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I. Introduction

Diablo II is the sequel to the great game Diablo. As you know if you played it, Diablo I takes place in (and under) the town of Tristram. At the end of that game the main character tries to stop Diablo by containing him inside himself. In Diablo II Diablo has taken over and is trying to free his two brothers: Baal and Mephisto. 

Let’s start with the character classes. First you’ve got the Amazon, people use all kinds of different styles of amazon, two of the most common are a bowazon or a Javazon. Next is the Necro. They raise minions to fight for them but they also have some useful curses and some projectile spells such as bone spear. After that we have my personal favorite, the Barb. They are the strongest class. They only to physical attacks, no magic (unless you count berserk and war cries). Sorceresses are great, they only use magic spells. They are one of the best classes. Last but not least is the Paladin. They usually engage in physical combat but the have magic, too. I’ll go into each character with more depth in each of their sections.

II. Amazon Strategies


There are two main ways to go with your amazon; javelins or bows. Of course, you could do both but I find it better to focus on one. I’ll start with the bowazon.


Bowazons are definitely powerful characters. This is a good choice for beginners because bowazons are no too hard to make (it was my first character). In the beginning just give a few points to the early bow skills, maybe even save some for later skills. Multiple shot is really nice for putting points on. These arrow skills should get you by until you can get better bow skills. And don’t forget to put some points on magic/passive skills. In later levels magic spells like valkyrie are great. Once you get up a little higher in level you should invest in skills like guided arrow, immolation arrow and Freeing arrow. A combo that works really nicely is freezing arrow and immolation arrow. Freeze the target with freezing arrow and then quickly hit him with immolation. The immolation will do damage when it hits but it also sets the ground on fire around the monster and since he’s frozen he won’t get out of the flames and will most likely die. Another bowazon strategy that is effective but cheap is having pierce and guided arrow. Then when you shoot a monster the arrow will hit him, go on through and since it is guided it will come back and go through again etc. it is kind of fun to do.


Javazons use their javelin skills. I haven’t really worked on a Javazon so I don’t have the full experience so I’m going from what I know.  Javelins are good because you can use them for melee or you can chuck ‘em at monsters for good damage. A good spell early on is poison javelin, it poisons the target and also leaves a trail of poison clouds for other monsters to get poisoned. Impale is ok for doing more damage. All of the lighting javelin skills are pretty good, fend is good for swarms. Plague javelin is just like poison except well, there’s more poison clouds.


There is also the option of a melee ‘zon, using a sword and shield, they are just average, nothing special. Stats should be put on dexterity so you can use those better bows. You don’t need that much on strength unless you’re a melee. Vitality should have good amount and mana too because all those bow and javelin skills cost mana. Also, always remember when your above lvl 30 to have a valkyrie by your side, they rock.

III. Necromancer Strategies


Necros are fun characters to make because you can let your minions do your dirty work. Starting out you shouldn’t waste your points on skeletons, get skeleton mastery instead to make your later skeleton mages stronger. As soon as you can get clay golem, get it. Then when you hit lvl 12 put a lot of points on skeleton mastery and skeletal mage. Mages are good to have some of but don’t waste too many points on them because later in hell mode they aren’t as great because the monsters are like 10 times stronger. Although since they are projectile they might be useful if  they do good damage. The main focus though is golems, they are just the best. Get blood golem as soon as  you hit lvl 18, they are kind of good. Iron golems are ok too but what the goal is, is Fire golems when you hit lvl 30. With a lot of  points on em they can kick major ass. Revive is an ok skill but not as good as fire golem. Remember in the earlier levels not to spend too many points on shitty summons, instead use them for the other two sections of skills, which brings me to my next part.


Poison and bone spells are very helpful. Bone armor is very nice, it absorbs damage taken. Corpse explosion is good for swarms; kill on and explode it and it deals damage to the surrounding creatures. Also it is good if you are annoyed at creatures getting revived. Just pop their corpse and no more reviving them. I wouldn’t waste any points on bone wall. Poison explosion is ok again for swarms but you should get poison nova later. Bone spear is a must, put a bunch of points on it and while your minions are fighting monsters just shoot bone spears in to do damage. Bone spirit is not a bad spell, it is homing so I suggest a few points on it.


Last but not least are curses. Amplify damage is ok in act 1 but then you get way better curses. Life tap is one of my favorites, when you attack a creature with life tap curse on you gain life for hitting him. And don’t forget iron maiden, one of my favorite curses also, this makes the creatures take whatever damage they deal out. Decrepify isn’t too great and lower resist is ok if your hitting them with elemental attacks (which you do with skeleton mages).


Stat wise your gonna want some mana for curses and bone skills. Strength is good for when you wanna go help out your minions, and vitality should have a bunch, as well as dexterity.

IV. Barbarian Strategies


Barbarians are by far my favorite class. They are strictly melee and have incredible strength. In the beginning you should choose a mastery and STICK WITH IT. Personally I chose sword mastery and now it is maxed so when I use a sword it does more than double the damage. Iron skin is a great skill, it can more than double your defense. Natural resistance is also pretty good because in hell mode, your gonna need it. Then when you hit lvl 30, it’s whirlwind time. This skill dominates, I currently have 18 skill points on it and it kicks ass. Swarms are no longer a problem, I just ww through and then go through again, and again until they’re all dead. Berserk is an ok skill to put a few points on, too.


War cries in my opinion are nothing special, I don’t really waste too much time on them. Maybe one or 2 points on a few that look good. You decide what cries you like. Although find potion can be helpful if you don’t want to go back to town to buy more. 


A great strategy that I use since barbs don’t exactly have a lot of mana is I have a sword with mana leech so when I ww through some enemies I hit them so much that my mana fills right back up and then I can ww through again etc. This strategy is especially useful on cow lvl.


Stats should go mostly to strength. Good dexterity is essential too for using good swords. Vitality should have plenty because you need life if you’re a melee fighter. Just put a little on mana so you can use ww and the other mana requiring skills. I didn’t write as much on barbs but I still think they’re the best choice.

V. Sorceress Strategies

Sorceresses are possibly the most powerful characters in the game and definitely the best for duels. Warmth is a must have for all sorceresses. Your gonna need a bunch of points on it too. I’ll talk about each type of magic and then you can decide which type(s) you want your sorceress to specialize in.


First off is fire spells. Firebolt is just your basic lvl 1 skill but once you have access to infero, get it. I wouldn’t waste my time on blaze, I go straight to fire wall. I can’t stress enough how good firewall is, not many monsters can walk through a high-level firewall and life. Of course, a few points on fireball can’t hurt either. Enchant is definitely not that great but one point should be good. Meteor is great for swarms and slow moving enemies but that’s about it. Hydras are just great, too bad they have to stay in one place. Fire mastery is definitely a must. It just basically makes your fire spells stronger.


Ice is a very strong element to choose. Ice bolt deserves 1 point just to get you to lvl 6 when you get ice blast. This spell is just great, the third best ice skill behind blizzard and frozen orb. I max out this skill every time I make an ice sorc. When maxed it does 255 damage for 1 ice blast and costs just 15 mana. Glacial spike doesn’t come close to that much damage and costs even more mana. All of the frozen armors are ok but you shouldn’t waste too many points on them. Blizzard is a great spell to put points on until lvl 30 when you get frozen orb. This move is just phenomenal. Frankly, it kicks ass. Again, ice mastery is nice also.


Lightning is an ok choice. Fire and ice are both better though. There is just one lightning skill that is good and that is static field this skill is THE BEST for fighting bosses. No other skill even comes close in a boss fight. Even if you just put 1 point, it is still the best boss fighting skill in the game. Just run up to a boss and use it over and over and his life will be almost gone in seconds, then just finish him off with another skill and he’s gone. This skill works on all bosses, even Diablo. Telekinesis is worthless. Nova is another good lighting spell. If you’re a lightning sorc, put a lot of points on this. Lightning is ok. Chain lighting is pretty good because one can hit multiple enemies. Teleport is alright. Thunder storm is not bad either and of course, there is lightning mastery.


I find it best to be one main element and maybe go into another type a little bit. But no matter what type you are, you need tons of mana. Most of your attribute points should go here. You don’t need too much vitality because you don’t do melee but some is good so you don’t die from one little hit. Dexterity is not really needed at all. Strength is good so you can wear better armor. For a weapon I suggest either the classic sword and shield or a good staff that gives + to some of your skills.

VI. Game Guide

ACT 1

wp locations:

Cold Plains


Outer Cloister

Stony Field


Jail Level 1

Dark Wood

Inner Cloister

Black Marsh

Catacombs Level 2

Quest 1: The Den of Evil

Talk to Akara to get this quest. She’ll tell you to cleanse the den of evil. Just go out into the blood more and follow the trail to the cave. The trail forks at one point so if you see Flavie on the map, take the other fork. I suggest that before you go into the den you get up to level 2 or 3. 

Once inside just kill every monster there. When there is on 5 left, it will count down in the quest log. Be sure to thoroughly check every area for monsters because a lot of times a fallen will run off and hide in some corner and you can’t complete the quest until you find and kill him. Once it’s clear you will see beams of light shine in the den, then just go back to camp and get your reward from Akara. It is 1 skill point.

Quest 2: Sisters’ burial grounds


Get this quest from Kashya. Your quest is to find and kill blood raven. She is located in the burial grounds. To get there, just follow the trail from blood moor to the cold plains, then continue on the trail to the burial grounds. The road forks again so if you see that you went to stony field, go back and take the other fork to burial grounds. 


Once there go inside the gates and kill blood raven, she’s the red one shooting arrows at you in case you couldn’t tell. Watch out though she is surrounded by zombies and skeletons so avoid them and go for her. When she dies, all her minions die too. Your reward from Kashya back at camp is that you can hire rogues and you get a free one.

Quest 3: Search for Cain


You get this quest from Akara. First, go to stony field and look for the underground passage. When you find it, take it to the dark wood. In the dark wood look for the tree of infuss, watch out though, it is guarded by 3 brutes, one of them a unique by the name of treehead woodfist. When you find the tree click it and a scroll will come out. Take it to Akara and she will translate it. Then go to stony field and look for the cairn stones (the 5 tall ones guarded by rakanishu). Open the scroll and activate the stones in the order shown. When stones are activated a red portal will open leading to Tristram.


In Tristram (yes Tristram from Diablo I) find Deckard Cain, he is in a cage by the fountain In the middle of town. After you release him you can leave right away but I suggest staying and killing all the monsters, it gives good exp. If you stay and fight, you’ll encounter griswold.(the blacksmith in Diablo I) but he is corrupted and you have to kill him. Also near the back of Tristram there is poor dead wirt, click him to get some gold as well as his leg (you need I later, way later).


Return to camp for your reward of a ring from Akara. Also, Cain will now identify items for you at no charge.

Quest 4: The Forgotten Tower


Reading the moldy tome in stony field activates this quest. Then look for the black marsh (connected to dark wood) and look for the castle. Go down to the 5th floor and kill the countess. She casts firewalls and has lots of minions but is still pretty easy. Once dead, open the chest for lot’s of gold and items.

Quest 5: Tools of the Trade

You get this quest from Charsi. She needs you to get her the horadric malus. It is located in the Barracks. To get there, go from black marsh to tamoe highlands. There, look for the monastery gate and go in. Continue to the outer cloister (get the wp too) and look for the entrance to the barracks. Once inside look for the smith and kill him. Look in the room he was in and the malus will be there. Pick it up and bring it to Charsi. Your reward is that she’ll imbue something (make a normal item magical or rare). I suggest that you wait until later to imbue because you’ll get something even better.

Quest 6: Sisters to the Slaughter


Take the jail (entrance to jail in barracks) to the inner cloister. From there go to the Cathedral and down to the catacombs. Keep going down until you get to lvl 4 where the boss of act 1 is: Andariel.


I suggest taking out all the monsters in the room with the blood pool first, then go into her room but stay away from her and clear out those monsters then go 1 on 1 with her. She isn’t too difficult but you might want to keep a few antidote potions handy.

When she is dead talk to Warriv in camp and he’ll take you east to act 2.

ACT 2

wp locations:




Sewers lvl 2

Lost City







Dry Hills


Palace Cellar




Halls of the Dead
Arcane Sanctuary




Far Oasis


Canyon of the Magi

Quest 1: Radament’s Lair


Quest 1 is relatively easy. Talk to Atma to get it. Just go in the trap door near the top left of Lut Gholein. It will take you to the sewers lvl 1. Just look for stairs and keep going down to the sewers lvl 3. On lvl 3 you will find Radament. He raises a lot of skeletons and skeleton mages but if you just go for him without worrying too much about his minions you’ll do fine. His moves are a swipe, a kind of dark bolt, and a breath of poison (same movies as the mummies in this act except stronger). Once he dies he drops a book of skill (gives 1 skill point) and you can open the chest and get the horadric scroll. Show this to Cain to get quest 2.

Quest 2: The Horadric Staff


This quest is activated by showing the horadric scroll to Cain. This is the longest but not necessarily hardest quest of act 2. First you need to go through the rocky waste to the dry hills. Once there, look for the halls of the dead and go down to level 3 where you will find a room with a lot of enemies as well as Bloodwitch the wild. She is the unique guarding the horadric cube. Kill her and the monsters, grab the cube and head back to town.


Next is the shaft. Go past the dry hills to the far oasis where you will find the maggot lair. This is a very annoying level because of all the narrow passageways. Get down to level 3 and kill Coldworm the burrower. When he’s dead open the chest and grab the staff of kings. 


To get the headpiece go past the far oasis (I hope you’ve been getting the waypoints) to the lost city, from there head to the claw viper temple in the valley of snakes. Go down to lvl 2 and kill the unique claw viper guarding there as well as his friends. Open up the box in the middle of the room and grab the amulet. Now head back to town, put the staff and amulet in the cube and press transmute. Viola! Horadric staff. This will be used later in the boss fight for act 2.

Quest 3: The Tainted Sun


Quest 3 is completed while you are doing the horadric staff quest. After your first time in the lost city, go to Lut Gholein and talk to Drognan, he’ll give you the quest. It is completed when you get the headpiece for the staff.

Quest 4: The Arcane Sanctuary


This quest is activate by talking to Jerhyn and then Drognan. Go into the palace, head down until you find the portal to the arcane sanctuary. Once there be sure to get the wp. Look around the whole place for the Summoner. He is dressed in blue and gold with a funky hat. Kill him and read the journal near him. A portal will open to the canyon of the magi. 

Quest 5: The Summoner


Quest 5 and 4 go together. This quest is just to kill the Summoner.

Quest 6: The Seven Tombs


If you check your quest log, under this quest it will show a symbol. This symbol tells what tomb is the true tomb of Tal Rasha. Each tomb entrance in the canyon of the magi has a symbol by it, simply go into the one that has the symbol in your quest log. Once inside, search for the orifice. Get out your horadric staff and put it in the orifice. Once in, it will blast a hole in the wall leading to Duriel, the boss of act 2.


There are mixed reactions about Duriel. Some say he is the hardest boss, some say he’s easy. I personally think he is easy as pie. Just stay close to him, if you go far away, he’ll charge at you and ram you which does a bunch of damage. I heard one strategy that says if you go up the slope in the bottom left of the area he won’t climb up after you and since he doesn’t have a projectile attack you can attack with your projectiles while he sits there. (Good for sorceresses and non-melee zons). I haven’t tried this strategy yet, though so I’m not sure it works.


Once he is dead take the passage that is now open in the bottom left. At the end is Tyreal, he’ll open a tp for you. Once back in town, talk to Jerhyn and then talk to Meshif. Meshif will now offer to take you to Act 3.

ACT 3

wp locations:





Spider Forest
Kurast Bazaar





Great Marsh
Upper Kurast





Flayer Jungle
Travincal





Lower Kurast
Durance of Hate

Quest 1: The Golden Bird


Go into spider forest and after you kill a unique, look for the jade figurine he drops. Go talk to Cain then go talk to Meshif who will give you a golden bird for it. Talk to cain again who will tell you to take it to Alkor. Give it to Alkor then come back and he’ll give you a potion that raises your max life by 20.

Quest 2: Blade of Old Religion 


Talk to Hratli to activate this quest. The gibdin blade is in the flayer jungle. When you find it, take it to Ormus who will give you a free rare ring.

Quest 3: Khalim’s Will


This is the long quest of act 3. You need to find all the parts of Khalim and transmute them together. His eye is found in the spider cavern in the spider forest. Go past spider forest, through great marsh to flayer jungle. Go into the flayer dungeon to find his brain. For his heart, go past flayer jungle to lower kurast, then keep going to the kurast bazaar. Find a sewer entrance and once inside, look for a lever that opens the way to sewers lvl 2. In lvl 2 is his heart.


Last is his flail, you get it in travincal,(kurast bazaar to upper kurast to travincal) once inside, look for the high council, kill the uniques and you’ll get the flail. Transmute all of his parts in it and you’ll get Khalims will(it is a flail).

Quest 4: Lam Esen’s Tome


Alkor activates this quest. The tome is located in 1 of the temples in Kurast. Two of the temples are in kurast bazaar, two are in upper kurast, and two are in kurast causeway(connected to upper kurast). Once you have the tome, give it to Alkor and he’ll give you 5 attribute points.

Quest 5: The Blackened Temple


This quest is completed by killing all of the council members In the travincal. Once you kill them all, you will have access to the compelling orb. Smash it with Khalims will to open the way to the durance of hate.

Quest 6: The Guardian


This quest is given by Ormus. You have to kill Mephisto on level 3 of the durance of hate. Once you get to level 3 (wp on lvl 2) you have to kill more council members as well as a bunch of blood lords. Once they are dead head to Mephisto.


Mephisto is no an especially hard boss if you fight him right.  If you try to attack him from afar he hits you with his lightning attack which hurts a lot. You should definitely stay close to him so he’ll use his physical attack, which is weak. He also emits a poison cloud but that shouldn’t be too much of a worry. Once he’s dead grab the good items he drops and a soulstone. Then head to the big red portal(you might have to wait a few seconds until the bone bridge pops up). The portal takes you to act 4 where Diablo is.

ACT 4

wp locations:

City of the Damned

River of Flame

Quest 1: The Fallen Angel


You get this quest from Tyreal. Go through the outer steppes to the plains of despair. There you will find Izual(the blue and gold guy with wings). He uses melee attacks and sometimes frost nova. When he dies go back to Tyreal for a reward of 2 skill points.

Quest 2: The Hellforge


Go past plains of despair to the city of the damned, there, there is are stairs leading to the river of flame. Activate the wp and head left down the river until you meet Hephasto the armorer. He looks just like the smith and when you kill him he drops the hellforge hammer. Go take out the monsters there and then place mephisto's soulstone on the hellforge. Use the hammer to smash it and a bunch of good gems will come out including a perfect or two.

Quest 3: Terror’s End


Tyreal gives you this quest too. Go to river of flame but this time head right until you get to the Chaos Sanctuary. Once inside there are a bunch of storm casters, venom lords, and abyss knights. Go activate the seals located in the sanctuary. After activating a pair of seals (or the lone seal) a unique monster will come out with lots of minions. The three uniques are: Lord DeSeis, Infector of Souls, and the Grand Vizier of Chaos. Once all three of them are dead, Diablo comes out to play.


He uses all 3 elements, a fire ring, an ice hit, and a kind of red lightning. The red lightning is the most dangerous move so when he does it, get away. Keep a tp near bye but out of his range or he’ll just put a bone prison around it. If you are above level 25 he shouldn’t be too hard. When he dies he drops good items so be sure to grab them.


When he dies you have 90 seconds until the game ends. Once the time runs out you have beaten the game, congrats! You also get a title before your name (if your name is barbman it will become sir barbman).


Now that you’ve beaten the game on normal mode it’s time for nightmare and then hell modes. I hope this guide helped you!

VII. Contact Info


This guide was last updated April 24, 2002


Questions, comments, or suggestions? Fell free to e-mail me at:


Cdlc2k@hotmail.com or at susannahroff@cox.net 

