gives a total of 91 skill points, whicheans the basic build is finished at
level 80 with all quests done. | recommend that kemel to 90, which gives you an
extra 10 skill points to spend.

Suggestions for Spare Skill Points

- A few points into Fade may be useful if you neeare resists, or Burst of Speed if
you think you need more mobility. However, givee thskills you are likely to have
on your equipment, chances are you will be hitthngpoint when adding more points
starts to have only a minor benefit.

- Mind Blast. More points mean a longer stun lengthis is my preference for spare
skill points.

- Fire Blast. This will help a lot whilst levellinggou may want to consider this if you
are building this character as more of a PvP cap&bM character. If you are
fortunate enough to own an Enigma, this can beulissfa second source of damage
and stun. Teleport on top of a stunned enemy aast khem at short range. (I'm not
suggesting that you try to bomb people on the esroéthe screen) It doesn't count
as one of your five traps, so they can also béihe lightning at the same time. It
also fires much faster than either WoF or LS.
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There are two types of trapper:

Weapon + Shield (W/S)

As | have already mentioned, weapon block is reducezero when walking or

running. Shield block is at full effectiveness whaalking and 25% when running.

Against barbarians and bowazons, this build is matbnger defensively. The

downside is that it isn't possible to get as muaimage as the dual claw build. You
will also have a smaller life pool due to the highevestment in strength and
dexterity. Both Fade and BoS builds are possil#eedding on the equipment. Given
the stat point investment for W/S builds, you Wil able to use two claws if you want
to against a specific opponent.

Stat Targets - W/S

Strength - Enough for gear - Typically 156 for 8termshield
Dexterity - Enough for maximum block with a Stornesti
Vitality - Everything else

Energy - Nothing

Faster Hit Recovery (FHR) - 48% minimum (5 fram&&fo (4 frames) if you can.
Faster Cast Rate (FCR) - 65% (11 frames) minimud22%d. (10 frames) should be
achievable with this setup.

Increased Attack Speed (IAS) - Enough for 9 Frana@ faying. Use the Latest
German Weapon Speed Calculator by Titanseal otablke below. Burst of Speed
level is in the left column, the Weapon Speed MedifWSM) across the top. Read
across to find how much additional IAS you neethitahe 9 frame trap laying limit.
If you are using Fade, BoS Ivl = 0.

BoS | Weapon Speed Modified

Lvl -30 -25 -20 -15 -10
0 42 52 63 75 89
1 11 18 24 32 40
2 5 10 16 23 30
3 0 6 11 18 24
4 0 3 8 14 20
5 0 0 5 10 16
6 0 0 3 8 14
7 0 0 0 6 11
8 0 0 0 5 10
9 0 0 0 3 8
10 0 0 0 2 7
11 0 0 0 0 6
12 0 0 0 0 5
13 0 0 0 0 4
14 0 0 0 0 3
15 0 0 0 0 2
16 0 0 0 0 0
17 0 0 0 0 0
18 0 0 0 0 0
19 0 0 0 0 0
20 0 0 0 0 0
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Resists - 75% resistance to all elements, not coyiihe 30% resist all that you get
for rescuing Anya. You don't need this all the tinteit you need to have the
equipment available to get the resists to couhieetements that you are facing.

Weapon Choices

'Spirit' Phase Blade [WSM -30] - A Spirit Phase Blade is pretty much the only
weapon that a W/S trapper can use to hit the fast®gs laying speed and still use
Fade. With 55FHR, up to 35FCR and +2 skills, fuste a nice weapon for a trapper.

'Heart of the Oak’ Flail [WSM -10] - 30-40% resist all, 40% FCR and +3 skills
makes this one of the best, if not the best, wesypmna W/S trapper. Due to the low
speed of a Flalil, this is a Burst of Speed only pegathough and the Vex required
may be out of some peoples price ranges.

Wizardspike [WSM -20] - 50% FCR and 75% resist all gives you a lot more
flexibility in the rest of your equipment, but offeno offensive power.

Shield

I'm only going to recommend one shield here, ittodse a Stormshield for the decent
blocking and 35% Damage Reduction. Socket with Ed' ‘rune to reduce the
dexterity requirement for max block, or a perfeienaond if you prefer. Investing the
strength for a Stormshield also allows you to us&mirit' Monarch or 4 Perfect
Gemmed Monarch against non-physical opponentsouf don't like the look of the
strength requirement on a Stormshield, the ClawvQiaild may be better suited to
you.

Claw Claw (C/C)

It is much easier to get higher damage and a ldifgguool with this variant. But, due
to the limitations of Weapon Block discussed in $kidls section, this variant is much
weaker defensively if you are not teleporting.

Stat Targets - C/C
Strength - Enough for gear
Dexterity - Enough for gear
Vitality - Everything else
Energy - Nothing

Faster Hit Recovery (FHR) - 48% minimum (5 fram&&fo (4 frames) if you can.
Faster Cast Rate (FCR) - 65% (11 frames)

Increased Attack Speed (IAS) - Enough for 9 Frana@ faying. Use the Latest
German Weapon Speed Calculator by Titanseal ditile above.

Resists - 75% resistance to all elements, see abtege.

Weapons

The great thing about weapons for a trapper isythatcan shop them from Hell Anya
(next to the red portal in Harrogath). As a minimyau are looking for +2 Assassin
Skill or +3 Trap Blade Talons [WSM -20] or prefehalreater Talons [WSM -30].

Be warned, any claw much better that a Cunning t@réaalon will take many hours
of shopping. You need to average the WSM of yowseh claws when using the
table above. IAS from claws only counts in the ckbvove the gloves.
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Magical claws can get two sockets from Larzuk. ®bdke primary claw (the one
above the gloves) with Shaels / Jewels of Fervauil you hit the maximum trap
laying speed. Socket the off hand claw (above tid) with resistance jewels, either
single element or resist all if you have them.

If you are having trouble getting enough FHR, BeduCut Throat is a reasonable
choice for one or both of the claws, but with omB/to all Assassin skills it can be a
little weak offensively.

Which is best?

Both can be played very effectively so it is difficto say which is best. If you are
having trouble getting a full set of 10 skillers;eicommend the Claw Claw build. If
you have 10 skillers and a Call to Arms, you maytia consider the Weapon Shield
route. For Enigma owners, both are good choices.

General Equipment Selection

Helm

If you can find or trade for a circlet with 20FCRda+2 Skills, that is the top choice.
A magical (blue) circlet with two sockets from Lakzis often even better than a rare
in this case.

Other rare circlets with +2 skills, stats and rssee also worth considering. Of the
uniques, Harlequin Crest is nice for the +2 skilamage reduction and life / mana
boost, or Kira's Guardian if you need the resists.

Socket with a Jewel of Fervour if you need the &S Shael if you need the FHR.
After that runes for resistance or even a perfeoy for the life are good choices.

Armour

Enigma.

OK, this isn't a BNet guide, so there are otheromgsthere. Skin of the Vipermagi for
the FCR and resists is probably the best choitealt®' runeword is also a possibility.
Socketing options are the same as for the helm.

Gloves

Trang Oul's claws are normally the best bet for ##-CR and the 30% cold
resistance. Magefists are viable. If you don't niaedFCR (probably because you are
using Vipermagi +20FCR Circlet + Arachnid Mesh)p@&difist are a great choice for
the 30FHR, life and 10IAS.

Belt
Arachnid Mesh by far the best choice here for theSkills and 20FCR. You could
use Verdungo's or a rare / crafted belt if you doeed the FCR.

Boots

Sandstorm Trek for the stats and 20FHR are prolthlelypick of the uniques for the
C/C build. Rares are probably your best choice beragh. Look for FRW, FHR and
resists. If you can't find any decent rares, Akldtlvance or Natalya's Soul are also
good choices. If you are going for the W/S builthttnice chunk of strength on the
Stormshield will allow you to equip Shadow Dancéise FHR, dexterity bonus and
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+2 shadow skills are great, but they do lack resist

Amulet

Mara's Kaleidoscope is a good all round choicecalh be beaten by a good rare,
especially if it has 10FCR. A crafted casted Amidethe high budget choice, with a
potential 20FCR. You could use The Cat's Eye if goeiin serious need of FRW, but
| think it will leave you lacking elsewhere.

Rings

If you are running, one ring should be a Ravenfrostess you know your opponents
will not be doing any cold damage. If you need mB@R, rings are a good place to
get it. Look for rares with FCR, mana, resists &mnes of Jordan or Bul Kathos'
Wedding Band good choices if you don't need the BEBannot Be Frozen.

Weapon Switch
If you can afford one, 'Call to Arms' with a Spifhield or Lidless Wall is the
obvious choice. If you can't, use two claws withteShadow Disciplines to pre-buff
BoS / Fade etc.

Charms

Do your best to get hold of as many Entrapping @1@harms, hopefully a full set of
ten. Plain ones are fairly readily available, te¢tdr ones are in quite a lot of demand.
Use the other slots for FHR, FRW or resists asnged them.

Stash

As you have to balance so many things on an Assassan be difficult to switch out
equipment to counter specific builds without conmiging something else. For a
WIS trapper, the usual selection of shields shawaéldn the stash. For C/C trappers
Kira's Guardian is useful to boost resists, butéeeful if you are normally getting
FCR on the circlet. Other standard counters likeaBWtars, Nokozan Relic, Death's
Gloves, Thundergods's Vigor can also be considered.

Strategy

Stunlocking

As already mentioned, the most important thing &lboe trapper is the mind blast +
trap stun sequence. The basic theory goes like this

1. You have Mind Blast and your trap hot keyed @a yight mouse button. Let's say
mind blast is 'C' and trap is 'V'.

2. Keeping your opponent as far away from you asside, try to click directly on
them with the right mouse button and keep it heldml If you do this correctly you
will see little swirly marks above their head (dweis) and their life bar will be visible
at the top of your screen. This is called namelogki

3. Without lifting the right mouse button, switckils and lay a trap. This will be
right under their feet. As long as they have théel®s above their head, any damage
they take will put them into hit recovery.

4. Even if they manage to wriggle off your scre@sjong as their life bar is visible at
the top of your screen you can trap and mind tbheesn.

5. Alternate between MB and trap until they areddea
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Sounds simple doesn't it? Well the theory is ebay putting it into practice is much
more difficult. Getting the initial namelock isréasy. You opponent isn't going to
stand still and let you MB them, and you have toi@vtheir attack at the same time.

Note: It is possible, and for some builds easydbout of mind blast. More on this is
the class specific strategies.

One of the problems that you can have with the chasiquence above is that
Lightning Sentry takes a while to fire - 33 franw the initial shot. Assuming you
MB, trap, MB, given you trap laying speed and F@&,) have 11+9 frame between
mind blasts - if they take no damage from traps hade decent FCR, they will
escape.

This is where Wake of Fire comes in. Although i e longer initial delay (40
frames) it fires at a much quicker rate (WoF = tdnkes, LS = 30 frames) and over a
wider area. So if you find yourself out of yourgrield, laying a WoF and following
with a Mind Blast can often be a good strategy.tiis case the stun sequence
becomes:

1. Lay Wake of Fire near the opponent.
2. Mindblast and hopefully namelock
3. Lightning Sentry, MB, LS, MB...

If you are a low budget trapper, you shouldn't doee flar from your trap field, so the
opponent should be within range of five traps anywa this case the WoF stun
sequence isn't needed as much, but is very apf@italiznigma users.

Placing Traps

If you are not wearing Enigma, you need to try éefx in range of your five traps at
all times. This means your enemy has to risk ggthith by five lightning blasts if he

wants to get close. And the enemies that are marggetous to you will want to get
close.

With a trap laying speed of 9FPA, it takes almegh seconds to lay all five traps.
Bear this in mind when you move from your trapdiéValk your traps towards your
enemy, making sure that you are in range of at &straps at any one time. If you
are running, getting caught without traps outksliy to be certain death.

Try to keep your enemy to the north of you, i.etha top half of the screen. Due to
the life bulbs etc there is more screen in thigdion, giving you better range. Most
enemies will be trying to do the same thing to flwaugh.

Trap the corners of the screen. This can give ymtiaktic range, potentially better
than most ranged characters. Try to keep the trapgeen you and the enemy. Again,
this increases your range and means that anyongngaon get close will have to
move through the firing traps to get to you.

If you are facing an aggressive opponent, be padied let them come to you. Choose

your ground well. The marshy puddles on the map lwara useful barrier against
charging Paladins, walls can stop you opponentsiray around you. Sometimes you
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will need space to run.

If you are teleporting, remember that you can‘t@laaps as quickly as a sorc or bone
necro can fire at you. Pressure with Mind Blasy; tbrforce opponents into a pre-laid
trap field with MB. Drop traps at screen cornersnaximise your range. Know which
opponents to pressure and which to play more defegs

Class Specific Strategies

I'm assuming worst case opponents here - For tist paot this means that they have
enigma and are teleporting. Obviously this doespply to the Amazons or
Shapeshifters

Amazon - Bowazon

Play aggressively, circle in and go for the namelas soon as you can. Keep the
pressure on, you may have to take a few arrowkarptocess, but once you get the
lock with MB the amazons relatively poor FHR andige animations will make it
game over fairly quickly. WoF is great for the iaittrap as its wide area of effect
makes the first hit easier. Shadow Master shoulddm out as an extra target for
those arrows to lock on to. Keeping your distarsca recipe for slowly getting your
life whittled away by Guided Arrows.

Assassin - Trapper

| hate trap vs. trap duels. With all those lighthimolts coming from all directions, it
can get very confusing. Knowing which bolts arengoand which are your opponents
is a nightmare. Try to get the best position withuryopponent at the top of your
screen. Try to get a range advantage by trappmgdheen corners. This is a battle to
see who can namelock better.

Assassin - Ghost

Keep your distance. Most ghosts will have a mughéi level mind blast than you
and will be trying to stunlock you with Wake of &irDon't let them get close enough.
WoF has a short range, so use the superior rang8 afgainst them. Keep moving
and try to keep your traps between you and youooept. Mind Blast is of limited
use here as they can whirl out of it.

Barbarian - Whirlwind (BvC or BvA)

One of the toughest opponents for a trapper, ifthettoughest. If you are a C/C
build, this opponent will make you wish you went3VFight them in much the same
way as a Ghost. Distance is the key. They can logafhe spot to knock you out of
your trap field and WW through your mind blasts. Kdahem move through your
traps to get to you. They are likely to try anctlgraround you to avoid trap blasts, so
a good choice of ground may be useful. Probablytdhghest duel for a trapper and
not one you should expect to win.

Druid - Wind

Druids have poor FHR in human form, making themywarinerable to mind blast.
Use it liberally. This is one of the easier duelsd trapper. Keep track of where they
are, try to avoid getting telestomped. If you M #dges of the screen and keep good
trap position you will come off on top.
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Druid - Werewolf (and Wolfbarbs)

These guys have to come at you on foot. They vaMehvery high FRW to close the
distance quickly. They will want to charge up FdRalge to move even quicker, don't
use Shadow Master here. With BoS you are quickar thwolf, as long as they are
not in a Feral Rage. Keep your distance, as sodhegsappear on your screen drop
back.

Necromancer - Bone

This is one of the fights where you need to be eggive. Fade will not help you, so
use Burst of Speed and chase him down. Keep moamy circle around your

opponent, you should be able to out run bone spifihis also makes hitting with a
bone spear more difficult. Re-cast Shadow Mastgouf have to, she will draw Bone
Spirits away from you. Necros have poor FHR, sceorau get a MB and namelock it
will be difficult for them to escape.

Necromancer - Poison

If they aren't teleporting they are easily outrahge any case, don't let them any
closer than the edge of your screen. If they adepteting, this is a much tougher
duel. Keep some distance, try to predict where #reycoming from and mind blast
like crazy. Try to fight on ground that gives yauadvantage, like closer to a wall.

Paladin - Smiter

Another tough duel for a trapper. Laying your tfegbd near a marshy area is a good
tactic as it will stop them charging as they tryg&i close to you. Keep your distance
again, try to make them move through the trap fteldet to you. It is possible for
them to charge out of MB too.

Paladin - Hammerdin

Set a trap field and keep the traps between youlam. An aggressive hammerdin
will try and charge or teleport in close and casine hammers. Avoid the initial
charge and go for mind blast and namelock at tige @l your screen when they stop
to cast. Remember they can charge out of MB thoAghwith the smiter, picking a
marshy bit of ground helps here.

Defensive hammerdins will sit back in a hammerdfiahd wait for you to come to
them. Hammers are cast at only a short range,hayt ¢an hang around for a long
time. Be careful not to run into one. If they aestcwhen you are off screen they can
become invisible. You can see the patch of lighefach hammer, but not the hammer
itself. Keep well away, walk your traps towards ntheYou have a huge range
advantage, fry them from a distance.

Sorceress

Don't chase them down as this is a recipe for nmmito something nasty like a
fireball. Let them come and spam MB at the edgad®fcreen. Once you manage to
hit them with a MB, and even better if you get tf@nelock, it should be over fairly
quickly.

This video’s of a Trapper against a Bone Necro,raady of the techniques should be
applicable to other matchups too. Keep an eye erskill switches and the timing of
when they occur:

http://www.youtube.com/watch?v=Xr-uXligMJo
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Trapper Variants

So you remember those spare skill points we hddvat 907 If you put them into
Venom, you can make a hybrid. Putting the sparetpointo Venom, the skill
allocation at level 90 looks like this:

Traps

1 Fire Blast

1 Wake of Fire

20 Shock Web

20 Charged Bolt Sentry
20 Lightning Sentry

20 Death Sentry

Shadow Disciplines
10 Venom
1 point in all the other Shadow Disciplines (9 Tpta

A more typical skill allocation for a Hybrid goaké this:

Traps

1 Fire Blast

1 Wake of Fire

10 Shock Web

20 Charged Bolt Sentry
20 Lightning Sentry

20 Death Sentry

Shadow Disciplines
20 Venom
1 point in all the other Shadow Disciplines (9 Tpta

A hybrid normally refers to a Whirlwind Trap Assassbut I'll discuss bow hybrids
briefly too.

PvP WW Trap Hybrid by Happy_Assassin
As you have the ranged damage of traps, this bagfthally works quite nicely
without Enigma. It is, like a pure trapper, stiisentially a defensive build though.

As you may have seen from the strategy section ggbmost of the builds that are
dangerous to a trapper are the ones that get aldselwind gives you a short range
attack. And the really great thing in that Weapdack works during Whirlwind. So
instead of running away and being vulnerable yauwhirl away and have a decent
chance of blocking Tornados, Bone Spears, Poisoradland Smites. Nice eh? The
downside is a drop in trap damage - 6K is a gogaré for a WW/Trap hybrid.

The guide pretty much lays out the equipment far, yaut armour choices need some
discussion.

Skin of the Vipermagi - The resists, FCR and gidint makes this one of the best
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choices. The 30FCR opens up the helm and a rirtg wldich makes gear choices
much easier. Socket with a Shael for FHR, or an jiA&l if you need it. If you need
neither, socket for resists or life.

Fortitude - At first glance, this seems like thefpet armour, if you can afford it.
Resists, Life, FCR all help the build. Lack of afé&ve power is the biggest problem.
With no + skills it helps neither the WW or tra$e ED is largely redundant - The
low base damage on most claws means it doesnthatldnuch. WW Assassins Kkill
with Venom and Open Wounds, not physical damaggoufhave some high damage
claws though, it could work on some kind of phykdamage hybrid.

Natalya's Shadow - If you want to raise your WW dgm socket this with 3x Poison
Facets. The +2 Shadow Disciplines, life and poisgsistance is nice too. This is a
heavy armour though, so it will slow down your nwalk speed.

Getting good claws - both as a base type for Claaokfor the primary claw - is
possibly more difficult than getting the runes fiois build. For what mods to look for
and where to get them, have a read of Shuko-JufEhe- Art Of The Claw by
maxicek.

The Ama-Sin (Bow Assassin) by BigChief

Using the Guided Arrow skill from Widowmaker withedom gives a long range
secondary attack. Personally | am not 100% condiribat a pure trapper is not a
stronger option. In my opinion this approach gwe tweaker long range attacks and
leaves the problem of strong close range attadkersSmiters unsolved. | have seen
the build played well in SP PvP though.

A few additional comments:

- You will need to use burst of speed to hit thetdat attack speed with the bow.

- The author of the guide does not mention fasést cate, you still want to get
65FCR as discussed in the trapper guide above.

High Budget Builds

When it comes to Assassins, by high budget weadkany about Enigma, Chaos, Call
to Arms and a nice set of charms. The claws arg nae and very seldom come up
for trade - anyone that has spent the hours shgppifind a +2 Assassin, +3LS claw
is unlikely to part with it.

PvP WW Ghost Guide by TienJe

The Ghost Assassin has a high level fade for msists and damage reduction and
venom & mind blast with the Whirlwind skill from Kaos' runeword to lock down
and Kill opponents. A great guide with huge amouwftdetail. If you are considering
trying a build based on this guide without Enigniaon't.

PvP Trapper Guide by TienJe
If you have been through the guide above, thisgwdl lay out the details of a high
budget pure trapper guide for you.

PvP Kicksin Guide by wizAdept
Kickers are not the easiest build PvP, but if yantto try it, this is probably the best

32



guide. Once more, don't try it without Enigma thioug

PvP WW Trap Hybrid by Happy Assassin
This build can be made without Enigma as discussede, but having the ability to
teleport opens up a whole new dimension to the géaye

3.3. Barbarian

Whilst barbarians are very viable for PvP | jusirdi feel that | could write a guide

that would be useful for people without just regiating all the existing guides to

them, and without also aiming it towards a batde.audience. A BvC also needs
some very expensive items to really shine. Teleportilets can replace Enigma to
some extent, but the weapons and charms can al$@rdeto acquire. Here are a
couple of PvP guides that you might find usefulujfo. They also go into far more
detail than would be possible here.

http://forums.diii.net/showthread.php?t=666078
http://forums.diii.net/showthread.php?t=260648

3.4. Druid
3.4.1. Fury/Rabies

l. Introduction

If you have a love for shape shifting charactengs ts perhaps the most formidable
option. A Fury/Rabies wolf brings to the table emormous amount of hit points,
superb FHR, and the power that comes with utilizlngl attacks.

lI. Stats

Strength- Just enough to equip your end game gear.

Dexterity- Enough for max block. (With no bloclkgwyleave yourself too vulnerable
to a large chunk of the duelling population. liuyr@ certain you’ll only be fighting
casters and won't need block, then feel free tedke it.)

Vitality- All the spare stat points should be pldee this area.

Energy- Zip. Zero. Nada.

1. Skills

1 Werewolf (if you level your character into thed®0’s, additional points should be
spent here)

20 Lycanthropy

20 Rabies

20 Poison Creeper

20 Fury

20 Oak (this gets maxed last)
1 Raven

1 Spirit Wolf

1 Feral Rage
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IV. Formulas

Faster Hit Recovery Breakpoints
%FHR Needed/Frames

20% 5

42% 4

86% 3

To deal damage ourselves, we must make sure we@reering from our opponents
attacks as quickly as possible. This isn’t as laard sounds as werewolves have the
best faster hit recovery in the game. Make sureayethitting the 4 frame breakpoint
with at least 42% FHR.

V. Gear Selection

HELMS

Jalal's Mane- This helm has +skills, +resists, ersgith, an attack rating boost, and
30% FHR. Socket it with a Shael for an immediafeasthe FHR. If you can reach the
breakpoint without the Shael, consider a PerfedtyRar an added life boost.
Cerebus’ Bite- Comparable +skills, a nice attadkgaboost, and a very nice 33%
open wounds mod. If you can make up the FHR ansdtsegu’ll lose from Jalal’s,
then this is a nice alternative helm.

Rare Circlet- Look for +Druid skills, FRW, and rets. This helm can be useful
against teleporters.

WEAPONS (1 HAND)

“Grief” Phase Blade- My personal favourite. Insa@aenage and good speed.
Death Cleaver s/ Shael- If you can’t net a “Grigfén this is a nice unique option.
“Oath” Scourge- Nice speed and damage, but thiedpsons are superior.
Ethereal Baranar’s Star s/ Shael- Great AR boasats, some decent elemental
damage, and 5 frame Fury, what more could you wdat?can use a non-ethereal
one if you don't like replacing your primary weapibat will lose durability as you
duel, just remember to socket it with a Shael tahat breakpoint. The physical
damage difference between the regular and theesthisr129-159 and 192-237
respectively.

WEAPONS (2 HAND)
Tomb Reaver- Socket it with 2 IAS jewels and an iiitie or Ruby jewel. It gives a
pocket full of resists and is range 4 and incradibkt.

ARMOUR

“Fortitude” Light Armour- This will increase youratinage considerably and supplies
you with a good chunk of resists.

“Enigma” Light Armour- Skills, strength, and mostportantly, FRW. If you have
one, it has a place in your arsenal.

“Duress” Light Armour- Decent resists, 40% FHR, 168éshing blow, and a juicy
33% chance of open wounds.

BELTS

Verdungo’s Hearty Cord- 10-15% PDR, minor FHR, argbod life boost. The
perfect belt.

Rare/crafted belt- Something with +life, resiststats, (OW if crafted), and FHR.
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GLOVES

Dracul’'s Grasp- 5% ctc Life Tap can make or bredkial, so | definitely advocate
their use.

Trang Oul’s Claws- 25% Poison skill damage to iaseeyour Rabies, a great set of
cheap gloves.

Bloodfist- 30% FHR and +life make these normal gl®good enough for end game.
Cleglaw’s Claws- These are good if you're havirayble with Smiters though they
are considered fairly BM. Ask opponent before ggimem.

BOOTS

Gore Riders- The only pair of boots in the gaménwligadly strike, open wounds, and
crushing blow mods. Tie all that to the 30% FRWyth#er and you are looking at
some darn nice boots.

SHIELDS

Stormshield- This is about the only shield | recoemch It has a much needed 35%
PDR and great block rate. Get it. You can Shael litit the next blocking recovery
breakpoint.

RINGS

Ravenfrost- Cold absorb, 15-20 dexterity, and a AR boost. What’s not to love?
Use at least one.

Rare/crafted ring- Something with +life, +resisgtad +stats. If you can't get a good
one, use another Ravenfrost.

AMULETS

Highlord’s Wrath- +1 skill, some lightning resisind scaling deadly strike. This will
help your effective Fury damage.

Cat's Eye- +25 dexterity and 30% FRW. If you angling yourself running too slow
in certain match-ups, one of these might be thevans

CHARMS

FRW charms- These cannot be neglected as you meiyigk foot speed to catch
characters to deliver damage. They are much hegsrtant against melee characters,
but keystone to successful caster killing.

+1 Shapeshifting (Spiritual) Skill Grand Charms-<Ytwill boost your AR, your life,
your Fury damage, and your Rabies damage. Get some.

Steel Grand Charms- If your Attack Rating is p@ofew of these might be the
answer.

Small charms- Look for mods like +life, +AR, ancesists. Maybe a FHR or two will
be needed to hit a desired breakpoint.

WEAPON SWITCH

Death’s Web or x6 Poison Facet Phaser, and x4 RP&iaoet Monarch should be your
end game aspiration. A Demonlimb to prebuff withckant and a “Call to Arms”
should have a home in your stash as well.
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VI. General Knowledge & Strategy

- After you have infected someone with Rabies withirymain gear, if you hit
the ‘w’ key, the added %enh poison damage and -@BRur weapon switch
will be taken into account and will hurt your infed opponent more. You
only need to weapon switch for a moment beforerngtg to your main gear
to finish the rest of the duel. 1 highly recommedaoing this. Here is a
wonderful thread describing how Rabies works:
http://forums.diii.net/showthread.php?t=717215

For duelling melee opponents, make sure you haysedo 50% PDR (and
with Stormshield and Verdungos/SoE, you shouldgeaent attack rating
(with Steel Grand Charms and, if allowed, a Demank_prebuff) and your

75% block. Walk, rather than run, whenever possaiolé pick and choose the
best angles of attack. Smiters are terribly hardwamewolves and certain
whirlwind barbs can be as well.

For duelling caster opponents, make sure you havaparopriate amount of
resists in the right element(s) and a good dedfRWV. If you can’t catch
them, you can't kill them. A 2-hand weapon fortbetange is also advisable.

Use Trang-Oul's gloves against quick teleportergabee a hard-hitting
Rabies bite is more important than a potential Tiég cast because you won't
be able to hit them often.

Here’s a link to PvP wereform basics that everyyRiabies player should
know. Familiarize yourself with the range of yomeapon and shift clicking
Fury:

http://www.youtube.com/watch?v=5hf5kbWXqdQ

You're bound to the ground and your opponent kntvis But just because
you cannot teleport, don’t think that you can'tlssurprise your opponent.
Pile on the FRW, zigzag, change your run patteand,do whatever it takes to
keep them guessing. Running at them in a strdight(repeatedly) usually
doesn’t bode well for you.

While fighting an innately difficult opponent (i.a.smiter), | like to run a lot,
relying on Rabies rather than standing toe-to-tdk tury. | usually zigzag in
a pattern that keeps them guessing, but just whew think they have it
figured out, Il change directions and meet themadion for an attempt at a
Rabies bite. If | miss, then | rinse and repeat imew pattern, and if | connect,
then | hit my weapon switch key to lower their etfee resists and let Rabies
take its toll before engaging again:
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This often works because | feel most players argyltaoffguard and don't
have the reflexes to muster an attack in the tinekes two characters to pass
one another going in opposite directions (and aseeewolf, you'll usually
have a better-than-average FRW). Also, while yoppoments are running,
their defence means nothing and their block is cedyleaving them more
vulnerable to your AR-based attacks.
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Unlike other poison damage sources, Rabies kM®est opponents know this
(and if they don't, it usually doesn’t take too ¢pto figure out after a couple
of duels where it's used), so unless they're detfitwith max poison resist
and PLR gear, opponents—casters in particular—agégemplay pretty
defensively (at least before they are poisoned).

VII. Conclusion

Why should you use this build over another?

| would never go as far as to say it was overpodieoet a Fury/Rabies wolf is very

competitive, and with good gear can handle almagtcharacter in 1vl matchups.
This character also shines in free-for-all stylegeld in which your Rabies is

transferred from player to player even after yoemttl. To top it all off, this character
comes with a surplus of style points for anyonevérenough to take up the pelt and
howl at the moon.

3.4.2. Wind Druid

l. Introduction

This is probably the Druid most suited for the wodf PvP. It comes with dual

attacks—cold and physical—boasts a good amounit giomts, and is able to absorb
a certain amount of elemental damage via Cyclomaodr. Armed with Hurricane

winds as well as Tornados, this is a formidableoogmt for most any dueller.

II. Stats

Strength- Just enough to equip your end game gear.
Dexterity- Enough for max block or none at all. *

Vitality- All the spare stat points should be pldée this area.
Energy- Zip. Zero. Nada.

*Should | max block?

You either build a 163 FC Druid and neglect blookyou build a 99 FC Druid and
get max block. The benefits of the former includlere life and quicker teleports and
Tornado-casting and the benefit of the latter i dbvious 75% block. Both have
their merits.

[l. Skills

20 Cyclone Armour

20 Twister

20 Tornado

20 Hurricane

20 Oak Sage (max this last)

1 point in Arctic Blast, Ravens, Spirit Wolf, DiWolf, and Grizzly**
This build finishes at level 94.

** Why a point in Grizzly?

There are certain battles—usually involving castarswhich minion stack does little
to no good. In these matchups, a Grizzly can as@dhe offense of your Telestomps,
and in the case of a fast-teleporting opponenthezly can occasionally net a lucky
strike to help induce a stunlock for a quicker.kill
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IV. Breakpoints
Druid (human)
FCR Frames
46% 13

68% 12

99% 11

163% 10

FHR Frames
29% 9

42% 8

63% 7

99% 6

174% 5

V. Gear Selection

Helms:

Tornado Pelt- This is my personal favourite. Itsinbhave +5 or +6 Tornado, but
other gravy mods include FHR, life, stats and tediss also pretty stylin’.

Rare circlet- Look for 20% FC and Druid skills. pesially beneficial if you're opting
for the 163 FC variant.

Harlequin Crest- Life, mana, skills, and PDR. W&abt to like?

Jalal's Mane- An old standard, but it might be gtian if you are needing some stats,
resists, and FHR and cannot afford any of the above

Weapon:
“Heart of the Oak”- My only suggestion. It's a nmeeombination of skills and FCR.

Armour:
“Enigma’- I've already touched on how important &gbrt is to a successful Windy.
Skin of Vipermagi- Decent, but definitely not “Emg.”

Shields:
Stormshield (99 FC, block Druid)
“Spirit” Monarch (163 FC Druid)

Amulets: Mara’s Kaleidoscope or Crafted/Rare W@ & Druid skills. You're
looking for skills, resists, stats and potentiaBFZR. If you aren’t utilizing an
“Enigma” then Amulet(s) with Teleport charges ateatvyou’ll need. ***

Rings: Stone of Jordan or Bul-Kathos’ Wedding Bdngu don’t need the FCR and
are able to emphasize +skills. Use a Crafted/Rétte FCR otherwise. Ravenfrost,
Wisp, and Dwarf all have their place in specifictamaps as well.

Belt: Either Arachnid Mesh or Verdungo’s Heartyr@o Which belt you use
depends largely on your total amount of PDR, theessary FCR, and what opponent
you are duelling.

Gloves: Trang-Oul’'s Claws or Magefist if you nég@dR, Bloodfist if you do not.
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Boots: | like Sandstorm Trek for the FHR, statsd gravy poison resist, but rare
boots can also be great.

Charms: Natural skillers and fill holes with appriage resistance ones (for when
Cyclone fades) or life.

***|f you’re using amulet charges for your telepioig ability, then you’ll need to
keep room in your personal inventory for severaiheim so that you're able to swap
mid-duel.

VI. General Knowledge & Strategy

Think of Tornado as your main attack and Hurricaisea supplementary damage
source. For this reason, you should not investihegto (cold) Rainbow Facets or
similar %enhanced cold damage items, but rather spould concentrate on boosting
the skill level of Tornado.

If you lack an “Enigma,” you can still make a sussfel Wind Druid so long as you
make use of Teleport charges. Not utilizing Teteps not an option; it is the
cornerstone to the build, offering offence in thaywof Telestomp attacks, and
defence in the way of minion stack.

The termminion stackis a reference to what occurs when a Druid telspaith
summoned minions; they crowd on top of the Drua#tjrig damage meant for him.
The term Telestomp denotes a tactic in which theidteleports directly atop an
opponent and quickly attacks. Utilize minion stagkenever possible, and recast
your minions quickly if they die, particularly O&8age. Most players that let you get
away to constantly resummon are at a severe diggaly@ your minions are a great
source of protection.

Trappers are the salt to your slug; they are théemwt your sugar; they are
genetically predisposed to taking down Wind Druwadsl far better at it than any other
class. Avoid them in FFAs if at all possible.

Recasting Cyclone Armour is typically not allowedSP duels. That means that it's
a lot safer for you to target non-elemental charscin free-for-all games after the
armour has been diminished. Against those buid4ul's you often must play

offensively at the beginning to maximize your chesmat ending the duel quickly in
your favour before you lose your armour.

In games that are hosted on another continent, Yelestomp abilities will take a
massive hit. In this scenario, don’t underestintagepower of the randomly dropped
Tornados as you teleport around.

VII. Conclusion

Why should you use this build over another?

This is an extremely powerful character and it'dll4lased rather than item-
dependent, so | find that they are a bit easidutal than their Fury/Rabies Druid
counterparts. | would place them in my personalfiee list of ultimate PvP builds in
1.10+ as they are very well suited for dominant’dvdnd have an answer for
*almost* every class.
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Bassano’s made some videos of his wind druid, thezeonly 2 links here, but there
are also several more there:

http://www.youtube.com/watch?v=30EptHsjxWs
http://www.youtube.com/watch?v=FdOoYS

3.5. Necromancer

3.5.1. Bone Necromancer

Bone necromancers offer several advantages ovear dihilds. Their damage is
unresistable, ensuring that you can’t be absorbddallified. They also have golems
to use for both minion stacking and also for tlugirer effects. Finally they have bone
armour for additional protection from physical damaWhilst they appear to be easy
to play, there is actually a lot of tactical thingirequired at times, particularly against
certain builds. Their main weaknesses are thathlgg no way of effectively hurting
a strong ES sorceress, as well as their slow FleRKpoints.

Skills:

20 Bone Spirit/Spear
20 Bone Prison/Wall
1 in Clay Golem
Rest in Teeth

Optional Skills (1 point only):

Amp Damage (useful for team duels)

Golem Mastery (helps keep your golem alive, carugeful as it makes them take
more than 1 hit)

Summon Resist (see Golem Mastery)

Important breakpoints:

As shown in the table in section 2 necromancere lagakpoints for FCR at 75 and
125 FCR. 75 FCR (10 frames) is an absolute minimi@3 FCR (9 frames) is the
recommended value. 9 frame casting helps greatinaglow life characters such as
sorceresses, as you can keep them in hit recovery easily.

In terms of FHR the best breakpoints to aim for &6eand 86 (7 and 6 frames
respectively). Necromancers have high hit recowengs compared to other classes,
and as such it is very important to get enough FiéR1 items to raise it to a useful

level. Additionally your life will be lower than nsb other classes, making it much
easier for people to deal enough damage to puintothit recovery, as explained in

section 2. FHR is also vital for escaping from @ttathat automatically stun, such as
mind blast and smite.

Gear Options:
Whilst you can make a bone necro with fairly chgems, like all builds they benefit

from more expensive options. 3 different leveldtems are given, corresponding to
poor, medium and high levels of wealth, with sorigebptions given at the end.
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Helm

Low — Peasant Crown, Harlequin Crest
Harlequin Crest is a very hard to beat helm for easter, but especially for
necros and sorcs due to their lower base life.
Peasant Crown is a good alternative if you dormviehane

Medium — Harlequin Crest, +3 PnB/20 FCR Circlet,sk#tls/20 FCR rare circlet
Circlets are very useful for reaching the 125 FGRakpoint, with 2 sockets
they can also fill other gaps in your items
When choosing a helm bear in mind that +life/maealg@vel is not multiplied
by Battle Orders

High — Circlet or 1.07 Valkyrie Wing — 30 FCR, 3BIR, 30 FRW
A 1.07 Valk Wing makes hitting the FCR and FHR Bye@Ents much easier,
the only downside to it the lack of +skills

Armour

Low — Stealth or Vipermagi
Stealth is a great armour for a bone necro if yanitafford Enigma, the FCR
and FHR are the main useful mods, but the FRW Isamkee very useful
Vipermagi give slightly more FCR than Stealth (86tead of 25) but lacks the
FHR and FRW. It does give much better resists thoug

Medium — Same as Low

High — Enigma
Teleport, huge strength bonus, skills, doesn’'tyesed any more explanation

Weapon
Low — Wizardspike

Great resists which can free up a lot of othersslas can the high FCR
Medium/High — Heart of the Oak

Like Wizardspike, but with lower FCR and resistst $3 skills

Shield

This depends on if you're going with max block ot.nf you aren’t then Spirit is the

obvious choice. With a max block build there aren&in choices: Stormshield and
Homunculus. Homunculus has the advantage of +skiltsbetter resists, along with a
slightly better blocking chance, but Stormshield I3%% DR, which is invaluable

against characters that do high amounts of physiaalage. Generally it's better to
just swap Homunculus for Stormshield when you rteecextra DR.

Belt

There’s only really one choice here, Arachnid’s Nes the default belt for most
casters for good reasons, the FCR is a massiveirhgtting to 125 FCR and more
+skills are always useful.

Gloves
Trang Oul's Claws or Magefist. Trang’s are gengrplleferred, due to the extra cold
resistance and the mana regen on Magefist not lveinguseful when mana pots are
allowed

42



Boots

Low — Aldur’'s Advance, Natalya’'s Soul
Good FRW, resists.

Medium — Sandstorm Trek
Decent amount of FRW, generally preferred oversiieboots above as they
have 20 FHR and give good stat bonuses

High — Tri-res Boots with FHR/FRW
Rare boots can get up to 40 resistance to 3 elamanivell as 10 FHR and 30
FRW, meaning that the best pairs will be far bettt@n the uniques and sets.
Very hard to find a pair like this though

Rings

In general the ring slots are a choice between B@dR+skills. They're a good place
to make up FCR that’s missing from other items. Bl look for on FCR rings are
stat bonuses, resists and life/mana. If you'reusig teleport then 1 ring will have to
be a Ravenfrost for the CBF.

The +skill rings are all uniques, and the choicevieen them generally comes down
to whether you need the mana from an SoJ or thérbim a BKWB more.

Amulets

Low — Rare +skills amulet — Look for resists, $tahuses and so on

Medium — Mara’s Kaleidoscope

High - Crafted amulet with 15+ FCR. Good ones caatbMara’s, but are very
difficult to craft

If you don’'t use Enigma then a good amulet withepelt charges will help
immensely.

Charms

Fungal GCs with second affixes are best, but gringal GCs might not be worth
using over additional resist/life charms. Your charshould make up for some of the
deficiencies your main items leave, such as getimgxtra 15 FHR to reach the next
breakpoint. They're also very useful for maxing quiur resistances, particularly
once you've accounted for the Anya bug. It's nottiwvausing 10 plain skillers if it
leads to you having a very low final life total tvipoor resistances. Unlike other
casters you don’t have to worry about being abshrbe you can focus on the more
defensive aspects instead.

Sockets

Sockets are useful for hitting that next FHR breskip or getting that last bit of
resistance you need. The most commonly used séttket are Shael and Um runes,
Elds (for shields), Perfect Diamonds, -requiremgetwels and jewels with
combinations of these modifiers. If you use Smntswitch then an Eld is better than
a —req jewel for Stormshield as you'll need 15@rsgth anyway. Shaels are good for
armour and helms as they save more inventory shareUms (20 FHR takes 4 SC
slots, but 15 res all only takes 3)
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Duelling Tactics

*All these strategies are for 1v1 play, but most ba applied to both FFA and team
duels.

General
Always keep your golem up. It's there to take faisyou, so let it. If you see
its health decreasing without being hit then thare likely to be invisible
missiles close by (or lag), which includes BoneriBpiHammers, and Guided
Arrows, but most projectiles can turn invisiblesimme circumstances.
Learn to use Bone Walls, they provide an extragiafgr traps to waste shots
on and block charging paladins (which also helpsréwvent desync)
Always keep moving, you can’t tank a smiter so tlory. Mobility is one of
the most important aspects of PvP, so if you dbaite Enigma then try to at
least get something with a good amount of telepbarges on. Get as much
FRW as you can and try to use light shields/arntgpes
Use the right attack at the right time. Spirits sle@v moving, but track targets
and can turn invisible. Spears are fast movingwaifichit everything they pass
through, but only travel in straight lines. Teetlhe easiest way of killing low
life minions such as a Druid’s wolves; it can gtad some sorcs with low life
into hit recovery and can force amazons into daugel
Practice, even with the best items you can't jegport around spamming
spirits, that's a quick way to get yourself killed

Amazon

Bowazon — Use plenty of Bone Walls to block GA a@d\. If you see your golem

taking damage with nothing on the screen get behindck or a wall. Teleport

charges are very useful here as zons normally hmfequantities of FRW, making
catching them hard. Once you have them close enoaghTeeth until you see the
dodging animation begin, then switch to spearnslhi them off.

Poison Zon — They'll likely do massive amounts ofgon damage over a relatively
long period. Stay well clear of the poison cloudsvathout any additional PLR or
+max resist over your normal items they might bke &b do enough damage to take
you down to 1 life in 1 hit. If necessary then yzan swap in Death’s gloves, but only
do this as a last resort. In terms of actuallyirgjithem use the same tactics as for the
bowazon

Assassin

Trapper — There are two types of trappers, Weapiels and Claw/Claw. With
weapon/shield ones just keep your distance and spy@ints until they’re forced to
move out of their trap fields, giving you a chancaet closer in. Claw/Claw trappers
are more difficult due to Claw Block giving themetlthance to block half your
attacks, but the principle’s the same. Mind Blaslikely to be problem at points, if
they catch you with it then run out of range, telting will often take longer to
escape with.

Ghosts — Not a particularly common build, but tlaeg one of the hardest opponents,
designed explicitly to counter casters through masamounts of stun. They’ll likely
be very aggressive, Mind Blasting and laying Wadp$r round you in an attempt to
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keep you stunned, giving them a chance to telepand kill you with WW. Most of

their damage comes from OW and Venom, their trag physical damage is
generally low, so make sure you're poison resistmaxed, physical DR isn’'t
necessary. You'll be forced onto the defensive laanke to be very careful. If you do
get stunlocked then walk rather than run out of ttlag field. 86 FHR is the bare
minimum here.

Hybrids — Generally you need to use a combinatibrihe previous two tactics,
depending on if they’'ve focused more on trap dantegéenom/OW damage

Barbarian

WW Barbs — Keep as much distance as you can frem tdon’t try to tank them and

make sure you have a high amount of DR. The ditffoof this duel depends on their

skill and how well they’re playing. If they do lorvghirls then use it as a chance to hit
them with spirits and spears. If they're good thew'll need teleport charges to

escape the leap -> tele -> whirl sequence. Speabeaiseful, but at close range you
need the homing ability of spirits.

Druid

Wind Druid — If they're using wolves then there’sery low chance of anything you
cast hitting them before they're dead. Fortunatey have very low life and 1 hit
from Teeth will kill them. The hard part is gettictpse enough to them to use Teeth
without getting so close that you get telestompad lFammered with Tornados. One
advantage that is key to winning this match-ué& tyour FHR and FCR breakpoints
are much better than a human Druid’s. Once youlmaimated their minions you
need to be quick, as they’ll most likely immedigtidleport away to resummon them.
Spear is generally better than spirit at this paastyou need to hit them before they
escape. An alternative tactic is to lay a fieldspirits in an area, lure them over to it
and then kill their minions with Teeth. Sometimés possible to time it so that the
spirits begin to home in on the Druid just as yastiby the wolves, dealing a lot of
damage. This is difficult to pull off successfuthough and can take several attempts
to get right.

If you get caught by them then you have to actldgjcTornados do a lot of damage
and you can’t take many hits. Teleporting is notyntlo slow to allow you to escape
them, you have to walk or run a bit first. As alwayou should have your golem
around for taking some of the hits.

Necromancer

Bone — Keep close to walls and watch very carefigifyany sign of IBS. It is actually
possible to see an IBS, as it has a small lighusadssociated with it, but it's very
faint and you can't rely on it. Recast your golenmiediately if it dies and look for an
opening. This match-up can sometimes go the whag without either of you

appearing on the others screen, so unless you somgét in very close to them it's
normally better to stick with spirits.

Poison — You have a big range advantage, so takentae of it. Poison Nova has a

range of about a full screen (800x600) so try &y sit least that far away at all times.
Again, spirit is in general the better attack.
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Paladin

Hammerdin — High unresistable damage, high life deslync. They can also make
invisible hammers. Try to cast Bone Walls in theelof their Charge, it makes it far
more difficult for them to desync. Predicting desys a major part of this duel, if you
see them charging on the minimap then it's genesalfe to assume that their actual
position is about half a screen to a full screesaahof what the map shows. They'll
often be charging in seemingly random directionsam attempt to increase the
amount they're desyncing by, so be careful, as tmyd come from anywhere. If
they try teleporting on you and then casting hansmsmply walk straight down
immediately and cast spears at them.

Smiter — Telesmiters are very rare here, but ndepoeting ones are relatively
common. As with Hammerdins you must be able to laveugh idea of where they
actually are. When they close in cast a couple @ieBWalls in between them and
yourself and then begin firing spears off at thétrs.still worth putting on more DR
in case they do hit you, but unless they get yomgd against an obstacle they’ll have
trouble keeping you stunned due to the knockbac&rnite

Sorceress

Blizzard — Often they can kill you in one hit if ydhaven’t stacked any cold resistance
over 75. Absorb won’'t be much help as it can ordglithe difference between your

current life and maximum life. This is a hard matgh the only real advantage you

have is the lack of casting delay on your spelisjrtsuperior casting rates can make
your range advantage difficult to use. If you deent cast a Blizzard and it's clearly

not going to hit you take advantage of their bviginerability and cast some spears at
them. Alternatively cast Teeth first and see ipuits them in hit recovery. If it does

then switch to spear after the first one or twa.hit

Fire/Lightning — These are grouped together aspthreciples are similar. Fire sorcs
have a tight damage range and faster casting ftight korcs, but Light sorcs can
reach enormous maximum damages. Take advantageuofnder range of damage
dealing skills and don't just spam spirits. As watlh low life characters Teeth can be
very effective if you can get close enough.

ES Sorcs — These are grouped together as no mdttdr attacking skill they use

you’ll encounter similar problems with them. ESvisry good for absorbing magic

damage; you’ll often find it almost impossible to dny real damage to them whilst
it’s still up. With their big mana pools that’s ikely to happen though. The only real
chance is to try to get multiple hits at the sameetand drain their mana, but this is
almost impossible if they're awake. ES sorcs aeedlosest thing to a hard counter
that a Bone Necro has, so don’'t worry too much ahotibeing able to beat them.

Some duels of a bone necro | found on youtube are, lthere’s a mix of nec vs. nec,

a fire sorc, and a WW barb:
http://www.youtube.com/watch?v=wnpV9e_4sC4

46



3.5.2. Poison Necromancer

INTRO

A poison necro is a very nice build to play. Halso powerful enough to kill several
enemies. Necromancers have very nice FCR brealgpsmtyou will not be easy to
kill. Poison nova deals very nice damage and wlmnhave lower resist, it is not so
easy to stack against, your enemy must sacrifiteetogems, or stay with lower
poison resist which is very good for you. Nice atege is, that lower resist has a
very large range so you will never have a problarttipg the curse on an enemy.
Only problem you can have is assassins using fadause that will cause the curse
length to be drastically reduced. Another advantagehave are spare points because
the poison skills require only 60 points to be &yhergised so you will have a chance
to get nice damage in some bone spells vs. Enewmiitss stacked poison resist.
Unique problem you sometime have is take last 1 fiditn enemy. A Poison
necromancer is one of best builds for teamplay ianduels is pretty good too. His
only problem is with FFA because you are doingskidir other players.

STATS

Strength — you need to have 156 strength for Staettsand spirit, enigma on level
90 provide you about 63 strength you will need @l®®4100 points here

Dexterity — you really need max. Block with Stornesth to survive in several
situations

On level 90 it is a little bit more than 200

Vitality — all you will have spare after you wilklre full block and 156 str. With gear
Energy - nothing

SKILLS

Poison and Bone skills

Poison Dagger 20

Poison Explosion 20

Poison Nova 20

Teeth 5-15 (to have final level of teeth 23 witlag® have 24 missiles)

Bone spirit 10-20 (depend on your final level aedg

Bone armour 1

Bone wall 1-x (this is useful vs. e.g. smiters batm not using it. And if you will
have spare points on the end you will synergiseelmymour and the damage of your
bone spells)

All prereq. Skills 1

Curses
Lower resist 1
All prereq. Skills 1

Summoning skills
Clay Golem 1
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SKILLS INFO
| will write about the skills in order to you neade them in battle

Lower resist — Your support skill to poison novaitthis skill you will do extra
damage if your enemy has only classic 175 poissistieso he must decide to let you
deal higher damage or sacrifice some nice piecdi®fgear which provides an
advantage vs. some builds. Because no builds wéhl igear have enough resist to
stack your poison resist on hell.

Poison nova — Your first killing skill. You have advantage, in that nova covers all
of the area around you (especially when you spararaenovas in few time). Range
is not so good, so you need to be close of youmgnevhich is a disadvantage vs.
some fast caster enemies with long range projsctidamage you will have between
6,5k and 8,5k which is pretty good even for doinghe damage to enemies with full
resist.

Teeth — You really need them to finish your enemid® level of this skill increases
their number up to level 23 when you have 24 massilThen you must choose if you
want to have better teeth damage to finish enemiéis replenish (mostly from

HOTO) or you need more bone spirit damage vs.sengiers seems to be very useful.

Bone Spirit — This skill provides you extra damalgat cannot be reduced by resist so
you can use it vs. enemies with very high and stddlesist. Another advantage of
this skill is also tactical, because you can moyesbme passive and dangerous
enemy as trapsin,

Clay Golem — Your protector vs. several dangeronsnges, especially melee
enemies. Clay golem is a really huge advantagsmgers, bowazons or something
which can be slowed or which can hit only one targe

GEAR
What to look for on your equipment:

FCR — For teleport and poison nova casting you nedelaat 75 FCR to be effective,
which is 10 frames. Vs several casters it is musteb take 125 FCR to have a much
better chance to catch them.

FHR — If you are using spirit vs. casters, it is easg recommended use 86 FHR (6
frames), when you are using Stormshield, bettdrbeiltry to have at least 56 FHR (7
frames) which you can try with shadow dancers anesamount of SCs in inventory

+ skills — Poison nova damage, same as lower resist eifizigncrease very nicely
with +skills so try to put on gear with as many Hskpossible because the advantage
will be very nice.

Stats, life- of course, the more the better.

Resists— If you are using HOTO and spirit vs. casters) yave quite good resists
which can be easily stacked up to full resist olhU&@ng some resist small charms. If
you are using Death’s web, you may have resistF problems so you will find
out that DW is good only vs. some melee builds.
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Weapon

In most duels you have 2 options:

HOTO: I think this is best option because you hawe FCR, nice resist, +3 skills is
pretty good too and best advantage in some duelakssage as an extra target for
enemy

Death’s Web: This option gives you better optiomsdealing more damage due to —
EPR because 40-50 extra enemy resist makes for senmels poison resist stacking
problems. Lower resist usually does about -60 aitld about -45 from DW you can
get more then -100 and getting 275 poison resisbigasy.

As another option for weapon | see wizardspike (EOR, nice resists only
disadvantage is +0 to skills) or maybe spirit iliyare not rich enough to have HOTO
because spirit has nice FHR, skills, mana, FCR

On switch best option is CtA. If you are playing Givid you have not enough mana,
you can use insight on switch.

Shield

Stormshield — You need to have block in some digsst option for socket | see is a
shael for nice fast blocking which has proved toJeey useful for not having
problems with blocklock from some enemies.

Spirit — probably best anticaster option becausehihge FHR and FCR is enough
reason to use it.

Darkforce Spawn — you can use one with a +3 togmoand bone roll to have better
damage, 30 FCR is good too

Homunculus — you can use even this as block optiormelee but it is not nearly as
good as Stormshield because damage reduction mrtamp. Advantage is presence of
skills and some stats on this shield

On switch best is spirit to boost BO or lidless Mfayou have not enough strength
Armour

Here there is only one useful option how to bedatife and that is Enigma

For GM you can choose Skin of Vipermagi for FCR aesists but in BM you will
not be effective with it.

Or if your damage seems not enough, you can trynBla which will make your
damage really interesting.

Helm
Shako — nice +2 skills +mana, life

Best choice for socket | see is a Shael for regcthe 86 FHR breakpoint or if you
want to have huge damage, you can use a facet
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Rare circlet — you need to have +2necro skills/@RFSome +life or mana is good,
usually Shael as socket. Or a magical circlet wBhpoison and bone/20 FCR

1.07 Valkyrie Wing — best choice for players whesgess this piece of gear because
30 FCR gives you more flexibility, and FHR is pyetiseful too. Socket is about
choice here because with this helm and spirit ye®dR will be probably enough to
have 86 breakpoint so you can use a facet or fjegist in place of a Shael.

Gloves

Here is a very easy choice and that is Trang ss@ldws because of the +25% to
your poison skill damage and 20 FCR. And +2 cuise®t so bad too when you are
using lower resist

Belt

Arachnid mesh — Best choice if you need FCR

Verdungo — if you have enough FCR and you needdaifhage reduction, you can
take this because extra vitality is nice.

Boots

Rare boots — triple resist (in order to light, fioeld and poison is best) ones with 10
FHR are the best choice but it is hard to get them

Shadow dancers — 30 FHR and +dexterity is very, rieeause when you are using
Stormshield, you will need FHR and you can builditynecro with a smaller amount
of dexterity with full block only using shadow daams

Hotspurs — Fire sorcs are one of your worst enesoegou will probably need very
good fire resist to beat them.

Amulet

Mara’s Kaleidoscope - +2 to all skills (boost ewaur BO), +all resist and +5 to all
stats is very nice

Crafted caster ammy - +2necro (or poison and borieCR with some life or good
resists

If you want to have 125 FCR with Stormshield somes you will need at least +15
FCR on ammy so it is not easy to find good one

Rings
Two SoJs is the best option I think, because msuoaeé of the most important things
even if you can spam mana pots, because it isouwd gthen you must drink a mana

pot every few seconds. If you want you can use BKiBnore life.
If you will have some special enemy, you can take wisps or raven frost
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Inventory

| am using 6-8 poison and bone skillers for havedgdamage (with life or FHR are
better)

Rest of inventory are vita SCs. If you will haverso elemental enemy, you can put
some resist SCs to your inventory or if you wiledeFHR SCs you can replace some
vita SCs.

DUELING STRATEGIES

Duelling strategy for nearly all duels is in 3 gart

First you must spam lower resist to enemy. Thigery easy because your lower resist
has a huge range and you shouldn’t be hit durirsgpihase. Do not forget about curse
length and sometime during the duel recast it camgn The only problem is with
assassins using Fade because you need to casiolyse few moments before you
attack.

Second part is teleing around and spamming poiswa.nrhis phase will depend on
the enemy because sometimes you must attack andriglour enemy and sometime
you are only defending your position and spammiogas. Poison nova is only 2
seconds long so you can hit your enemy more oftan with other poison attacks.
After you have the feeling that your enemy is olifel (you will see lock on him or
you will hit many times) you should use teeth omrag. This is just pure attacking
action because after first your hit enemy shouldléad so you can try attack even
dangerous enemies.

AMAZONS

Bowazon

You should be superior against bowazons becauseag@wery fast and you can
escape from arrows. Best strategy is to be offengelestomp on the bowazon, and
let golem a hit because after she will be slowedicvis much better for you. But do
not stay too long in her presence, one poison mweaough, then go far away, and
again you can go back and attack again directlythis case full block with
Stormshield is necessary. Also bone armour shoella you take some hits.

Javazon

Javazon should not be problem for you but you nmestareful to not go into the

poison cloud. You are much faster and your poisovarhas better coverage of the
screen. The only change against bowazon strateggtiso go right for the javazon

but only enough close to poison nova, becausehaniigy javazon can smash you
quickly.

ASSASSINS

Trapsin

This duel is very complicated for both you and tifagsin. If the enemy trapsin does
not have teleport you must spam bone spirits toefdhe enemy move from his trap
field. Then you can try attack from close, but youst be very careful to not let him
MB you, because you will have problems even withFB&R. Try to run from MB
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(not tele) and then again attack. Trappers shoale Iproblems with resists so in this
case it may be better to use Death’s Web with @BIy*CR.

WWsin

Not really easy enemy but it is not impossible &atbit. You must play a purely
defensive strategy with very fast combo of LR/poismva/tele around. She will
reduce your lower resist length with fade and dke have about 65-72 extra poison
resist from fade. But even with fade her resistasenough to stack your poison with
ideal gear, so Death’s Web is better in this c#sshe has enough stacked poison
resist even for Death’s web, then switch back &1th5 FCR setup.

BARBARIAN

Whirlwind

Poison necros seem to be one of the effective $ualgainst this very powerful
barbarian. You have bone armour, full block anchv8tormshield and enigma 43%
damage reduction. It is important is find out howany poison novas you need to get
him to 1 HP. In the case of a good resist stack&tl Warb you will have problems
because it is not easy to hit him when he is us&ap and when he is whirling
through you it is painful for you. In this case toy spam more bone spirits because
even 4 your spirits do about 1k damage to your gnend that is not insignificant.
Most of the duels depend on your skill to dodge WgV well enough. An ideal
moment for your attack is usually just after hetst®/W. The basis for success is that
you must hit him every time he is whirling througbu after he has just caught you.
Usually you can not survive so many hits from hisnh& from you though, so you
must catch him with nova when he is unprepared. Mieeis on 1 HP, it should be
easy for you because he has no replenish, unlike/ esters and one teeth will do it.
Then you must only survive his ww and he will badleBest gear for me seems again
to be Death’s Web with 75 FCR which is not so dasgause you need circlet + ring
+ ammy or you need at least 2/+15FCR crafted amonynécro but then you will
have a nice advantage.

DRUIDS

Windy

This is a very complicated duel for you because ymst be very patient and not let
him catch you. You will have a better chance th@oae necro would, but it is still
not easy. Poison nova should easily kill miniondhsd is not your problem but oak
sage is immune to poison, so you will be againsthoige amount of HP (over 5k) all
duel. In this case it is better not to cast oakesimgm HOTO because it gives him
another target to lock you with. Another problenil we the last HP, because they
will usually be using HOTO, so his replenish wi# uite high, and damage of your
teeth is not impressive. Therefore you must casigponova even after he seems to be
on 1 HP to get him back to 1 HP. You should usenssbield for damage reduction
and 75 FCR with Death’'s Web or 125FCR with HOTO &tarmshield.
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NECROMANCERS

Bone

This is one of the worst enemies for you becausg #ne very quick and have much
longer ranged projectiles, which do high damageu WMust use 125 FCR gear to have
a chance and you must cast oak sage from HOTOIlapdjclem every time they die.
They provide you with at least a small chance t@sau from the many bone spirits
you will have around when you attack him. Try t@ umsummon lock as many times
as possible even if it is really hard to catch & EER bone necro. Tele on top of him,
cast poison nova and then disappear. He can dkskatou with bone spears and you
again have problems, so be careful even when lodfagsive.

Poison

Same builds against each other is never easyytd spam some spirits to force him
to move and attack you. Cast poison nova randomlizave a chance to hit him
during his tele through because here a defensietegly is probably better then
offensive and when both will stay on their placwiill be not duel. | never played vs.
Another poison necro so | do not really know anoteategy.

PALADINS

Smiter

Not an easy enemy but you should be patient entaubgt poison and spirits kill him.
Spam many spirits to let him charge through. Samedi cast bonewall to stop his
charge and his desync. Do not stay in the samee gtacmore than a few seconds,
because desync will cause you problems. Use pamsa when he is charging
towards you, spirits can be used for more long eaattpcks, when you see him very
far from you. Be very careful even when you neefirtich him with teeth, because he
can desync you and kill easily without receiving duts. Use sage from HOTO, let
him charge to golem to have a chance to slow hichktencareful when you have Life
Tap on you. Then it is better to recast your godrd your sage from HOTO to not
let him take any HP back.

VIT and T/V

Here it is most important use sage from HOTO am@dstgolem because they can
take some FoH. You can try to attack him from matkedistances, but it is better to
use nova when he is charging to you and spam mamg $pirits.

Hammerdin

You must be very patient and not let him catch ybus better to use a defensive
style, spamming poison nova around you, and spiritee right direction. Try to stay
along walls in the moor because hammers can beogledt by walls. Sometime you
can tele through a house in the moor to get some. tin this case teeth for the last hit
should work well.

SORCERESSES
Blizzard sorc

This enemy will smash you with very few hits buizbard is not as good to attack
with as fireball. If you decide to overstack, itlltost you a lot of changes in

53



equipment, but after that you will be able to suevenough blizzards to attack your
enemy with poison nova. In other cases you trypms many spirits and use poison
nova as a defensive way to keep him at a distdraze. not overstacking resists most
of the time, so | prefer to rely on my skill to dmdblizzard. Spamming novas when
you are escaping from sorc is important as is ustgFCR gear.

Fireball sorc

Probably along with bone necros your hardest entmyeat. You will not survive
many fireballs, so you can't stay and attack hifsoAthe range of fireballs is much
higher than your attacks. You must try to get gm &b enemy, spam nova and then
again escape. If the fire sorc attacks you, yol @lve a better chance because you
should be able to dodge some sorc attacks andithitp@ison nova, but at the same
you will have problems escaping from fireball stuhen he catches you, particularly
if they use 200 FCR, which is too fast to avoid5 FXCR gear and good resist are
essential.

Lightning sorc

It is similar to the fire sorc strategy, becaugétisorc can hunt you and you will have
really big problems with hunting the sorc. Maybe ussps to survive more and try to
catch him. Spirits also help to your strategy, bnly if the sorc does not have ES
because your bone damage will be very small witl{gage with fire sorc).

3.6. Paladin

3.6.1. PvP Vindicator

(by Sequana and Denton, partners in crime)

Welcome. This guide is meant for the SPF PvP scEme.difference between an SP
Vindicator and a b.net Vindicator is partially inet distribution of the status points,
but mainly in the equipment and strategy sectitveny things allowed/available on
b.net are banned/not available on SP.

Introduction:

Vindicator: a paladin using Smite and Charge asvam attacks, accompanied with
Fanaticism as his primary aura, also known as sha@tér". He deals plain physical
damage, but in a unique way. Smite is a meleelatteat some don’t even consider
as a melee attack, that is because Smite doe<lyobm Attack Rating at all and it
always hits — it cannot be blocked with a shielthit8 however can be dodged by
Amazon’'s dodge skills and blocked by Assassin’s wCI8lock. Smite is
uninterruptible, meaning that as long as you kewfirsg, the only thing that can
interrupt the attack is when the smiter’s hitpoirgach zero (i.e. character’s death).
Smite also knocks back and stuns. (Note that Stas ot actually disable a player
character, but as long as the “stun swirlies” asthle on a character’'s head, he/she
will go into hit recovery from any amount of damgge

Open Wounds works with Smite but Deadly Strike doet Life Tap curse does
work with Smite, but Life Steal (aka “leech”) doest. Getting hit by “Slow %”
affects Smite attack speed, so if you get hit Ilay Golem your Smite speed can be
reduced noticeably until the effect of the slow vgeaff. Note that chill affects Smite
attack speed, so Cannot Be Frozen —property isriapioto have in the equipment.
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Charge is the second one of smiter's main attdtks.a great way of transportation,
on plain fields almost as fast as teleport, arglatpowerful attack especially against
low-defence opponents. Charge knocks back whenitst o you can keep on
charging until the target isn’t knocked back anyendZharge is fast, and that brings
with it an interesting and very powerful feature fact it's a bug or imperfection in
the MP code of D2, but let's call it a feature)etso called desync (short for
desynchronization), which allows the charging pmlatb appear to be almost
invisible for other players.

Status points:

Strength — Enough to equip all gear. Basically it meansb® able to equip
Stormshield, or Crown of Ages if you want to usdtiis not really good to calculate
with +strength from other items like charms or gras it can ruin flexibility. You will
need different gear vs. different opponents.

Dexterity — Enough to get 75% block with Stormshield withlyH8hield on. Again it

is not really good to be dependant on dexteritynfitems, however one exception is
Ravenfrost, you basically have to use one Ravenimseverything you need block
for, so the 20 dexterity from a Ravenfrost is rentanded to be built in.

With a level 20 Holy Shield (adds 35% to the blatlance), Stormshield requires 136
dexterity at level 90 for a 75% chance to block.

Vitality — Rest of the status points.

Energy — None.
Skill points:

20 Smite

20 Holy Shield
20 Fanaticism
20 Defiance

1 Vigor

rest in Charge

Other options:

1 Salvation (it is not needed, but it can be handy)

1 Conviction (definitely not mandatory, can be usehly if you plan to participate in
team duelling)

1 Cleansing (personally | never used it, usually gon’t have enough time for it to
be really useful)

20 Resist Lightning instead of Defiance (Defiancpassive bonus to the defence
bonus of Holy Shield is useful vs. melee oppondni$ not vs. casters. Usually there
are more casters than melee characters, and lghisiprobably the most common
element, so the passive bonus of +10% to max lightresistance from maxed Resist
Lightning is useful and can free an equipment &otsomething better than anti-
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lightning gear. But remember that the +max resistaunted as a source of absorb in
the SPF duelling rules.)

The gear:

Good thing is that smiter needs mostly Meph stuffjeans relatively easily available
(or tradeable) items. Only exceptions are armodnaeapon, which unfortunately are
two of the most important things for a smiter, dmshestly together with a poor
armour and weapon, you can’t expect much even &@miter.

As | will list soon, one of the best armours is titade, especially for its 300% ED.
However the 300% ED is not crucial to be effectianks to the huge ED from your
skills (Fanaticism, Smite and Strength togethee gikout 1000% ED).

Weapon is another story. Grief is by far the béstice of weapon for a smiter, made
in either a Berserker Axe (BA) or a Phase Blade)(PBe +340-400 to damage
attribute found in Grief is added to the base Sm@mageThe difference in damage
with Grief compared to other weapons is huge. Aryarno plans to play with a
smiter more should aim for this weapon, it's realigrth it. If you can’t afford Grief,
then focusing on a setup with OW can work nicely.

Armour
Best choicefortitude Archon Plate — best option for the damage boost, resists and
defence bonus. A bit expensive, but at presenaicdgytnot so uncommon.

Other options:

ExpensiveEnigma - if you are ready to learn and utilize telesmiEajgma is a top-
end choice of armour. See the section about tetegni

Infamous1.07 Arkaine’s Valor - a bit underestimated as a smiter’s armour, tzdn
be as good as Fortitude (more life, less damage).

CheaperShaftstop (great especially vs. physical attackers, alloovsige HoZ while
retaining a good amount of DR 9%Buress Lionheart, Stone Arkaine’s Valor.

Weapon

Best choiceGrief — without a doubt the best weapon for smiter e ¢iame. Best
base weapons for Grief are Phase Blade and BersBxee In terms of damage it
doesn’t matter almost at all which one is chosenGeef does not enhance the base
damage of the weapon by a percentage, insteadtiafids the +340-400, depending
on the Grief’s roll, on top of the base weapon dgen#B is faster, it doesn’t require
any off-weapon IAS to achieve a 6 frame Smite togewith Fanaticism, whereas
BA requires a little bit of off-weapon IAS. But espally in melee vs. melee duels
BA is superior thanks to its range 3 compared ¢oréimge 2 found in a PB.

Other options:

The Redeemer- gives the second highest Smite damage afterf,Ghanks to the
substantial up to +120 damage added.

Oath BA - high Charge damage with relatively low cost, dispeed.

Kingslayer BA - good OW %, but lacks a bit in damage.
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Shield

Best choiceHerald of Zakarum — best paladin shield in the game although not bes
in every situation. Upgrading the HoZ is recommehbet not necessary; the increase
in defence is small, and the shield’s base damags gp from 20-28 to 46. Chance to
block remains the same. The shield’s base damagassé get a large boost, but
keep in mind that Grief for example adds up to #®the shield’s base damage, it's
just not shown on the shield’s damage reading. Mwsiters meet the strength
requirement of 142 for an upgraded HoZ, so if yauéhthe runes to upgrade it, go for
it, but don’t worry about it if you don’t have thenes.

Other options:
ExpensiveExile - very high defence thanks to the active Defiaaae, high chance
of Life Tap (15%) makes it awesome in some situetiddM shield.

Stormshield — vs. physical attackers often better than Ho&agbs good to have in
stash.

In stash: 4x PTopaz and 4x PSapphire pala shield

Weapon Switch

Weapon: Call to Arms — Battle Orders (BO) gives a huge bonus to lifs, aften
simply necessary in PvP. Battle Command (BC) istipgisst gravy; it gives a slight
damage boost and adds 1 level to the BO (remerolirst it before BO).

Shield: Spirit in a paladin shield — +2 to all skills, used ta&bBO level for more
life.

Other options:

“any weapon with +x to paladin skills/Holy Shield? “any shield with +x to
paladin/all skills” — if you don’t have a CtA, yatan at least boost your Holy Shield
level with the weapon switch.

Helm
Best choiceHarlequin Crest — easy to find or trade and at the same time kxdel
helm, socketed with 15 resist all jewel.

Other options:

ExpensiveCrown of Ages— great especially vs. physical attackers, impartant to
take into account its high strength requirementksted with 15 resist all/-15 req or
15 resist all/15 IAS jewel if you need the IAS.

Cheap-expensiveare circlet - pala skills, resists, life, strength... (optibR&R for
teleporting).

Andariel’s Visage (10 to maximum poison resist and 70 poison redsskills,
+strength) vs. poison attackers.

Belt

Best choiceVerdungo’s Hearty Cord — best smiter belt, again Meph stuff and it is
really worth to gain it.

57



Other options:

Thundergod’s Vigor - great especially vs. light attackers, be caréfuhot use it
together with Fortitude (too many absorb sourcesa}h

String of Ears — can be considered as a cheap Verdungo’s.

Gloves
Best choiceBloodfist — cheap and absolutely great. Upgrade them foehaefence.

Other options:

Dracul's Grasp — strength bonus and OW make them nice gloves;dtTbe handy
(although it won't trigger so often), be aware s&uihem only in BM duelling

rare gloves — with resists (useful only if you ardéig need for resists)

Death’s Hand (PLR 75% and 50% poison resist) vs. poison attacke

Boots

Best choicesGore Rider — DS adds some charge damage and the OW is really
useful. Upgrade for better defence, their str rall| e 156 — exactly the same as
Stormshield’s.

Waterwalk — Good life bonus: +65 to life, and it's BO’ablgpgrade for better
defence.

Sandstorm Trek - (especially ethereal) the 20% FHR bonus doésuit and the
poison resistance can be useful vs. poison udeysul have really good treks (+15
str, eth), you can consider building the +str itihe character, but that will limit
options if you need more resists etc.

Other options:

Natalya’s Soul— if you need to increase cold and light resist @xample in FFA),
very cheap.

Rare bootswith resists — can be much better than Natalyas$,they are harder to
gain, especially good ones.

Rings

1% slot: RavenFrost— this is necessary, try to get a 20 dexterity. one

2" slot: Good to have open for absorbing (second Mewst, Dwarf, Wisp
Projector). If you don’t need any absorb, then BKW®R) or a rare ring (with mods
such as life, strength, resists...) is the besiceho

Amulet

Best choicesMara’s Kaleidoscope- Simply a great amulet.

Highlord’'s Wrath — The DS % helps Charge damage and the 20% IASeaseful
or even required for BA users, so this amulettigpacontender along with Mara’s.

Other options:
Rare amulet with + paladin skills and other desirable modsl (@&sist, life,
strength...), good one can be even better than'dara

Iratha’s Collar (PLR 75% and 30 poison resist) vs. poison attacker
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Inventory

Small Charms with life and/or resists, and Lion itfad GCs (aka combat skillers),
ideally with life, are the most useful charms fosraiter. Plain Small Charms of Vita
with 19 or 20 life are not so difficult to find artdey are better than plain or low life
combat skillers. A Smiter does not need skillerbeéopowerful. The ultimate smiter
charms are combat skillers of Vita, and Shimmef&@p of Vita, but those are very
hard to get.

Strategies:

This part is mainly for those who are new to PvRu@r not so skilled with smiter, as
those who pwn all don’t have to read any stratsgggestions :). (Although | hope
even they can find some new tips). There can benargl feeling that smiter should
“charge/smite/done” most of the character buildscan be, but often even duels
where you have upper hand can be painful, espgeatthe beginning of your smiting
career.

In general, one should be aware of few pointsolf face up to a physical attacker, be
sure you have 50% of physical damage reduction {@Rshort) or as close to it as

possible. With helm and belt you can easily ge23% DR and then, according your
wealth, you can use Fortitude and Stormshield acaftStop and HoZ to get the

remaining 25-30%. The final Smite damage differewten comparing Stormshield

to HoZ is not so big, because most of the Smiteadgntomes from elsewhere (e.g.
Holy Shield, +xxx dmg from Grief), so Stormshiekla very good option when you

need DR %.

Vs. opponents with blockable attacks don't forgeswitch to walk instead of run to
preserve chance to block and defence rating. Nuod rregarding block/defence,
charging is considered as running. While runnifgel chance gets reduced to '1/3
of what it is during standing or walking, and defens ignored. The cap for block is
25% while running.

One technique that can be utilized in duels whene iyeed to walk, is to switch to
Vigor every time you walk and then switch back #n&ticism when you attack the
opponent. This requires quite good timing with #kél switches so that you won’t
accidentally attack the opponent with Vigor auréivacinstead of Fanaticism. The
additional FRW from Vigor can make a noticeabldetégnce - duel against a WW
barb being one good example.

1vs. 1

Amazon

» Bowazon — her classical tactic is to run as quaskpossible with shield switch and
try to shoot GA when she is a bit farther. Her dodgnakes quite difficult to hit her.
Nevertheless you have the upper hand. Main attack is charge and often it is also
finishing one. Sometimes it needs patience, buigcbmmend to be as pushing as
possible, don’t give her even short time to redA i@ay hurt (it ignores defence and
during charging your block is reduced to 1/3 of wime block was), but your charge
hurts much more, especially if you hit her on bomiteh, that can be end of duel.
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Clever bowazons can run skilfully among bushes @thér map formations what is
for charging paladin a bit unpleasant, but withtaobpractice this is not such a deal.

» Poison/Hybrid — Be sure you have max poison resid Death’s gloves, if still have
feeling that poison eats you alive put on AndasiéVisage or change Mara’s for
Iratha’s Collar. With this set up poison should hott you much. The rest then is
similar as vs. bowazon, be pressing, don’t givedh@nce to shoot much.

» Jab zon - in face to face fight make sure toesiinist, as Jab is an uninterruptible
skill and together with OW can hurt. You will hakiege advantage still. They can be
more dangerous while running a lot (again annoyiaodging) and use throw/LF/LB
skills. Most of their damage comes from OW and kart a lot while you can have
difficulties to charge/smite her.

* Light javazon — Their Charged Strike is among highest damaging attacks in the
game, especially if most of the CS lightning bdiiisa single target. And as a ranged
attack they have thrown javelins in the form of figng Bolt and Lightning Fury.
Lightning Fury does physical damage in additiorighbtning damage, and both LB
and LF can carry OW and knockback for example. Taey also difficult to hit
thanks to their dodge skills and block, so they angowerful enemy for a smiter.
Having maxed lightning resistance is a must, amderaber that they can have a bit
of -res in their gear from Griffon’s and light faseso adding a bit of resist stack is
important (~40-50 over your max res should be ehpugless the javazon happens to
be using a faceted shield, then more stack is redjuiln addition to max lightning
resistance, you will need some absorb and/or +d& msist. Against an optimally
equipped (highest damage) light javazon two highdép Projectors are best, and
against an average equipped light javazon Tgodigtter.

You can try to do hit & run charge attacks to deti®@W, this way you are less likely
to get hit by the high damage CS, or you can jhsirge at them and follow with
Smite, hoping that you can out-tank the amazogelmeral smiter has the upper hand
in this duel, but light javazon will be able to hybu even though CS is an
interruptible attack and smite is uninterruptibded CS really does hurt, so a light
javazon shouldn’t be underestimated.

Assassin

* Trap — Max light resist is a need, be sure youndd use Thundergod’'s with
Fortitude together. Fortitude and Wisp Projectoong good option, or Thundergod's
with different armour, Arkaine’s Valor can be nifg its FHR. You should aim for
86 FHR here, good thing is that you can use chiarget out of MB. Good tactic here
is desync-charge-smite. Be aware that dual claasass can block smite.

» Whirlwind — deals mostly poison and OW damage;sptal damage is just a small
part (even if they use Fortitude). You don’'t neddr@®shield, HoZ is better here.
Harlequin Crest and Verdungo’s are enough for DBatB's Hand for PLR and full
poison resist. Their Claw Block can block your matiack — smite, so a well
equipped WW sin can take more hits than even a BuCthey have a smaller chance
to hit you than vice versa. Also claws only haveaage of 2, so they are at a range
disadvantage if you use a BA (range 3).
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The Whirlwind skill which Chaos rune word grants tbese assassins, is exactly the
same skill as what Barbarians have, so please teféehe Whirlwind Barbarian
section, most of the strategies apply for a WWaem

Barbarian

» Whirlwind — Ah, a sort of a clash of the titaffsvo of the arguably most powerful
physical melee attacks in the game (in PvP at)léas¢ each other. Whirlwind (WW)
and hits much faster than Smite (4 frames perdnito simultaneous hits when the
barb dual-wields weapons) vs. 6 frames per hit), Whirlwind can be blocked and
you usually have high defence. Whirlwind is unintetible and the barb can’t die
until the WW ends. Duelling against a WW barb putse bias on weapon range than
duels vs. most other characters, so BA is stronggpmmended with its range of 3.
Barbarians usually use BA’'s, so PB is at a disathge with its range of 2. BvC
(Barbarian vs. Caster) is the most typical whirlvibarbarian for PvP, they dual-
wield weapons (Grief + Beast for example). Barb@iaan't effectively use CtC LT,
because CtC effects do not trigger with WW. You trgnExile and/or Dracul’s for
LT, but don’t forget about DR %.

First of all, use walk, don’t run. And shift-smigjns necessary in this match-up. Shift-
smiting means holding shift button down and namalag the opponent with Smite,
this way you will keep smiting in place and as sasrthe target comes in range, you
will hit him. In a direct head-on battle where therb remains in constant smite range
smiter will bring the WW barb down because you Wwitthim much more than he hits
you, but a WW barb will try to avoid whirling thrgh you, rather he will whirl
around you.

So the goal is to try to manoeuvre by walking tarbéhe WW'’s path so that you are
able to deliver as many Smite hits as possible.n8®usimple, but good WW
barbarians vary their WW’s direction and duratiolota making it difficult to predict
the ideal spots for shift-smiting. And because a \WWgvbarbarian moves during the
attack and WW hits faster than Smite, he can dealled clipping whirls. “Clip-
whirl” means that the barbarian passes by yougndghe edge of his weapon range so
that he has a chance to get a hit or two in. E¥gou keep shift-smiting during his
clip-whirl, it's unlikely that you can hit the baaian because Smite hits only at 6
FPA compared to the 4 FPA of Whirlwind. In otherrds, the barbarian needs to be
in weapon range for a considerably shorter time gfwa to be able to get a hit in.

Barbarian also is good at creating desync. In Mifegaa WW’'ing barb seems to
move at walk speed, while in “reality” (on servéldey he moves at run speed, this
causes the barbarian’s exact location to be vdfigut to determine, especially if he
does long and continuous whirls. You have to pcatlyy predict where the WW’ing
barbarian most likely is, often you should starftssmiting at the barbarian before he
actually appears to be in your weapon’s range, Usecan reality the barb already is in
range. If things get too confusing, you can trghbarge far away from the barb for a
while to calm the situation down a bit, but chargeery risky to use against a WW
barb, especially if the barb has access to teleport

You should never namelock the WW barb with Smitéhaut pressing shift down

first, because when you are walking, you are notisga And when you are not
smiting, you are not “uninterruptible”, which meahsit you can go into hit recovery
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when you get hit, and that results in wasted timd Bfe, because you can start
smiting at earliest only after the hit recoverymaation has finished, and usually by
then the WW barb is out of range again. One efedtiefensive tactic that the barb
can try to utilize is WW’'ing away from you; if theleep their whirls short while

moving away from you, you have almost no choicetbuwait until the barb makes
an offensive move again, because if you try toofelthem, you will get hit but you

can't hit the barb effectively.

* WC barbs - | never met any on SP. War Cry isdhly damaging attack. But it
doesn’t have long radius, doesn’t do high damageedaesn’t knockback. Although it
stuns always when it hits, it shouldn’t be any leigthreat to a smiter. Paladins have
quite good hit recovery, and because War Cry cabldizked, even a 7 frame Warcry
can't really stunlock a paladin.

» Wolfbarb — You have upper hand. 50% DR and maxclblare important. Don’t
forget to switch to walk mode. They can have higifiedce, so charge can become
ineffective, but your main attack in this duel msite.

Druid

* Wind — Very hard duel. 50% DR is a need, CtC lan belp a lot (you can use Exile
and Shaftstop instead of Stormshield), unfortuyatgbu can’t block tornados.
Slightly good thing is that tornados move in randdirection and with big piece of
luck sometimes they can miss you. IMO you can wosthy only if your opponent
makes some mistake. For example if he tele diremtlyyou while you manage to
smite fast, it is possible to smite druid dire@hd not his summons. With his poor hit
recovery it can be lethal for him. If he telepamtsar you and casts tornados, you can
either quickly charge at the druid, or run awayusyng Charge and wait for a better
chance. In this case it is important to nameloekadtuid, otherwise you will for sure
charge into summons. Even with namelock it is wotsure you will charge directly
druid, but your chance is much higher. After susttdscharge comes right while for
smite. Keep in mind that vs. windy druid it is al@aisky.

It's a good idea to follow the druid by chargingpand him, thanks to desync your
location will be partially invisible, and try torgte at the druid by namelocking him
when he is teleporting just to move from a placeatmther so that there aren’t
tornados flying around him.

* Fury/Rabies — Max poison resist in combinatiothvideath’s gloves is a need here,
if you feel it is not enough then take other souw€d”LR (Iratha’'s Collar) or max
resist (Andariel’'s Visage). In face to face figlitvantage is on your side. If he tries
tactics to poison you and then run away, thenatmeed to be well poison durable.

Necromancer

» Bone — Difficult one. Problem is that you carffiegtively reduce magic damage and
good bone necromancer does quite a big magic darGdgely in the SPF arena bone
necros don’t use bone prison and even bone wadlsnusioderate way. Still it is hard
duel as you can’t tank too many bone spirits, ecnavoid them, but be prepared you
will eat many of them. Charge with desync is thetbg&ay to chase them, try to
surprise them. Good idea is to put on some OW-geagn work even before you
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break his bone armour (bone armour can absorb byeuo charges easily, but OW
can still be triggered). Typical unpleasant thisghitting golem instead of necro
(assuming that he teleports), which slows you ddwiBM duels Exile shield is good
bet (CtC LT) if you have it.

» Poison — Easier duel than with bone necromareerstill don’t underestimate him.
With full poison resist (plus ~60 additional pois@sist to cover Lower Resist Curse)
and some anti-poison gear (Death’s Hand and Andakiesage work nicely), poison
won't hurt you so much. Poison necro is not as loleras bone one, his bone armour
is much weaker (it can’t even nearly absorb yorst fiit), bone spirits do noticeably
lower damage. Same as for bone necro charge w#yndeas best tactic, after hitting
him with charge switch quickly to smite and aganmamge before they can manage to
teleport away. They can’t survive many hits.

Paladin

» Hammerdin — frankly this is the worst possiblgoopent for a Smiter. Synergized
Blessed Hammer does a lot of damage, and the warstis that it's pure magic
damage, so it cannot be resisted. Some items hagicNDamage Reduction (MDR)
and Magic Absorb, but it's not possible to get ewearly enough of either so that it
would make any practical difference against theehd@mage from hammers.

With Smite and Charge it's pretty much impossiloldéat a decent Hammerdin. The
Hammerdin will charge around (creating desync), imgkt very difficult to hit him,
while he can spam hammers here and there, and deilynching some of the
hammers can even be invisible.

Hammers circle in a clockwise direction, and justtlee hammer is cast, it does not
immediately hit a close by target that is SouthtEEasSouth of the hammerdin, so if
the hammerdin happens to stop for a moment anaée ot have hammers circling
on him already, it's possible to do a quick hit &nrattack from those directions, but
the hammers circle around quite fast, so therems bnly for one smite. Usually
hammerdins don't stop (unless they already haventemn circling that area), so
that’s a very risky tactic. Open Wounds is verydéar hit & run attacks.

Another tactic is using Widowmaker's Guided Arrovidhis can actually make the
hammerdin have to work a little bit for his killh& strategy is to stay on the move by
charging around (with weapon switch) and trying awoid the hammers, while
pausing every now and then to spam Guided Arrowsitds where the hammerdin
probably is, hoping that the arrows hit. This igegy tedious tactic, but it can at least
do a little bit of damage to the Hammerdin. It nigle a good idea to have a spare
pack of arrows, or two, and a good chance of OpeouMis is strongly
recommended. Beware of the hammerdin’s charge;hdmamerdin might use a
damaging weapon for charging, so be careful wighiibw switch.

» Templar or T/V — here | strongly recommend to astx PTopaz Sacred Targe (you
can gain even around 200 light resist). You needbiee full resist under Conviction,
otherwise he will have upper hand as smite canvieeded quite well with charge
while FoH is auto-aim and it does at least someadgmYou can try charging, but
that’s not very reliable. If he FoH you, you willgibably take more damage over time
than he would from your charge, because it is dliffi to hit with charge when
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another is charging too. T/V paladin has less sgateage even after you switch anti-
FoH gear on.

» Smite-biased T/V (I.E. smiter with 1 point in Gaction and with points in FoH

instead of Defiance) — this can be tough duel. Heds very low FoH damage, but
still you need to cover that. And beside it is dlegismiter. To compensate light +
physical damage it is good to consider to equipftStegp + Thundergod’'s + HoZ +
add light resist sc. Then it becomes smiter vstesrduel.

» Smiter — difficulty depends on the equipment @kdl level of the opponent. At

simplest each one charges in and starts smitinth thie one landing the first hit
always having a big advantage, as Smite damagerysconsistent. As this opponent
relies on physical damage, 50% DR or as close tbaaspossible is important.

Desynching plays quite a big role in this fightchese both of the paladins create
desync as they charge around and both of themdaamaging charge. Even though
the screen doesn't tell the true location of a deking opponent, it's a good idea to

namelock the opponent with Charge, keep charginmgdnid observe when it seems to
connect, then it's time to switch to Smite and htpeopponent didn’t do that faster.

Never stop and wait to namelock the opponent orlgmhe appears on your screen,
because then it will usually be too late, as thgoment will have already namelocked

you and can be right next to you invisible, prepariio Smite. Two charging smiters

duelling each other can be quite confusing at.first

Life Tap is very effective in Smite vs. Smite, altlygh some people consider it lame,
and perhaps it's not the most “noble” way for twoiting paladins to confront each

other, as then luck has much bigger effect on titecmne; if LT triggers on the first

hit for one of the smiters, the other one has waharge away or face an almost
certain defeat. Cleansing is good to use for ggttid of the LT curse faster while

running/charging away. Exile shield triggers LT tquconsistently but lacks DR %,

while Dracul’'s Grasp triggers it a bit too incoreigtly for relying on it.

Again a good chance for Open Wounds is very udefuhit & run attacks. But in
plain hold-smite-until-one-is-down -battles OW hasy little effect.

* Zealot — Hits harder (DS works with Zeal) and fastan a smiter, and it also is an
uninterruptible attack, but Zeal hits can be blatkelike Smite hits, so smiter has the
upper hand by far. Zealots also have Smite, but 8mite is inevitably weaker than

yours.

Sorceress

In general a smiter can do well vs. sorcs, espdgadiahe stacks resists/uses absorb.
Also OW can work here (Gore Riders, Dracul’s). Heaeral tactic is to try to desync
and surprise her with charge. Sorcs with a higmcbeao block are of course more
difficult to hit with Charge. Keep in mind that avabsorbing so that the opponent’s
elemental attacks do almost no damage can be @vadidame — this is especially
prominent against a Fire sorc.

* Blizzard — Blizzard has a cast delay, which afirse helps you to reach the sorc, but
Blizzard hits hard and is “fire and forget” so #wc doesn’'t have to namelock or aim
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directly at you in order to hit. 1 or 2 Ravenfroatsd highly stacked cold resistance
are recommended. For example with a 4x PSapphiedipashield you can gain
around 200 additional cold resist, which togethéhw or 2 Ravenfrosts makes you
quite durable, while your Charge and Smite damageims almost the same as with
“normal” gear. But fully stacking over the Cold Measy combined with 2 Ravenfrosts
can make the paladin almost too durable againdtaitdcks.

* Fire — Fire sorcs are extremely mobile and &tfast because their primary attacks
(Fire Ball, and if they want to conserve mana, Badt) do not have casting delays.
Meteor can do high damage, but it has a cast deltagh makes it risky for them to
use, and there’s a long delay until the actual oretés the ground so you should be
able to avoid direct Meteor hits. Combination oftéfurs and a Dwarf Star rules
here. However, that setup can make fire attackslost too little damage to be fair.
Consider using Infernostrides instead of Hotspar$jotspurs with no other source of
absorb/max resist.

* Light — Much slower attacking but higher damagesion of a Fire sorc. Using two
high percentage absorb Wisp Projectors is highlgomenended. Thundergod’s
Vigor’'s absorb doesn’t help much at all againsthiggh damage of Lightning because
it is not percentage based absorb, Tgod’'s’ absartksvmuch better against lower
lightning damage, but the +max resistance worksoafse. Note that Lightning sorcs
often use Griffon’s Eye, so they can have a bit enees than Fire sorcs (i.e.
remember to stack a bit of light res).

* ES — Max block ES sorc (especially blizzard) t&na very respectable opponent.
OW can be very handy here because ES does not &ffand ES sorcs usually have
much lower life than non-ES sorcs.

Telesmiting

The so called telesmite is a demanding and powéegfthinique. It requires a lot of
practice and is most likely among the most difficechniques in the game to master.
It shouldn't replace usage of Charge to get toofhgonent, as charge has the huge
benefit from the desync it creates, instead telesns rather a complementary
technique to be used along with Charge. Mixing gband telesmite attacks is better
than relying on only one of the attacks.

Telesmite basically means that you teleport on yauget and smite the target
immediately after teleporting, and even if the opgat tries to teleport or run away,
you teleport on the target again - with a delayaair choosing - and smite again. This
can be continued as long as you have mana (and piféting big pressure on the
target.

Efficient use of telesmite requires "chainlockingVhich is basically continuous
namelocking. After namelocking your target, youtstvito teleport skill to teleport on
the target, but the opponent is quite likely toaggcfor example after a hit or two,
either by running/walking or by teleporting awayp, the idea is that you keep the
namelock all the time, and then teleport on th@dhamgain, forming a chain of
namelocks.
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So to do successful chained telesmiting, you havewitch between Teleport and
damage aura (Fanaticism) on mouse button 2, andoste with mouse button 1.
The first namelocking can be done with mouse bu#oim which case teleporting on
the namelocked target can be done simply by switcho Teleport skill while
holding the namelock, but in order to do chaindéstmiting from that point onwards,
you have to namelock with mouse button 1 instead.

Step by step explanation follows:

(You should have both Teleport and the primary dgeraura (Fanaticism) assigned
somewhere where they are easily accessible, thiéypevon the "mouse button 2" -
side. Smite (and optionally Throw) should be assigas mouse button 1 skills.)

1.) Choose Fanaticism skill (it will be on the "mouméton 2" -side), point the cursor
on the target and press mouse button 2 down arglikpeessed, the opponent will be
"namelocked"”, but nothing else happens now, yoaraatter stays in place.

2.) Keep the mouse button 2 pressed down, and move mouse cursor in the
middle of the screen on top of your own charactdote you teleport on the target.
Now while still keeping mouse button 2 pressed dowamoose Teleport skill on
"mouse button 2" -side, this will cast teleport asdyou have namelocked the target,
you will teleport right on the target. You shouklaase mouse button 2 as soon as
you have started casting teleport. Choose Fanatiaiga.

Note that instead of choosing Fanaticism first tepsl, you can choose Teleport
straight away, this way you will cast teleport tiglway, which can be better in some
situations. But by namelocking the target with sdlpassive" skill first (any auras,
Unsummon, Throw), you can add a delay of your cimgpodefore switching to
teleport and teleporting on the target, this canirbportant sometimes as your
opponent can expect an immediate namelock-tele.

3.) Now right after you have teleported on your tar@eu don't have any mouse
buttons pressed at this point), namelock the tatgstis now right next to you with
mouse button 1 (Smite), so you start smiting thrgetia In the previous step you
moved the mouse cursor in the middle so that youiganediately namelock the
target just by pressing mouse button 1 down, with@wing to aim with the cursor at
this point.

4.) The target can try to run away from the smite eaaugd teleport away, but you still
have the namelock with mouse button 1 on. Now éf tidrget teleports away, move
your cursor in the middle again, choose Teleportnoouse button 2 while still
holding the namelock with mouse button 1 (now yan add a delay to confuse the
opponent or you can proceed right away), and thek mouse button 2, this will cast
teleport and you will teleport on the target ag&emember to choose Fanaticism
aura again.

5.) Now if the opponent still escapes and you wantdotinue chained telesmiting,
repeat steps 3 and 4.
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Note that PB can be better than a BA for a telemnfiecause he needs a little bit of
IAS (in addition to for example the 40% IAS fromi&) to reach a 6 FPA Smite with
BA, whereas with a PB he doesn’'t need any off-wadpg®, freeing equipment slots
for FCR gear.

In video form, from Camden’s smiter guide:
http://www.youtube.com/watch?v=zcsxZpgl8GM

FFA and team duelling

FFA — At first, it is really fun. You won’t be pwudeall the time and also you won't
pwn all the time, what is a great combination. Ofirse it depends on the setup of
opponents. Your typical counters can be hammerdimsd-druids, ww-barbs and
bone necros. On the other hand most of amazonstet®rsins, and melee druids
won't be eager to meet you face to face. Thankh&wge you can run away from too
hot place and thanks to infamous desync most ofscidl pay higher attention to
you and your possible sudden attack. No one caredlyy safe if there is charging
paladin around in FFA ;).

Teams — At first glance one can have feeling thates isn’'t the best team mate, as
he needs charge a lot around, desync and mosdlgkadh his own. But there are few
chars where good partnership can be rewarded. EpbBygical damage dealing
character can profit from fanaticism aura, althodlygp damage bonus isn't really
high. The biggest attraction of fanaticism is #Slwhich is especially beneficial for
bowazons. Another useful aura here can be conmigtiat is available) in team with
trapsin. Also smiter can work as protector for siagideal situation is when she MB
opponent while smiter can smite smite), bowazond some other fragile chars.
Sometimes smiter can be also useful in providiegmsing aura to get rid of poison
and curses, although not always there is chancémedor this.

3.6.2. Hammerdin

Hammerdins have a certain reputation among plagerbeing very overpowered.
This is only really true in PvM though, in PvP vdtibeing one of the top tier builds
they have weaknesses on a similar scale to ther atdme builds. The massive
unresistable damage is a big advantage for themthiey suffer against builds that
make use of minion stacking, such as wind druids.

Skills and Stats:
Blessed hammer — 20
Vigour — 20

Blessed Aim — 20
Concentration — 20
Holy Shield — 1+

The remaining skill points can go in several pladeshe items you're planning on
using have high defence then putting the rest Huaty Shield could be a good idea.
Alternatively you could put them in Charge for exttamage if you have a weapon
switch for that, or you can put points in the reaigras for the passive bonus to max
resistances, but remember that these count asrdesoiabsorb.
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Stat points are the same as most builds; enougtrength for all your items without
strength bugging, enough dexterity for max blockhwioly Shield and the rest into
vitality.

Breakpoints:

Paladins have the same FCR breakpoints as necremsaand should also be aiming
for the same target, 125 FCR. This is a lot easidrt than it seems at first though,
particularly with the RWM making Spirit availablé. you make a Liberator build
then 75 FCR is the best feasible breakpoint to f@massuming you don’t have a
godly rare circlet and a great crafted amulet.

FHR is less of a priority than for other builds@sarge gives you the ability to escape
from most hazards, such as Mind Blast and trapldieind paladins start with quite
good recovery rates. Despite this you will need s@nd 48 is a good target to aim
for. 86 gives you 4 frame hit recovery, and islyki® be what you'll hit anyway with

a Spirit shield.

ltems:

Hammerdins are fairly cheap in comparison to othditds for their effectiveness.
This is because they have Charge for mobility and'tdhave to rely on large
guantities of FRW gear, teleport charges, or Enigma

Helm:

Harlequin Crest is the obvious choice here, a hiednana boost, +2 skills and 10%
DR. Another option is a circlet which can be vesgiul, particularly if it spawns with
FCR. Crown of Ages can be useful in some situatibosthe strength requirement is
far higher than any other item you'll use.

Amulet:

Mara’s is a great choice, +skills, resistances stads. It's very hard for a rare or
crafted amulet to beat on this build, as you arkkely to need extra FCR. If you
have a really good amulet though then use it, ildc@llow you to swap a FCR ring
for a +skill ring among other things. Other amulgtsl could use if you don’t have
Mara’s are any rare amulets with +skills and resisés.

Armour:

Assuming you don’t have Enigma then Vipermagi is tfext best choice, the FCR
will be very useful for reaching the 125 FCR breaikpand more resistances.
Weapon:

Wizardspike or Heart of the Oak here, HotO if yavé it, then Wizardspike if you
don’t or just need the extra resistances

Grief PB is a great choice for Liberators, the dgen& easily enough to deal with
casters that can be awkward to hit with only 75 FCiRerators can use any high
damage 1-handed weapon though if Grief isn’'t ab&lathe speed doesn’'t matter for
Charge.
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Shield:

There are 2 main choices here, Spirit in a higistedite Paladin Shield, or Herald of
Zakarum. HoZ will give you more damage and the Btatuses, but Spirit gives 35
FCR, 55 FHR, a decent life bonus and a lot of m&pait will generally be the better
choice as with Holy Shield it isn’t too hard to ¢ba75% blocking with it.

Gloves — Trang Oul’'s Claws

Belt — Arachnid’s Mesh if you have no reason to oise of the others, such as TGods
or Verdungo’s

Boots — Waterwalks, Treks and good rares are aaeable choices here, it all
depends on what you need that your other itemg paovide.

Rings:

Raven Frost — You need CBF from somewhere, otherwisir Charge speed will
suffer. This is the easiest place to get it fromg @ahe cold absorb is also useful
against blizz sorcs

As with the boots you should be trying to make op deficiencies in your other
items, in this case it will likely come down to &aice between FCR rings and
So0Js/BKWBs for the other ring slot.

Charms:

You don’t need to fill your inventory up with contbskillers, a lot of the time extra
damage isn’t particularly useful as it'll still takthe same number of hits to kill
someone. Aim for about 8.5k damage (with Conceiotmabn) as a minimum, which
isn't particularly hard to reach, then add skilldryou have the room. You want to
look for the normal useful mods on charms, suclif@sesists and FHR.

Strategy
General

Desyncing is the most important skill you can ledfnstly, make sure that you have
your hotkeys set up so that you can easily switetwben using Charge/Vigor and
Hammers/Concentration at the same time. For exahysle the following hotkeys:

Charge — A

Vigor - W
Hammers — D
Concentration — E

| can switch from Charge/Vigor to Hammer/Conc qlycwhilst keeping the stand

still key (Ctrl in my case) held down. The proce$slesyncing is not exact and the
same actions won’t always cause the same effegtdntgeneral the idea is that the
faster you move, the more quickly you'll begin eeghe effects. You'll appear to be
further away from other people than you really anethe minimap. You might also

begin to cast invisible hammers. The reason foringakure that Vigor is always on
when you're charging is that the faster you're mmgvihe bigger the effect will be. In

order to actually desync there is no one set Waygu charge in a straight line you'll

be quite easy to predict, but if you're too randtiman you'll never get anywhere. |

find that a good compromise is to use a slightlydaan zigzag pattern, laying a
hammer or two along the way.
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Laying hammer fields correctly takes a lot of pigeiand isn’'t as simple as it seems;
their tightness will have to vary with how mobilewr opponent is, as will the density
of hammers, for example a fast teleporting sotikély to need a larger hammer field

with few hammers. Teleport charges aren’t necesdary can be useful in certain

match-ups, particularly ones against high life ési{including ES sorcs) and builds
that have a lot of minions, such as wind druids.

Amazon

Bowazon — You can normally dodge most GAs when gihgrand as you'll be
moving faster you can quickly close in on them bod them in. It can still be hard to
hit them because of Dodge, but as they can't teteqmu have a mobility advantage.
Liberators can just charge them when they see poramity. If their damage output
is too high then you may have to use teleport leptat charges to get close enough
and still have enough life left.

Javazon — If you get hit by a poison cloud then gan turn on Cleansing to reduce
the duration, otherwise they're the same as bowsazon

Assassin

Trapper — They're likely to try and sit in theiafr fields and wait for you to come and
attack them. It's useful to bear in mind that Cleacgn get you out of MB locks very
easily, so one way of getting them out of theiptfields is to charge in, cast a couple
of hammers, then quickly get out of there. If tmegy then you should be able to get in
front of them and cut them off. Remember that yan take a lot more hits from traps
than they can from hammers, but MB can cause ykel dacouple of hits more than
you’'d like, so be careful about aggressively gaiftgr them.

Barbarian

WW - If they use Leap and Widowmaker this can bigechuard, Leap will knock you
back killing all desync and the Widowmaker is arefapt to force you to play more
aggressively. They may also try to counter yourydeswith long whirls across the
direction you’re charging in. Once you get withiboat a screen of them they’ll begin
leaping and be likely to start whirling, make syoai have a couple of hammers up
around you at this stage so that even if you getcwill he. Don’t try to tank them, if
they do tele-whirl you then charge away in theaion that their whirl began.

Druid

Wind — Very hard. Wolves will stop your hammersniraloing any damage and
Tornados will cause you massive problems if youtgetclose. This is one of the
duels that teleport charges are very useful in, lgaue to be able to catch them
quickly when they run off to recast, it's one ofetliew times that they'll be
vulnerable. Try to keep your screen full of hamnmsyghat when they approach you
their minions get killed. Once they’ve lost somelam you can try desyncing much
closer to them than before and hopefully get soitseitn This is probably the hardest
match-up for a pure Hammerdin, so don’t be toogbiif you nearly always lose it.

Necromancer

Bone — If you play aggressively you're likely totdet by a lot of spirits and spears,
as well as being blocked off by Bone Walls. Youdeestay on the defensive and lay
hammer fields, whilst being ensuring that you waiahfor IBS. They generally only
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need 2 hammers to kill, so hoping for a randomshitften your best chance here, try
to generate as much desync as possible. Tryingame them with a liberator can be
risky, as their Bone Armour will likely protect thmefrom the first hit.

Paladin

Smiter — Try to not let them approach you from Blétom of the screen, there’s a
spot directly below your character where hammerstdut and they can safely hit
you from. They'll have a lot of trouble trying téose in, so keep a bit of distance and
keep the hammers up.

Hammerdin — In general the winner of the mirror chatvill come down to who can
desync better and predict the others movements gveéater accuracy. Don’t chase
them, that's a guaranteed way to get yourself djliestead focus on remembering
where their old hammers are and where they'reylikelgo next.

Sorceress

Blizzard — Their short range gives you a big adagathere, charge away from them
whilst laying hammers and they're very likely tat loine eventually. If you have
teleport or teleport charges then you can try ke tadvantage of their casting delays
by tele-hammering them just after they cast a hhidzbut this can be risky. If you
have a lot of problems then you can use Raven $-tosteduce their damage to
manageable levels, but it generally won't be neargss

Fire/Light — If they play defensively then use tla@fainst them to build up a lot of
desync and lay some very dangerous hammer fidltisey're more aggressive things
become a lot harder, you have to concentrate owgidgdheir attacks whilst also

trying to keep enough hammers up that if they neak@stake you'll get a hit. Energy

Shield sorcs are likely to play aggressively ay tte@n take a lot more hits, keeping
the pattern of your charging random so that thaytosasily predict where you're

going then becomes even more important. Chargewhttshigh damaging weapons
are very useful against ES sorcs, particularlyif yrave a bit of OW somewhere, just
be very careful about eating a lot of fire ballsamtyou get close.

This video gives a good overview of some of thadmsngs you need to consider,
such as desync and where the blind spot is:
http://www.youtube.com/watch?v=pKvNo-6N-ok

3.7. Sorceress

3.7.1. Fire Sorc

Fire sorceresses can be a very good build for nplegers, as a lot of the items are
fairly common and you already start with telepdithie fast FCR breakpoints allow
you to escape some situations that slower castets & bone necros can't. There a
couple of main variants, but I'll focus on 105 F@fR sorcs with max block and both
with and without ES here. 200 FCR sorcs are deliitiable, but take quite specific
items and also need much quicker reflexes duettbanong any blocking.

Skills and Stats
No ES:
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20 Fire Ball/Bolt

20 Meteor

20 Fire Mastery

1 in Warmth, Teleport and pre-reqs

86 skill points used

Leftover points can go in Warmth for more mana negation, one of the Frozen
armours to improve defence (Chilling is generakbgth, or somewhere else

ES:

20 Fire Ball/Bolt

20 Meteor

1 Fire Mastery

20 Telekinesis

1 in Warmth and Teleport
86 skills points used

There are two main options after this, either inseeyour damage further by putting
points in FM, or improve your ES by putting poirtere. Excessive prebuffing is
annoying, both to you and the people waiting fon,y®0 in general I'd favour putting

points in ES rather than FM.

The mechanics of ES are explained in detail ince@.

Stats

For a non ES build they're the same as most clergatnough strength to wear all
your items, enough dexterity for max blocking ahdrt the rest in vitality. For ES
based builds this is more complicated, since yadre balance the rate at which you
lose life and mana. It is definitely possible td gevay without blocking with an ES
build, and rely on your mana pool for coping wittypical damage, but I'd only do
this with a strong ES, probably above 85%. It'sagafly a good idea to wait until you
have all you're items equipped before splitting $kegt points available for vitality and
energy.

There is no one optimum distribution of points betw vitality and energy, you'll
have to make a decision on how much of a factori®WKely to be as well as the fact
that mana regenerates far more quickly than life.one of those things that can only
really be worked out through experience.

Breakpoints

105 FCR (8 frames) is what you'll need to aim &8,is too slow, and 200 takes some
very specific items. Sorcs have slow hit recovanes, so 86 is the best breakpoint to
aim for; only use 60 if there really is no way yoauld hit 86.

ltems
Whilst a lot of the items can be found easily erotigere are certain ones that are
hard to find and can make a significant difference.

Helm

Harlequin Crest - +skills, big life/mana boost, 1@MR. Even if you have a good
circlet this is often a better choice

12



+2 skills/20 FCR rare circlet, or +3 Fire skills/BCR magic circlet — These can be
good if you're going with an ES build as it freep another slot, such as using
Frostburns instead of Magefist

Armour — Skin of the Vipermagi: The best choice herelse aery common, so just
get one with as high resists as possible.

Weapon

The Oculus — Skills, resists and decent FCR. The t@teport can be annoying in
PvM, in PvP it can sometimes be useful but can bBisalangerous, it depends on
personal preference really

Wizardspike — Great resists and FCR, the mana hisraubig boost for ES builds too
HotO — The extra damage from the +skills may magkdéoun the lost mana and resists
from not using Wizardspike, it depends on the oéstour items. As fire damage can
be quite easily reduced through Hotspurs it caenofbe a better choice if your
damage is lacking

Shield

Stormshield — The DR is a big bonus against phid@aage characters and will help
to offset your low life. A good choice for non-E8ilols

Whitstan’s — Generally only useful on ES builds véhBR is less important and the
dexterity saving will give a big boost to your lifeana.

Spirit — If you're using Stormshield as your mahiedd this can be a good switch if
you don’t need blocking. The FHR, skills and mareall a good boost.

Sanctuary — Reasonable blocking, good resists &Rl But no DR, could be a good
switch for ES sorcs who don’t need blocking foreatain match-up.

Belt
Arachnid’s Mesh — If you need more FCR
Gloom’s Trap — Good for ES sorcs that don’'t needRER from Arachnid’s Mesh

Gloves

Magefist — The +1 fire skills makes these much nqureferable to Trang’s for this
build

Frostburn — Massive mana boost for ES builds thatdo without the FCR and +skill
from Magefist

Boots
There are many choices here, Natalya’'s for resistks for FHR and poison resist,
Silkweave for extra mana, Waterwalks for the ded hfe bonuses, as well as rare
options. Look at what your other items are missing try to make up for something
here.

Amulet

Mara’s — Very difficult for a rare/craft to beatspecially as you're unlikely to need
FCR from this slot. Crafted caster amulets can bheallowing you more flexibility in
other equipment slots, but they're very rare.

73



Rings
FCR rings or +skills rings here. ES builds shoult éor 2 SoJs if possible, which
when only aiming for 105 FCR should be doable.

Sockets
Shaels and Ums are again a good choice, or jewgiscembinations of those mods.

Charms

You want as many Fire skillers as you can get, gsdaim ones, though preferably
with life or FHR. The remaining inventory slots silib be dedicated to adding resists
first, then life, assuming your main equipment chdtegive 75 to all resists in Hell. If
you have to sacrifice one element to get the aipeio reasonable levels then choose
cold if possible, it's nowhere near as common, #re main source of it, Blizzard
sorcs, will reduce your cold resistance to -100nay

Strategy

General — Keep your distance, even with an ES byold can’t tank high damage
melee characters. Meteor isn’'t particularly usesitick to Fire Ball/Bolt, they do
similar damage at high levels. Fire Ball costs mmoemna, but will damage characters
that use minion stacking, such as necromancerslands, Bolt costs less mana, but
only hits one target. Using the right attack istigatarly important for ES builds as
you can’t use mana potions. It'll take a while &t gsed to aiming in the right places,
don’t expect to hit everything straight away.

Amazon — Don't teleport straight at them as that’s a ge@y to teleport right into a
poison cloud, circle round them and don’t stantl séisting for too long. Don't get
too close unless you're completely sure you casHithem off

Assassin

Trapper — Don’t get close to them, MB will keep ylocked up long enough for the
traps to get a hit or two in. Spam Fire Balls frandistance (they have a range of
about 2 to 2 and a half screens) to force thenobtlteir trap fields. If they chase you
then teleport away defensively, casting a couplenddsiles each time. Traps will
quickly take down an ES builds mana, but will becmeasier to deal with for non-ES
builds.

Ghost — Very difficult, you'll constantly be on thiefensive, having to avoid all MB
and trap hits. As their physical damage is quite tlbis match-up will often be easier
for non-ES builds. You're best chance is to justfkas far away as possible and keep
spamming. If you do get caught then your best obavic escaping comes from
walking a short distance before trying to tele@ovay.

Barbarian

WW — They use the same FCR breakpoints as sortsyilblikely only be using 40
FCR, so you have a good speed advantage. If yokngeked back by Leap then get
away from them as fast as possible. Keep an eykedncasting animation, if you see
them about to cast then teleport away and castuple®f Fire Balls at your old
position, but again, don’t hang around too longsTdan be very hard as it takes you a
lot of hits to kill them, but they only need to getouple of good whirls in, unless you
have a strong ES.
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Druid

Wind — You don’t need to worry about their minioas long as you have enough
mana for Fire Ball, you also have a much longemgeaattack and better casting
breakpoints. Their minions can sometimes work toryadvantage as if they move a
short distance away from the druid a Fire Ball thigt one will also damage the druid
due to the splash damage radius. If they do caichtlyen walk away a short distance
before teleporting out.

Necromancer

Bone — With an ES build these are a lot easier ¢haon-ES build. If their teeth can
put you into hit recovery then be very careful lasytll likely use that to keep you in
place so they can switch to spears. As with wingiddr their minions can work to
your advantage, giving you a slightly bigger targeaim at. Keep close to walls if
possible as IBS can be a big problem, but dony pda defensively, if you can get a
couple of hits in they'll often go into hit recoyeand give you an easy chance to
finish them off.

Poison — A much bigger problem for ES builds, as likely that one nova will take
you down to 1 life. Again, this is a case of takadyantage of your longer range, and
not giving them the opportunity to hit you with raov

Paladin

Hammerdin — Can be hard as they’ll often have Highand resists. If you use ES
this is a lot easier. Due to their desync they&al iposition will often be in front of

the position shown on the map, so keep that in mihen aiming. If they teleport on

top of you then immediately walk directly down adhdistance and hit them with as
many fire balls as possible.

Smiter — The difficulty of this match-up depend$ota on how well you can read

desync, if you know exactly where they are thenbd&comes much easier.

Unfortunately this just comes down to practice, Yot should be able to get better
with time. Don't try to tank them, but you can aftenake short teleports away that
give you enough distance to cast once or twicealmistill close enough to guarantee
hits.

Sorceress

Blizzard — Your longer range and faster attacksikhgive you a big advantage here,
but for non-ES builds be careful as they may be &blkill you in 1 hit. If necessary
stack some cold resist, but you should be ableawage without it

Fire/Light — This often comes down to being be#tepredicting their teleport patterns
and dodging their attacks. Sorc vs. sorc can eibiervery tense, or quite dull
depending on the players. Whatever you do, domdptet in straight lines when
chasing them (though this should also apply taladls).

Here are some videos | made quickly against a siaité ghost. This was using a 200
FCR sorc with no blocking, and you can clearly theeissues | had against the ghost:
http://www.youtube.com/watch?v=hwR02K-z-Eg
http://www.youtube.com/watch?v=EdODPq8Xhjw

75



3.7.2. Blizzard Sorceress Guide

The Blizzard Sorceress is a medium ranged magicagdandealer that randomly
delivers cold damage within a targeted area foew $econds. The damage is
enhanced by the reduction of opponents’ resistaiac€old Mastery. She is different
from her fire and lightning sisters as her maima@itis not spammable so she must
work her timing to compensate for her casting delayHowever she can
instantaneously hit opponents regardless of rar@jee can be effective in any battle
environment (1vl, FFA, teams) as opponents arefténoprepared against cold
attacks. One big plus with this build it can besigabe doubled as a MF sorc,
whereas you can gain good levels with PindleskiArmient Tunnel runs.

Energy Shield or not?

Not only does Energy Shield work well to defendiaglphysical attackers, but it is
especially effective against Hammerdins and Boneer@n The drawback is that it
requires a commitment of skill points, which wilke away from your blizzard
damage. | would recommend no using Energy Shielgoa want to maximize your
damage, unless you are extremely wealthy.

Skill Points

Blizzard (20) — Your main attack. Keep in minditsfcasting delay.

Ice Blast (20) — Not just a synergy for Blizzardt ean be spammed at close
opponents if you are stuck in a casting delay @hwio do hit and run attacks. Keep
in mind that this projectile is extremely slow asdlifficult to use on targets at range.

Cold Mastery (20) — Reduces your opponent’s coflistance to increase your spell
damage.

Glacial Spike (20) — Synergy to Blizzard. Can Bediagainst opponents with minion
stack, like Wind Druids.

Ice Bolt (Rest of your points here) — Synergy t@Bdrd.

Chilling Armour (1) — This armour has a chance ¢gate damage arrow and thrown
javelin damage. You can choose to save 3 skilitsdiy pre-buffing with Snowclash

Battle Belt or a staff with +Chilling Armour.

Warmth (1)

Teleport (1) — Your main method of transportation.

Status Points

Strength — 156 for Stormshield

Dexterity — Enough for maximum block with Stormddie

Vitality — Rest of you points here.

Energy — None.

Essential Maths

| recommend that you try to reach the following nost

At least 60% faster hit recovery, 86% is bettes atcaster, the Sorceress takes longer
to recover from stun, so reducing that time willghgou recover so you can regroup.

At least 63% faster cast rate, 105% is betteris lrue that Bizzard has a casting
delay, but FCR is still important for Teleportingpecially against other casters.

Equipment
Helm
Nightwing's Veil — Best helm for this build, +2 d#lkiand +cold damage.
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Harlequin Crest — Another good helm, has +2 shkilld 10% Damage Reduce and the
+Life/Mana is very useful especially if you chaecits not receiving Battle Orders.
Kira’s Guardian — its main selling point is its ma® boost to resistances and cannot
be frozen.

Rare Circlet — It can spawn +skills, +FCR and Hhifana but finding a good one can
be pricy.

Amulet

Mara’s Kaleidoscope - +2 skills and resistances ttip of the line amulet.

Tal Rasha's Adjudication - +2 Sorc skills, +lifefmaaand resistance to light

Rare or Crafted Caster Amulet — Can help you watiching a casting BP. Look for
one with +Sorc or cold skills, life/mana and remigtes.

Weapon

Death's Fathom — The best weapon you can get fer khild, but extremely
expensive. It's +cold damage% will increase yold cattacks substantially. Also
comes with +3 sorc skills, +20% FCR and some rascss to fire and lightning.
Heart of the Oak — Another good alternate at theepof a Vex rune, this provides
+40% FCR, resistances and mana. It also has ch&émgeak Sage, which can be
used for a life boost and a little minion stack.

The Oculus — An interesting choice, has +3 sorcllsskisome resistances,
+vitality/energy and +30% FCR and it's not too exgige to acquire. But it also has
CTC teleport, which can help or hinder you if yoe d&eing attacked by physical
damage.

Spirit Sword - +2 Skills, +25-35% FCR, +55% FHR a¥lde/mana, a very nice and
cheap option especially if you are severely lackimgHR.

Shield

Stormshield — +35% Damage Reduce and a good bhkiek the best shield to use
against physical attackers.

Spirit Monarch — If you don’t need blocking, thisiald is hard to beat — +25-35%
FCR, +55% FHR, +life/mana and resistances to diglat and poison.

Gemmed Monarch Shield — Used if you are in needtatked resistances. For
example, put 4 Perfect Topazes in a 4-socket Mbnand you have a shield with
+160 lightning resistance.

Armour

Ormus’s Robes — An armour to maximize your Blizzdainage, has 20% FCR and
+10-15% to cold damage. Try to get one with +Bdiziz

Skin of the Vipermagi — An all around good castenaur, with +1 Skill, 30% FCR
and resistances across the board.

Que-Hegan’s Wisdom - +1 skill, +20% FCR, +20% FldRp a decent armour if you
overlook its lack of resistances.

Gloves

Magefist — 20% FCR and +1 to Fire Skills that halgarmth.

Trang's Gloves — 20% FCR and some cold resistance.

Bloodfist — If you don’t need FCR in your glove sla good alternative, with FHR
and life.
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Belt

Arachnid Mesh — +1 Skills and a small mana boost.

Crafted Caster Belt — Can help you reach a ca&ig Look for one with life/mana
and resistance.

String of Ears/Verdungo Hearty Cord — Both beltsvite up to 15% DR if you feel
you need more help against physical attackers.

Thunder God’s Vigor — Used mainly against opponesit® attack with lighting
damage because of it's +Max lightning and lightrahgorb.

Snowclash — Provides +2 to Blizzard, but nothingmelse. Can be used to pre-buff
Chilling Armour.

Rings

Stone of Jordan — +1 Skills and +Mana, this rinthesbest choice for this build.

BK Wedding Band — Also has the +1 Skill with sorife,lbut it's pretty pricey.
Ravenfrost — An important source of Cannot Be Fnpaad also dexterity and mana.
| would suggest wearing a pair of these.

Dwarfstar — Has a nice boost to life and fire absor

Rare Ring — Look for one with +str/+dex, life/manBut good ones are usually a bit
expensive and it would probably be easier to geaeenfrost instead.

Boots

Sandstorm Trek — The +Damage on these boots helpvordamage bows. Also
provides some vitality and strength.

Waterwalks — Provides a healthy dose of life andetéay.

Gore Riders — Small boost damage with +Deadly 8taikd Open Wounds

Alder’s Boots — Fast boots with +40% FRW, life dimd resistance.

Charms

Can be used to fill the holes that your gear caticlover whether its life, damage or
resistance. You would be looking for Chilling cimerto boost your cold skills, but if
you lack those, fill you space with more life charm

Versus Strategies
Here are some tips on common builds you see imibar.

Whirlwind Barbarian

Try to keep a Blizzard between you two if he’slstfar, so you try to get him as he’s
approaching. He can tank a few Blizzards becatibésanassive life, so expect him
to reach you — he’s going to Teleport on top of yma Whirlwind. But anticipate
this and throw Blizzard on top of yourself. Try dmestep his Whirlwind between
Blizzard casts and feel free to spam Ice Blast wies up close. Ensure that you are
set to walk mode to retain your 75% blocking.

Hammerdin

He will try to teleport on top of you then cast hsmmers, so cast Blizzards on top of
yourself. In it's casting delay, run in a southeirection and teleport away to avoid
his hammers.
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Smiter

Make sure you are surrounded by puddles and otbe&tacles as he’s more likely to
desync charge in to try to get some hits. Tryrbcgate where he’s coming from
and keep casting a Blizzard in that path so hersefl to Charge through it. If he
does close the distance, teleport away and enswreéhgve a Blizzard behind you.
Avoid being too near obstacles as he can push ptmuthem and keep you Smite
locked.

Ghost Assassin

Treat like a WW Barb but get ready to break Mincdlstun by rapidly switch
weapons. Keep in mind that her Weapon Block wiitva her to tank you attack. Be
ready to rapidly switch your weapons with the w keyoreak out of MB stun if you
find yourself stunned from a distance, but if yoa B0 close, expect the assassin to
tack advantage of you lack of block to Whirlwinduyo

Trap Assassin

If placed properly, her traps can effectively ka@u at bay because of their range.
This match you will need patience also, as you wardvoid being stunned in her
trapfield. Look for gaps in her trap placementeaa where traps are far apart — and
use this area to close in to drop a Blizzard. Keemind that it takes time for a
trapper to lay new traps and for them to fire, thse to your advantage. As both of
you are trying to get a namelock on each othertarmttack from the south; you'd be
able to get a namelock by clicking on your opposédeats, but she wouldn’t be able
to do the same as her character information bhloisking the bottom portion of her
screen. If you find yourself in a MB lock, rapidéyitch your weapons with the w
key and run away so you have a chance to Telepbtbaet some breathing space.

wind Druid

His main goal is to teleport on top of you, so bady to throw Blizzard on top of
yourself. You also have the option of shootingdizlSpikes at his group, this will
freeze up his grouped up Spirit Wolves for a shiore, which help reduce the chance
of you getting block locked. In this match up,ecommend a source of cannot be
frozen. If he is getting you in block lock, youeteto run away from him to give
yourself some space to teleport away, and beinguinento the chilling effect of his
Hurricane helps greatly.

Bowazon

If you have max block and Chilling Armour, the maghould be in your favour. The
onus is on you to be aggressive as if you choosgatp at a distance, the bowazon
will just snipe you from afar. Don’t teleport thet bowazon in a straight line, instead
approach at a tangent. Go in quick, get her oesceand throw a Blizzard on her.
Since it is AoE, you don’t have to necessarily hgwer pointer right on her initially.
The first Blizzard will usually make her run away, she doesn't, feel free to
continually cast on her. If she runs, try to gataanelock so you can continue to
shower her even when off screen.

Fireball/Lightning Sorceress

Keep in mind that they have ranged spells thatspeemmable so I'd recommend to
have at least have 105 FCR to keep up with theimey Will most likely try to keep
their distance from you and use their range adganta’ou’re going to have to chase
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them, but make sure you don't follow them in aigtraline. Best time to get them is
when they are spamming their attack spell, thro®liazard. This match up will
require patience and fast clicking.

Blizzard Sorceress

Usually whomever can namelock Blizzard their oppariest will win; you are trying
to one hit KO each other. Both players tend tonoee defensive knowing this, so try
to be patient. Try to attack from the south so lgaue that namelock advantage.

Bone Necromancer

Similar to the Fire/Lightning Sorceresses but htacks have more variety, but are
slower. He will also try to keep his distance frgou so you’ll need to chase him,
but it will be a little easier since he casts slowdt is doubly important not to
approach in a straight line as he tends to casfi@®8 a distance.

4. Non-Class Specific Information

4.1. Absorb, Max Resist Items, Resistance Stacki ng and
Damage Reduction Order

This section presents a brief explanation of hosod and +max resist items work in
terms of damage calculation, and then lists somieimost commonly used items
for each element. People often misunderstand tlierom which resistance,

percentage based absorb, and absolute absorbiedaps well as the PvP penalty
and MDR. The correct order is given here:

PVP Penalty (17%, not 176but 1/8" is a good estimate)
Energy Shield

Integer based MDR/PDR

Resistances (Elemental/Physical/Magic)

X% absorb

+X absorb

Damage Goes to Mana

Damage taken

Mana Burn

The absorb steps occur in the order below:
Elemental damage reduced by resistance

Percentage absorb applied, amount to be healeddsdabefore damage
taken

Absolute absorb applied, as with percentage ab8wbhealing occurs
before the damage is taken

There is also a cap of 40% on all percentage balssorb, though there is no cap for
absolute absorb.

To clarify this, here’s an example:
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5,000 Lightning damage taken (after the PvP penhalgginst a character with 1,000
out of 2,000 life, 85% resistance, 10% absorb,2thdbsolute absorb:

Apply resistance: 5,000 x 0.15 = 750

Apply percentage absorb: 750 x 10% = 75 life iseadd

Reduce damage from percentage absorb: 750 — 75 = 67

Apply absolute absorb: 20 life is added, absorliced damage to 675 — 20 = 655
Final life remaining = 1000 + 75 + 20 — 655 = 486( damage taken)

If the character was on full life when hit:

Apply resistance: 5,000 x 0.15 = 750

Apply percentage absorb healing: 750 x 10% = 0

Reduce damage from percentage absorb: 750 — 75 = 67

Apply absolute absorb: 0 life is added, absorb ceddamage to 675 — 20 = 655
Final life remaining = 2000 — 655 = 1345 (655 damtaken)

The order in which the healing is done can be eigoed or bad. One case in which it
can be very damaging to you is against Blizz sastsch due to high level CM can
do massive amounts of damage that’s difficult tuce. As you can only receive the
amount of healing equal to the difference betweear ynaximum life and current
life, absorb is not generally useful for most lowss characters. As an example:

1,500 PvP damage, dealt by a Blizz sorc with al wfa230% enemy resistance,
against a character on full life, with 2000 lifd,0ltotal cold resistance after difficulty
penalties, and wearing 2 Raven Frosts:

Calculate effective resistance = 110 — 230 = -t2fped at -100
Apply resistance: 1,500 x 2 = 3,000

Apply percentage absorb: 3,000 x 40% = 1,200 $ifadded
Reduce damage from percentage absorb: 3,000 — £,2(BD0O

Final life remaining = 2000 + 0 — 1,800 = 200 (D& @&Amage taken)

In order to survive a second hit the character daeled to have 2,401 maximum life.
This order of dealing damage is the reason thaeselemental builds with very high
damage are able to deal much greater quantitiedanfage on the first than on
subsequent hits against characters with high absorb

However, if the player then swaps in some more cekistance equipment, taking
their total cold resistance to 230 after the heladty, the same hits would then do:

Calculate effective resistance = 230 — 230 =0

Apply resistance: 1,500 x 1 = 1,500

Apply percentage absorb: 1,500 x 40% = 600 lifadded
Reduce damage from percentage absorb: 1,500 — 600 =

Final life remaining = 2000 + 0 — 900 = 1,100 (20nage taken)

Each further hit would then only do 300 damage. iQusly this is much more

manageable than in the first case, with a 1,800ag@irst hit and 600 damage on
subsequent hits. Of course, this extra resistaace be difficult to obtain, often
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requiring items that don’t give any other usefuldsosuch as PSapphire shields or a
Kira’s socketed with a Thul.

Some of the most commonly used items for resistatexeking and absorb are listed
below:

Fire

Hotspur — 45% Fire resist, +15% max fire resist
Dwarf Star — 15% Fire absorb

Waterwalk - +5% Max fire resist

Cold

Raven Frost — 20% Cold absorb

Snowclash - +15 Cold absorb, +15% max cold resist
Perfect Sapphire Monarch — 160% Cold resist

Lightning

Thundergod’s Vigor - +20 Lightning absorb, +10% nhigkitning resist
Wisp Projector — 10-20% Lightning absorb
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4.2. Counters to specific builds

Whilst it may not appear to be so sometimes, ther@o build that cannot be

countered by another build. Some of the best buidsse if you're up against a

certain build are listed here; whilst it is possilbd beat them it is very difficult and

normally requires either better playing skills,aovast difference in item quality. The
builds listed are strong counters, many builds haatight advantage against other
builds, but the difference is nowhere near as pioned as for these matchups.

Build

Countered by

Explanation

BvC

BvB

BvBs are specifically designed to duel ot
barbs, with full DR, blocking and hig

BvC to win.

defence it makes it nearly impossible for

=

Bone Necromancer

ES Sorcs

The sorcs mana regemecat easily kee
pace with any damage the necro can d
with a negligible life loss.

D
eal,

Wind Druid

Ghost, Trapsin

and traps can keep them stunned m
longer than other classes.

Druids in human form dot rhave good
FHR breakpoints. The combination of MB

uch

Hammerdin

Wind Druid

The druid’s minion stack makesalmost

still very hard.

impossible for the hammerdin to get a hit.
Liberators have it slightly easier, but ifs

Smiter

Wind Druid

Same problem as the hammerdineasy
way to actually target the druid.

Max block ES Sorc

OW, Poison

Sorcs with a high lés@ will often focus
on increasing mana rather than life. Both
these damage types completely ignore ES

of
5.

Ghost

Hammerdin, BvC
Smiter

,Ghosts may be very good against cast
but as their damage is mainly from OW
Venom they have trouble with high i
builds

ers,
nd
e

4.3 FFA and Team Duels

Most PvP guides focus on 1-on-1 match-ups in thieategy sections because many
1-on-1 strategies also work in Free-for-all (FFA)T@am Duel (TD) situations. In
this section, | discuss strategic consideratioasright not normally apply in 1-on-1.

1. Definition of terms

1-on-1: One player against one other player.

Free-for-all (FFA): Everyone against everyone elldeA is the default in games with
more than 2 duellers.
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Teams (TD): Each team against the other team(sfeafn consists of 2 or more
players who are partied together to support antept@ach other. 2-vs-2 is the most
common match-up, but any combination (3-vs-3, 2-x&-2, 4-vs-4) works.

2. Rules

Wait until everyone has said "ready" before youl§gou die, stay in town until one

person (or team) wins. In FFA, last one alive wilmsteams, the team that outlives
(i.e. at least one member alive) the other(s) wdecause you can't visit town in the
middle of the match, teams are set once you leawa.tAs always, follow the host's

rules.

3. FFA strategies
a) Gear selection

When facing more than one opponent, you can't liseoptimal setup against each
enemy--you'll have to find a balance. For examglgpu're a wind druid facing a
blizzard sorc and a trapsin, you might stack justugh cold resist to avoid a 1- or 2-
hit KO by blizzard, and focus the rest of your gea-HR and lightning/poison resist
to counter the assassin, who is the bigger th(@atvind druid generally fares well
against sorcs thanks to his large life bulb andorye armour, but poorly against
trapsins because of his slow hit recovery and mgsthimations.)

Be flexible in your equipment setup. Store itenke IKira's Guardian, Stormshield
and 4-sapphire Monarchs in your stash to countecip builds, just as you would

for 1-vs-1. Sometimes, it might not be enough teeha vs.-Melee setup and a vs.-
Caster setup--you might need to mix and matchtherovords, make sure you're not
bound to certain combinations. For example, dogly on Harlequin Crest's +2

Str/Dex to achieve max block and wear the resbof ytems, since you might need to
swap in Kira's Guardian while maintaining the m@syour original setup.

b) Targeting

Pay attention to the minimap; otherwise, someorghtréneak in and steal your Kill,

or worse, kill you! In general, target players agaiwhom you match well, but if you

see two players battling it out against each otingrto sneak in a hit on the one who
poses the greater threat to you. Once that playdead, you'll have an easier time
finishing off the other player. Sometimes this lkead an informal (and tenuous)

alliance among weaker characters against a stromgadl-equipped character. Be

ready to switch targets or run away, since thestihn turn easily in FFA. The spirit

is to kill indiscriminately!

c) Mobility
Mobility is the name of the game in FFA. If seveo@iponents concentrate fire on

you, often you're better off running away ratharthielding all of them at once. Be
sure to carry extra FRW if you don't have teleport.
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d) Pre-buffing

Like 1-vs-1, FFA tends to be very fast-paced. Thesans you generally won't have to
worry about your prebuffs (using your switch weapanr items from the stash to
enhance the power of cast-and-forget skills lik&lB&rders) running out, but in the
case of visiting the stash, you might not think worth it to take 10 extra seconds to
get ready before every duel.

4. Team strategies
a) Character selection

Many team duels occur on a whim--someone will saggein the middle of a FFA
game with enough people. Therefore, it's not wdrtb create a character catered to
team duelling but not 1-vs-1 or FFA (e.g. Holy BBHladin). Just play FFA with your
favourite PvP character, and you'll run into teameldsl occasionally. Team duels can
be fun especially if the field is uneven--you cah the teams so that each team has a
mix of experienced and new players. As for charabtelds, any team of varied,
independently strong characters will do well, kg still good to keep in mind how
team members can complement each other. The bgloat an exhaustive list.

Offensive support

- Auras: Conviction, Fanaticism, Concentration

- Curses: Amplify Damage, Lower Resist, Cloak oa&bws, Inner Sight
- prebuff: Heart of Wolverine, Enchant

- knockback/hit recovery: Mind Blast, Leap, Smite

- minion control: Lightning Fury, Leap, Howl, Firalb

Defensive support

- Auras: Salvation, Resist Lightning, Meditatiorigor

- Curses: Weaken, Slow Missiles

- prebuff: BC/BO/Shout, Oak Sage

- healing: Holy Bolt (banned in GM. not specifigabbanned in BM, but healing isn't
really in the spirit of PvP, so use it scarcely.)

- missile fodder: Clay Golem, Valkyrie, Shadow MasDruid summons

- protection: Hurricane, Blessed Hammer, PoisonaNov

Some good team combinations

- Barb + Wind Druid, Sorceress and/or NecromanBarb covers his teammates'
weakness to WW/Trap Assassins. High level BO (as&df©m Druid) makes for a

durable team

- Hammerdin + any glass cannon (sorc, bowazon)m8ped hammers provide
protection. Concentration helps the Bowazon's damdtpditation is great for ES

SOrcs.

- Poison Necro + Sorceress: It's hard to stackstesn 2 elements, especially with
Lower Resist. Poison Nova keeps weak enemies atvidaje sorcs can finish off

lingering enemies.

- Trapsin + Barb: Barbs have some great movesdp kaeemies in hit recovery while
Traps and MB do their thing. This team should @ggressively.
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Lots of other combinations exist. Above all, pigdatmmates who provide variety in
your attacks. e.g. A Javazon + Trapsin team is gaspunter with stacked lightning
resists.

b) Gear selection

A lot of this is similar to FFA. It's always hard tounter all of your opponents, so
you'll have to make a compromise. In TD, your teates can help cover some of
your weaknesses or specialize in certain suppdl$.skor instance, if a teammate is a
Barb, you can put away your CTA switch and use $bimg more useful, like a
Demon Limb (for Enchant charges) or a Widowmakeuwid@&d Arrow). Discuss with
your teammates--squelch your opponents or use drdethe text to keep your
conversation secret from the other teams.

c) Coordinated attacks

If mobility and flexibility are the keys to successFFA, coordination is the key for
TD. Before you duel, you should quickly go overtwjtour teammates which Auras
to use, whom to target first, etc. And once thel diarts, your team should stick
together as much as possible to prevent the o#laen(s) from concentrating fire on
one member. Tanking hits for your team is gregbii can actually take the hits, but
it's difficult (especially among big teams) to tatfle entire enemy team. Don't stick
too close (unless you have a reason to do soaliBewazon resting inside an ally
Hammer field), though, or you might fall prey taearof-effect skills like Blizzard,
Chain Lightning and Poison Nova.

For those interested, here are a few videos of $éffdeand team duels from the SPF:
http://www.youtube.com/watch?v=RBGIUWF6WTI
http://www.youtube.com/watch?v=SzcdR1cnyPY
http://www.youtube.com/watch?v=JDRtepYzImo

5. FAQ

Why should | PvP?

Have you ever wondered if there’s more to the emdgaf D2 than MF runs and xp
runs? Wouldn't it be great if some of those awesderas you find when doing MF
runs that aren’t commonly used in PvM had a use? Bvquite different to PvM
gameplay in D2, and this is mainly caused by thfem@inces in damage and life. In
general characters have more damaging attacksoaret life than monsters, leading
to a change in build style. You're facing someorng\s constantly analysing the
situation and trying to find the best way to beatiycharacter, rather than monsters
obeying their programmed Al. If you're a competgigerson then it'll definitely help
to satisfy that urge. If you like optimising chaters then there’s an enormous amount
of room for that; there are also many other typgeslayer that PvP can be suited for.

Where should | check for PvP games?

The PvP thread in the MP subforum is where mostegaane posted. For tournaments
the games may be posted in the tournament threald it
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What are the common PvP acronyms and terms | shoulknow?

A lot of the terminology is similar to PvM play, bthere are a few additions, some of
the major terms used are:

FFA: Free for all. Last one left alive wins.

Stacking: Stacking resistance to one or severat@is over the maximum limit, in
order to account for any —enemy resist your oppneight have.

BM: Refers to “bad mannered” duelling. This terns laavery different meaning on
the SPF than on battle.net. On the SPF the BM areslesigned to prevent certain
skills and items from creating massive imbalancekta prevent negative play styles.
Desync: When a character becomes desynchronisedtifi® host server they are said
to be “desyncing”. Their location shown on the malb be inaccurate and they won't
show up on your screen in their actual locatioris Tommonly happens with fast
moving characters, such as charging paladins, amsazith large amounts of FRW,
and whirlwinding characters doing long whirls. Soéds, particularly

hammerdins, rely heavily on this, and predictingitlactual location is a big part of
countering them.

CP: Cold Plains

Why do people duel in the Blood Moor?

It's a place that everyone has access to, the mi@nate easy enough to clear, and it's
also a fairly open area, with a few obstacles &pkidaings interesting.

Can we duel elsewhere?

The Cold Plains is also used sometimes, mainly where are multiple 1v1 duels
occurring at the same time, and in a really busyeyéhe Stony Field might be used
too.

How important is FHR?

If you plan on never being hit then it’s irrelevalityou don’t have the reflexes of a
12 year old that's drunk a litre of Mountain Dewethit’ll vary according to your
build. Characters with slow hit recovery speedshsas human druids, necromancers
and sorceresses, are much more reliant on it thaset with fast speeds and
uninterruptible attacks, such as WW barbs and padadf you're facing a character
with an attack that stuns it becomes much more rtapt

How important is FRW?

If you have teleport then it’'s irrelevant. For naheporting builds you want as much
as possible though, mobility is one of the vitgbexds of a good PvP character, you
have to be able to dodge attacks and get in gositignts to deal damage from.

How important is max block?

This varies depending on the build. If you only éahort range attacks and low
mobility then it's much more important than withntp range attacks and high
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mobility. This is why a 200 FCR fireball sorc caa @ell without it, but a blizzard
sorc will struggle.

How much of a disadvantage will | be at if | don’tuse Teleport?

There’s no getting around the fact that telepora isuge help, but some builds are
more dependent on it than others. Paladins doffférsmuch due to having charge,
and an amazon'’s cast rate is too low to use it&¥iey. Sins also have BoS to help a
bit. Basically, if you have a speed enhancing skilecomes less noticeable. Try to
get an item with a good number of teleport chae# you're really worried about
it, you don’t need to spam it, but the occasioabkdgort can easily get you out of
trouble or into a good position.

How important is attack rating?

Anything that isn’'t a barb, paladin, or perhapsadiin wereform will generally not
have enough defence to worry you. Paladins carhreary high levels of defence
though, smiters can have well over 20k, and evennmerdins can get over 10k fairly
easily. As they'll almost certainly have max blogku want to get your AR as high as
possible against them, if necessary using the Amgehgs/amulet or Hsaru's
boots/belt.

How important is defence?

Unless you're using a paladin you're unlikely todi#e to reach a high enough value
to make yourself difficult to hit, especially aslfhaf the chance to hit is determined
by level differences. It just isn’t worth the sdices needed to reach the high defence
values that'll really help with most builds

How important are resists?

Very. There are more elemental damage charactars ghysical based characters
around, and a lot of the time their attacks alseehlaigher average damages. You
really should have at least 75 resist against wieatelements you're facing. This
isn’'t always possible against multiple opponentsutih, so try to focus on the most
damaging one.

How much resistance should | overstack against Colsorcs?

Cold sorcs designed for PvP will have CM maxed, mmgathey’ll easily be able to

reach over 200 —enemy resist, often approachingo266é facets are included. If you
get killed in 1 or 2 hits, it's definitely time tget out the Kira’s and Wizardspikes
socketed with resist jewels, but stacking that muesistance can badly hurt your
damage and speed. Stacking’s more important agblizziard than orb, due to the
reduced effectiveness of absorb when you havelifallsee the absorb section for
details).
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How much resistance should | overstack against Foplaladins?

It depends on your attack range. If you can séthdge them without getting in range
of conviction then you won’t need it nearly as lyadk a shorter ranged character.
Conviction has a cap of -150 enemy resist, soniteh easier to deal with than CM.

Lightning should also be ones of the elements yesists are very good against
anyway, so you might not be able to completely teeganviction, but even 50-100

extra resist will go a long way.

Should | have max resists for every duel?

Only if you need them. This is more complicatedri¥As, but in general you want to
aim to have at least 75 resistance against anyegleyou're facing.

What's the most effective build in terms of counteing the most opponents?

As always it depends. There is generally a groupudtls that could be considered to
be the most effective against the widest rangepmoaents, but they all still have
weaknesses. A bone necro will struggle with ES ssoacBvC will always lose to a

BvB, a hammerdin might not be able to get throughirad druid’s minion stack and

so on. One common feature of most of them is thair tmain attack either does
physical or magic damage; elemental builds areeralole to absorb.

What's a FFA?
Free for all. The last one left alive at the endswi
What's the best FFA character?

There isn’t one, the best FFA builds are generatlgs that can do very high damage
quickly, whilst also having mobility and being aliteeither take a lot of damage or
avoid it through having a longer range. Exampled®wfds like this are blizz sorcs,
hammerdins and smiters, though there are many more.

Should I make my character with team duelling in mhd or stick to a 1vl
mentality?

A lot of the normal games posted will end up bemgix of FFA and team duel
games, simply because it means there aren’t 4 pesiphding around the Rogue
Encampment all the time. It can be a good ideadisider team duelling when
making a character, though most of the tournamenés based more on a 1vl
structure.

What does “prebuff” mean?
Prebuffing normally refers to swapping an item gtipment before a duel to cast
something and then swapping back to the origirahitThe most common uses of

this are for boosting your ES level, or casting it from Demon Limb to increase
your AR. If you do this then bear n mind that yoigim be keeping people waiting,
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and no one likes to be stood around for 2 minutbBewyou swap in 10 lightning
skillers to get your ES up to level 40.

Can | use Thawing/Antidote potions to prebuff?

No

Can | use Mana potions during a duel?

Yes, provided you’re not also using ES.

What is the hardest attack to effectively counter®hy?

Anything that does magic damage will be very diffico counter effectively, simply
as there are no items that give enough of a dameayection against it to be useful.
The two main sources of magic damage in a PvP gamé¢he necromancer’s bone
spells and blessed hammers. Physical attacks csm k@ hard to counter as
percentage based damage reduction is capped at 50%.

How do | signify readiness?

Type “ready”, “r", “rdy”, or something along thodiees, and wait until everyone else
has done the same before starting.

Is PvP just the same as PK?

No, PK’ing normally refers to non-consensual plakiéing, PvP is used to particular
duelling games.

Are there common PvP events at the SPF?

There are tournaments every few months, as wathe$vP week Maxicek hosts a
couple of times a year. There are also fairly ragglames played, though over the
last few months there have been a lot less.

How much wealth is tied up in the average SP PvP’a&round here?

It varies enormously, some characters have multiits in their items, but some are
built mainly from Meph items. Stating an exact aggr is difficult, but most players
have been able to put together a CtA and a RW avith in.

What level is the average SP PvP’er?

Anything from level 85 upwards, getting into thes98 more important for AR
dependent builds than casters.
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How do | easily level my PvP’er?

If they're a build that struggles with PvM then theost convenient way is in MP
games. If you have an enchantress then that cantti@kn up to mid NM easily too,
or you can just rush them through to Hell yourself.

Which is the most important out of items, clvl, gearal duelling skill, and lag in
regard to consistently winning?

They're all important to some extent, though chimatevel is the least important
provided that it's reasonable. Ping affects somié&bumore than others, WW barbs
and WW sins suffer particularly badly, with anyttiaver about 120 being very hard
to play. Most builds can be played with pings oftad 70-200 before it becomes very
noticeable though. Unfortunately there isn’'t mublattcan be done about this; the
distances involved will always play a big factor ihe ping. In terms of the

importance of items compared to skill there is redirdte answer. You can beat
someone with much better items if there’s a redslengap in skill, but it also can’t

be denied that Enigma gives a big advantage. Iteai® less of a difference than you
might initially think, experience really will impx@ your skill, even if may not seem
like it the first few times you play.

How do | check my lag/ping in games?

Open the chat window and type “/fps”. For a moréaiked view you can also type
“/framerate”, though that one it isn’t really uskfexcept for taking up more space on
the screen

Should | collect ears? Do most people?

If you want to, most people don’t normally bothieouigh

What does “gg” mean? Why is it used?

GG stands for “good game”. It's used to signifytthayood duel just occurred, though
in SPF games it gets used after nearly all of them.

Is cheating a big factor in SP duels?

If you mean some of the hacks you find on battle.sech as auto-aim and farcast,
then no one uses them (and it'd be fairly obvidubey did). Unfortunately there’s
still the same issue as on the trade forums amdiatd MP games in terms of the item
legitimacy. Of course, you also can't be tainteciRvP game, so you don’t have to
worry too much about it most of the time.

Does my defence drop to zero when | run?
This is a common misconception, your defence doesap to zero when running, all

attacks will simply bypass the chance to hit fomuwou can still block, but your
block rate is cut to one third of its original valu
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What if my skill (i.e. Charge) breaks during a due?

If it's during the duel then you should finishiitst without it. If it breaks on death, as
charge often does, then simply leave and rejoirgémee. If you're the host and using
a skill that does break often, then it's often &etb host with a different character and
join with your main one in a second window.

What is the Anya bug? Can | do anything about it?

Basically, when you die you lose the resists ydufigen Malah for saving Anya, so
subtract 30 from all your resistances to get the tralue.

What other bugs should | know about?

Apart from the Charge and Anya bugs there are ong/or two other serious ones. If

you're using a barbarian Leap will very occasiopalteak, forcing you to leave and

rejoin. It's also possible to get stuck in the Redgtncampment when the entrance to
the Blood Moor faces SW, if you teleport betweeno tvof the pillars.

What should | do if I am consistently losing?

Try something different. Swap being defensive foraggressive strategy, find out
their builds weaknesses and exploit them, just tdeeep trying the same things and
expect it to change anything. Maybe your hotkeysladtde set up better to allow
faster skill switches. Check that you have enowggistances or DR to reduce their
damage to a reasonable level. It may just be Heat build perfectly counters yours,
in which case there isn’t much you can do about it.

What are the pros and cons of each character clasa regard to duelling?

Amazon — Slowest casting speeds, but can do high damdlyesewveral different
damage types

Assassin- MB is great against casters, claw block cankotything but only works
when stood still or attacking. They get a very ukgfinion in SM too.

Barbarian — One of the most item dependent classes, ansagjaite hard to play at
first, but is very good at dealing with a wide rarg builds and can reach very high
life totals

Druid — Slow hit recovery in human form, but minion &t&elps to make up for that.
Werewolves get the only poison attack that can #iilids in general will also tend to
have high life

Necromancer— Gets some high magic damage skills that areteféeat short and
long range. Like sorcs they suffer from low lifengpared to similarly equipped
character from other classes

Paladin — Builds for all ranges of wealth are possiblgyateling on the skills chosen.
They're able to get high resists and max blockiegy\easily and can also reach the
highest defence totals. They also get the best@leport mobility skill, in Charge.
They don’t get any minions though and almost alrtBkills are short range or melee
Sorceress- Fastest cast breakpoints (along with barbsy;, the also deal massive
amounts of elemental damage and are relatively ibgiependent. ES can mitigate
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their low life to some extent, but they have bekwerage hit recovery speeds and are
very vulnerable to absorb.

How active is the SP duelling scene? Are there relguis? Are they nice and open
to newcomers?

It tends to vary a lot, some weeks there’ll bewa mmes a week, others there might
only be one. During tournaments there are ofteers¢games a day. There is a group
of people who play regularly, though that also denfairly often. New players are
always welcome; it keeps things fresh to have nppoaents rather than the same
characters everyone’s seen before. | don’t knowgbee others, but if | know that
someone’s never duelled before I'll go easy on tlarfirst, only using some of my
more irritating tactics once they’'ve had a chamcgdt better. 1v1 or 2v2 also tends to
be the easiest way to learn too, there’s far mohsider in a FFA, both in terms of
item selection and what's going on once everytlang started.

Tell me why PvP is so great. Sell me on it.

You're awesome aren’t you? Don’t you want to prtvat you're awesome? It's more

fun than PvM and can provide a thrill you thougt# might have lost. Every game is
always different, even with the same players theyhtplay in a different style or be

better or worse than previously. Even outside tduanament the competitive aspect
can be an important factor to many people. It'stla@odimension to D2 that you

might just have not even considered before, PvPjisst for 133t battle.net players.

6. Conclusion

Hopefully this guide will serve as a good sourcenébrmation for both players who

are completely new to PvP, and those who have sxperience. People with a lot of
PvP experience might have picked something upapart from a glazing of the eyes
whilst reading this wall of text). The guide wastten to attempt to update Sint’s old
guide, which hopefully it has done. As | statedhat start | couldn’t write something
of this size on my own in any reasonable lengthirog, so I'd like to thank a few

people for their work, as well as a few others.

Thanks for everyone who helped write up a guiddherbuild guides section, and for
the FFA/teams write up, | don’t have a clue aboame of the builds written about, so
it wouldn’t have been possible to finish this othise. Thanks to Sint for the original
guide too, I'd never have written this if the otlgetide hadn’t already existed.

In addition to those I'm also grateful for the waqolt in by all the people in the Stats
forum, so much of the information on the mechawitthe game had to be worked
out, and even though some of this was done almaktcade ago it's still clearly

organised and relevant.

Finally I'll thank the SPF, it might feel like I'viéeen here forever, but there was a

time when | was worryingly similar to the averagstle.net player when | first found
the SPF, but everyone answered my obvious questieipdully. | was also new to
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PvP at one point, and even though most of the mdyem back then have moved on,
they're a big part of the reason that I'm still éer

| didn’t expect this guide to grow to such an enousisize when | started, and even
though a lot of the content is taken up by the dgluides, | hope the extra
information is useful.

Appendix

Links to other PvP guides

The links here are mainly aimed at battle.net,)qmeet to see high runes and perfect
items aplenty. They do however go into much moraitdéhan most of the guides
here. Obviously there are many more guides avaijdbis is just a short selection:

Liquid_Evil's Sidewinder (PJ, CS, GA zon):
http://forums.diii.net/showthread.php?t=346563

TienJe’s Hybridzon: http://forums.diii.net/showthdephp?t=573409
TienJe’s Ghost: http://forums.diabloii.net/showtdghp?t=573390
Ling’s BvC: http://forums.diii.net/showthread.php866078

Xombie’s Bone Necro: http://forums.diii.net/showehd.php?p=5308229
sweetalmond’s Wind Druid: http://forums.diii.netdsithread.php?t=681857
Dennis_KoreanGuy’'s 1v7 Hammerdin:
http://forums.diii.net/showthread.php?t=537153

Camden’s Smiter:_http://forums.diii.net/showthreudmgh?t=534560
mephiztophelez’s Guide to Fire sorcs:
http://forums.diii.net/showthread.php?t=705248

GM Rules

These rules aren’t really used anymore, but a @aptournaments have been based
on them, so they're included here for completeness.

Equipment Rules

* Bugged, hacked or duped items cannot be use@7ctafted items are included in
this category.

* All “1.07/1.08 vita” items like Arkaine’s ValorHarlequin’s Crest, Baranar’s Star
and Gerke’s Sanctuary are not allowed. The 1.0RX0 versions of these items are
acceptable, however.

* [tems with the “Slows Target by X%” modifier an®t allowed on physical-damage
attackers (for example, Cleglaw’s Claw or Blackh®fface). A caster character like
a Necromancer or Sorceress, however, can use RBlatkh-ace or other items with
the “Slows Target by X%" modifier if they want.

* [tems with the “Knockback” modifier are not alled on any character class. Skills
that provide a knockback effect (for example, Spiash, Charge or Leap Attack)
are still allowable.

* Total Life Replenish from items and skills comédhis limited to 25.
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* Poison damage is limited to 200 from items, payer. Poison damage from skills
(for example, Venom or Poison Nova) is allowedny amount.

* All duellers may use items that provide auraghwie exception of the “Doom”
runeword as it provides the Holy Freeze aura.

* Each character is only allowed to wear two sosir@e+max resist/absorb per
element. For poison, Poison Length Reduction gdaceunt as absorb. For
example, you may wear 2 Ravenfrosts or 1 Ravenfmdta Guardian Angel, but not
2 Ravenfrosts and a Guardian Angel. Items like Dewugod's Vigor with both +max
resist and absorb will count as both of your tworses for that element, so you may
not wear Thundergod's Vigor in conjunction with trew item that provides +max
resist lightning, +max resist all, or +lightningsaiob. Finally, putting points into the
paladin's passive resist skills will count as areewf +max resist.

* The Rising Sun amulet is not allowed on any chiaclass.

* Blackoak Luna is not allowed on any charactessla

Faster Run/Walk Restrictions

Maximum of 110% frw combined from skills, gear, afthrms. For example, a
Barbarian with 30% frw from Increased Speed carelmavmore than 80% frw from
gear and charms. The skills that give frw are FygReral Rage, Increased Speed,
Vigor, and Burst of Speed. If you're going to beagsany of these skills, plan your
frw accordingly.

Banned Skills

The following skills are not to be used at any stafja duel. They may have points
invested in them as a pre-requisite for highersgielts or for synergy benefits.

* Lifetap

* Amplify Damage

* Iron Maiden

* Bone Prison (Necromancer)

* Decrepify (Necromancer)

* Blessed Hammer and Concentration at the same(#alkadin)
* Holy Bolt (Paladin)

* Holy Freeze (Paladin)

* Blaze (Sorceress)

* Teleport (Sorceress)

These items may not be used in the form of cladls,si-skills granted by items,
charges, or chance to cast when striking.

Skill Restrictions
The following skills are capped or have limitatioegarding their use in duels.

* Bone Armour (Necromancer) - It cannot be castertban once per duel.
* Cyclone Armour (Druid) - It cannot be cast mohan once per duel.
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List of Abbreviations

BM — Refers to the more commonly used BM rules
BoS- Burst of Speed

CB — Crushing blow

CoS- Cloak of Shadows

CS — Critical strike or charged strike

DF - Dragon Flight

DS — Deadly strike

ES — Energy Shield

FBR — Faster block rate

FCR — Faster cast rate

FFA — Free for all duelling, last one left alivensi
FHR — Faster hit recovery

FoH — Fist of the Heavens

FPA — Frames per attack (1 second = 25 frames)
FRW — Faster Run/Walk

GM — Refers to the GM rules

IAS — Increased attack speed

IBS — Invisible bone spirit

IGA — Invisible guided arrow

KB — Knockback

LF — Lightning Fury

LS - Lightning Sentry

MB - Mind Blast

MS — Multishot

OW — Open wounds

PvP — Player vs. Player, as opposed to PvM (Pla/enonster)
Res - Resistance

SM - Shadow Master

TK — Telekinesis

VIT — Vindicator/Templar (Smite/FoH paladin)
WB — Weapon Block

WoF — Wake of Fire

WW — Whirlwind or Werewolf, depending on context

96



