BATTLE FOR ELEMENTS

Ver 1.23  (for LOD 1.10 patch)

First of all, excuse me for my bad English (I still work in this direction (). Second, it is my first mod (there will be also others, I promise), so, please, do not judge me too strictly. Happy gaming…
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True Mage of Equilibrium (mailto:truemage22@yahoo.com) October 2004 –November 2005

I invite all to Mod Forum at Phrozen Keep:  http://phrozenkeep.it-point.com/forum/viewforum.php?f=142
Or to my own Mod Forum: http://forums.cjb.net/bfe.html
Visit my site:  http://www.battle-for-elements.cjb.net/
P.S. CAUTION! Difficulty of Mod is increased in comparison with vanilla Lord of Destruction (.
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How to install

· Unzip bfe123.zip to root folder of Diablo2 with full paths and replacing of files.

· Go to "BFE" folder and run "LaunchBFE.vbs".

To recovery from crash (I very much hope that it do not happen () just run "RecoveryFromCrash.vbs".

Versions History

1.23:

Global changes:

- Unfortunately, there is still a bunch of people who died more than 100 times (, so Talisman gives +100 to Luck and +150 to Endurance (As I can see, average players dies 50 times for early stages of mod (). You need to reroll Your Favorite Talisman again for these changes. Please, use following recipe:


Your Favorite Talisman + key = Rerolled Your Favorite Talisman.

New:

- PlugY 7.00 is applied. (Great Thanks to Yohann).

- New Tristram map (Thanks to Onyx for his plugin).

- Mystery Potions that give Vitality and Energy are give maximum HP, maximum stamina, and maximum mana also.

- Mercenaries are improved again. List of changes:


They are level-ups faster.


Now they can use the additional types of weapon.



Act 1 mercenary: spear, crossbow, throwing potions, throwing knife, and javelin.



Act 2 mercenary: scepter, club, sword, hammer, and mace.



Act 3 mercenary: staff.



Act 5 mercenary: axe, club, hammer, polearm, mace, and throwing axe.


All mercenaries also can use shields with one-handed weapon. Please, remember that graphic of mercenaries is always displays with native weapon.

- 30 new ring images are added.

- 30 new amulet images are added.

- To prevent using of too many of high-level elemental fragments, Universum Control Center now can be socketed in amulets only, and Space-Time, Antimateria, Harmony, Evolution Pinnacle, Roman's Big Bang, and Svetlana's Nirvana can be socketed in rings only.

- Strength and Dexterity requirements for assassin's exotic weapon are reduced.

- Three new monsters: Greater Air, Fire, and Earth Elementals (Thanks to Mouse and Alkalund for their tokens). Avatars are changed as well.

- I changed the way Ancient Containers spawns. Now they are divided into three qualities (Normal, Nightmare, Hell). And there is less magic and rare items from Containers.

- I revealed blood recipes for torso armor (see Cube Recipes section in Battle for Elements.doc).

- New conception: Runescripts. Remember that You cannot to carry more than one instance of each runescript.

- Some small fixes and balancing.

Bug fixes:

- Game crash during attempts to create second copy of any Malah's Charm that character have in inventory is fixed.

- Summoning Charms with Decoy, Shadow Warrior and Shadow Master were removed as well as Aura Charm with Prayer.

- Bug with different values of skill level on Summoning Charms and on skill's icon is fixed.

- Script bug with old instances of PlugY or D2Mod in Diablo 2 root folder is fixed (Remember that if You manually edited "LaunchBFE.vbs", then You'll need to make these changes again).

1.22:

Global changes:

- Many players reported that 3 skill points per level is too many. So character gains 2 skill points per level again.

!!! Please, note that character loses 1 point of Endurance for each character's death and 10 points of Luck for each opening of Ancient Container with only key. So if Your character have strange skills behavior (like decreasing of cold resistance with Cold Resist aura), then go to fourth page of character's statistics window and check Luck and Endurance values, probably one or both are negative. It is not bug. Try to not allow these statistics to reach 0 or negative values. (
New:

- PlugY 6.01b is applied. (Great Thanks to Yohann !!!)

- Throwing knives, throwing axes and javelins are socketable now.

- Bodyguards for Diablo (Golden Valkyrie request). ;)

- Recipes for Monsters’ Blood were added (see Cube Recipes section in Battle for Elements.doc). More Blood recipes will be in next versions of mod. ;)

- Rising of Luck and Endurance is added in possible effects of Mystery Potions.

- The method of opening of Ancient Containers and the Luck penalty have changed.

- Other balancing changes.

Bug fixes:

- Bug with length of potions' effect while character has negative Luck was fixed.

- I removed Shaman mercenary from Act1 because it is bugged at now.

- Bug with absent Luck and Endurance stats for mercenaries (broken mercenaries' skills) was fixed.

- Bug with absent Luck and Endurance stats for monsters (broken monsters' skills) was fixed.

- Bug because of which you could shoot and cast spells through walls in Nihlatak's Temple Entrance was corrected.
1.21:

Note:

- For proper work of this Upgrade Pack You need to reroll Your Favorite Talisman. Please, use following recipe:


Your Favorite Talisman + key = Rerolled Your Favorite Talisman.

New:

- New "Luck" and "Endurance" character' statistics are more integrated in game now. These two statistics affects to many aspects of game such as skills, weight of armor, duration of potions' effects, etc. CAUTION: Try to not allow these characteristics to fall up to 0. It will make most of Your skills useless. (
- New item type: "Ancient Container" (You can to obtain this item from monsters only). Please, note that You have two ways to open it. ;)

- Some minor changes.

Bug fixes:

- CRITICAL BUG with cube recipes was fixed

- I returned occasionally deleted Death Counter.

- Bug with attempts to pierce fewer sockets in an item than it has was fixed.

1.20:

Global changes:

- Now You need to run mod with VB script (LaunchBFE.vbs) instead of shortcut.

- Maximum character level is 99 again. ( It must to correct such bugs as too high required levels on items etc... So characters from previous versions of mod are not compatible with version 1.20. Sorry for this. (
- Two new character's statistics: Luck and Endurance. These statistics poorly influence game while (, but it will be more integrated later.

- Stat points per level: 10. Skill points per level: 3.

New:

- New properties for some monsters, such as lightning thorns, open wounds, or great raised Attack Rating during night. See descriptions on monsters in game.

- Now You may to turn on/off some of torches and braziers in game (useful in dark areas such as caves).

- Air Perturbators in Plane of Air are cause perturbations now (Devoted to Alan D. Foster ().

- Akara's Rescue Cain Quest reward is changed for Hell difficulty. Two set rings and two unique rings at now. 

- Cows, those that on two legs (, in Moo Moo Farm, may to reduce or even to ignore Your Armor Class.

- Drop of runes is improved.

- I raised damages on shields for Paladin and on boots for Assassin. So You may to try appropriate skills.

- Many of unique items are improved.

- New concept for unique items: Weapons of God (Mjollnir, Hela's Scythe, Gungnir, Mimming, Stormbringer - based on Sorgeon's idea). This weapon slightly differs from other unique items. (
- New area (Lair of Fenris) with new monsters.

- Two ways to improve Charms of Aura, Cry, Curse, and Summon (see Cube Recipes section).

- Rings of Wonder have set modifiers now (green color of modifier)! Each ring is tied with another one, find the pair and get set bonus.

- Some minor changes.

Bug fixes:

- Game crash with unique class-oriented amulets' recipes is removed.

1.11:

New:

- PlugY 5.06 is applied. (Great Thanks to Yohann !!!)

- Are You ever knew that different armors slow down speed of your moving and drain stamina in a different degree? ( Looks to "Slows Your movement rate (in %):" on armor!

- Speed of common arrows and bolts is increased.

- New modifiers for weapon (based on Angramarcal's idea ().

- Alkor's Potion of Life (Jade Figurine quest) is not useable anymore. Instead mix this with any magic jewel and get 2 random Mystery Potions.

- Caution! Lesser Cows at Moo Moo Farm are explodes when die now (
- For technical reasons I have moved all books which opens the recipes for Elemental Planes Portals to towns.

- Parts of Morphing Amulets are animated.

- As an outputs of extractors' recipes are not jewels anymore, I reduced quantity of magic jewels needed to craft rare jewel and quantity of rare jewels needed to craft crafted jewel (see Cube Recipes section).

- Necromancer's wand may be spawned with "+X to Necromancer's Skilltab" now.

- Now You may to remove morphing state from Amulets of Morphing (see Cube Recipes section) to make it more useful than just fun. ( 

- Rings of Wonder are improved.

- New animation for Horadric Cube. (
- Some minor changes.

Bug fixes:

- Bug with missed quantity on Javelins is corrected.

- Bug with quest drop of Akara, Qual-Kehk, Hell Forge and Andariel is corrected.

- Game crash in Burial Grounds is removed.

- Waypoint is removed from Moo Moo Farm.

- Missed weapon's types in item's descriptions are restored.

- Ring of R.I.P. crash is removed.
1.1:

- PlugY 5.05 is applied. (Great Thanks to Yohann !!!)

- Havvoric's Socketing rejection plugin for D2Mod System is applied (Thanks to Havvoric and SVR!).

- System of extracting magic from items is reworked! Please, read Extractors recipes.

- Also I reworked system of spawning of magical properties on items. So no more "+X% Enhanced Damage" on armor. :)

- Dark Amazons are displaced from Blood Moor.

- Mercenaries are improved. Staring HP is raised by 100%. Starting Defense, Attack Rating and primary stats are raised by 50%. HP/lvl, Def/lvl, AR/lvl, Str/lvl, Dex/lvl are raised by 50%.

- New mercenary in Act 1. Shaman.

- Graveyard replaced. There is now plug-in by Joel (Thanks to him!).

- Are You ever knew that the different weapon may hit from different distance? :) Looks to "Additional Reach:" on weapon!

- Havvoric's Quest Drop plugin for D2Mod System is applied (Thanks to Havvoric and SVR!). So some quest drops are improved:


Akara (Rescue of Cain quest) at Normal: 

2 rare rings.


Akara (Rescue of Cain quest) at Nightmare: 
2 unique rings.


Akara (Rescue of Cain quest) at Hell: 

2 set rings.


Qual-Kehk (Rescue Soldiers quest):

5 random runes (higher difficulty - higher level of runes).


Hell Forge quest:



random rune and gems.


Andariel quest:




random misc items.

- Some unique weapons added (Exotic blades).

- New graphic for Mystery Potion (animated - cool :))!

- Bug with Books of Portal to Elemental Plane is corrected. Now You may have identical books. 

- Some minor changes.
1.05:

- Duriel's quest bug is corrected! Great thanks to Myhrginoc who has executed necessary editing of a game code! (
- PlugY 5.04 is applied. (Great Thanks to Yohann !!!)

- RicFaith's ItemDesc plugin for D2Mod System is applied (Thanks to RicFaith and SVR!).

- New weapon type: Exotic Blade (Assassins only).

- New items' properties are added.

- Havvoric's SetStat plugin for D2Mod System is applied (Thanks to Havvoric and SVR!). Some of cube recipes may to grant maximum HP for You and even stat and skill points.

- Some minor changes.

1.04:

- PlugY 5.03 is applied. (Great Thanks to Yohann !!!)

- Two new sets (Barbaric Aspirations and Amazonite Nightmare) are added as well as appropriate charms.

- Malah's Scroll bug is removed. This scroll is not useable anymore. Use this in recipes instead.

- Void issue in Elemental Plane of Air is corrected.

- Talonrage Hireling Plugin is applied (Thank You, Talonrage!). So hirelings now stronger...

- Healing and Mana Potions restores percentage of Your maximum HP and Mana (Thanks to RicFaith for his tutorial).

- Populations of levels are more various now.

- RicFaith's Waypoints plugin for D2Mod System is applied (Thanks to Ric and SVR!). Few one-way-points are added.
- One new monster (Power Lich) is added (Well, actually two monsters, but second not so obvious (). Thanks to Incandescent One for his King Leoric plugin.

- Some minor changes.

- This file is corrected (Malah’s charms recipes).

1.03:

- Incredible values of monsters' block factor in hell are reduced.

- Sorceress' Cold Mastery now works as Fire Mastery.

- Golem Mastery walk/run display bug is corrected.

- Skills of Diabloclone are tweaked.

- Crafted Extractor is added.

- Map problems (excluding wall transparency) in Monastery Entrance, Andariel's Lair and Cathedral are repaired.

- This file is corrected (crafted extractor).

- Blizzard's Cleansing skill bug is corrected.

- Havvoric's Inscribe plugin for SVR's D2Mod System is applied. (Thanks to SVR and Havvoric).
- Havvoric's Signed Spell plugin for SVR's D2Mod System is applied. (Thanks to SVR and Havvoric). Attention! Effects of some Mystery Potions are changed! So You'll need to figure out this again. (
- One new set (Fess' Marching Clothes) is added as well as appropriate charm.

1.02:
- The run away Avatar of Water in Act3 Plane of Water is returned on his place.

- PlugY Shared Stash feature is disabled.

- Level requirements on Elements are added.

- For some strange reasons I used corrupted skills.txt. Sorry for this :(. It is corrected.

- Corrected Griswold position in Tristram, so he cannot more to spawn in dead gap near stonewall.

- This file is corrected (some wrong recipes, order of runes is added).

1.01:

- Some of NPS's monologues are slowed.

- Bug with wrong PlugY installation is removed.

- Antidote, Stamina and Thawing potions are removed from vendors (It is better not use those).

- Cost of Set Diamond Needle is increased.

General Information

Storyline:
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Talk with Deckard Cain and Tyrael (. Well, it is more attempts to create a storyline, than storyline itself. My English is really bad... (
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Key positions:

· Act 1 Cain’s monologue after You rescued him.

· Act 4 Tyrael’s monologue after You killed Diablo.

· Act 5 Cain’s Introduction.

Characters:
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Resistance penalties are increased: 0 for Normal, -200 for Nightmare and –500 for Hell.
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Two new character’s statistics: Luck and Endurance.
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Run/walk speed of characters is increased by 1.5 times as well as speed of arrows/bolts, spells etc.
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10 stat points per level, 3 skill points per level (with PlugY).
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No experience lost on death (despite of game’s message).
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Start with Horadric Cube.
Skills:
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Minor changes only.
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Some overlays are added.
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Max level of skills is 40.
Monsters:
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Run/walk speed of monsters is increased by 1.5 times.
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Strength of monsters is increased by various ways.
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Some new monsters are added.
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Some new unique monsters are added (for example: Sister of Countess and Cow Queen).

Areas:
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New areas are added.

[image: image18.png]



Some old objects are added to another areas. I like evil urns, so evil urns is everywhere now!
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Duration of shrines’ effect is increased. Time of shrines’ refreshing is decreased.
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Following plug-ins are used (great thanks to authors!):

· Act 1:

· Fog Theme by Joel

· Town by Demon666

· Tristram by Black Heart (changed)

· Graveyard by Joel

· Cow Level by Volf (changed)

· Inner Cloister by Andiamo (changed)

· Catacombs level 4 by Lord Drekas (changed)

· Tower Chamber by Joel

· Cathedral by Andiamo
· Act 2:

· Duriel’s Lair by Deathfile (changed)

· Arcane Sanctuary by Joel & Red Havoc (changed)

· Claw Viper Temple level 2 by Onyx (changed)

· Act 3:

· Town by Urban Legendary

I’m sure that I used another plug-ins, but I can’t remember which. (  So, if You have identified your work, then please, e-mail me.

Items:
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Size of stack for keys is increased (200) as well as size of stack for identify / town portal tomes (100).
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Color of items’ names is changed for the best distinction on ground.
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Gfx of some armor is changed.
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All wearable items are socketable now including rings and amulets and excluding charms. The quantity of sockets in items is increased. Maximum number of sockets in item is < Item’s Height X Item’s Weight >, but no more than 6.
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Gambling is boosted.
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Properties and appearance of runes is reworked. New runes are added including class-oriented. Probabilities of drop are boosted.
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Properties of gems are boosted. New gem is added (Elemental Gem).
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New items are added (see below in Cube Recipes).
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New magic properties are added.
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Arrows and bolts can be spawn as magic and rare.
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New auto properties are added on items.
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New qualities of items are added (item still non-magical).
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New unique items are added including unique rings and amulets.
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Properties of set items as well as sets are boosted. 
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Runewords is reworked (see below) excluding Ancient Pledge (Wyn+Hagal+Gyfu).

Plug-ins and Add-ons:
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PlugY 6.01b (great thanks to Yohann mailto:ynicolas@worldonline.fr for his wonderful plug-in!).
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D2Mod 1.02 (great thanks to SVR mailto:svr@d2mods.com for his amazing plug-in!)

I practically am sure, that I have forgotten many features, so simply play with it (.

Cube Recipes

Here I present all recipes that are in game, both original LOD recipes and mine own, excepting those that You will find yourself.

Basic recipes

	input1
	input2
	input3
	output

	3 health potions
	3 mana potions
	1 standard gem
	full rejuvenate potion

	3 health potions
	3 mana potions
	1 chipped gem
	rejuvenate potion

	3 same healing potions
	healing potion of next grade

	3 same mana potions
	mana potion of next grade

	3 rejuvenate potion
	full rejuvenate potion


	3 magic jewels
	rare jewel

	3 rare jewels
	crafted jewel

	10 magic rings
	rare ring

	10 magic amulets
	rare amulet

	10 rare rings
	unique ring

	10 rare amulets
	unique amulet

	6 magic charms
	rare charm


	6 rare charms
	magic jewel
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special rare charm

	Those special rare charms can be Cry Charms, Curse Charms, Aura Charms or Summon Charms.
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 3 Charms of Aura
	magic jewel
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 Charm of Aura with aura’s level higher than on input charm.
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 3 Charms of Curse
	magic jewel
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 Charm of Curse with curse’s level and chance to cast higher than on input charm.

	[image: image46.png]


 3 Charms of Cry
	magic jewel
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 Charm of Cry with cry’s level and chance to cast higher than on input charm.
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 3 Charms of Summon
	magic jewel
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 Charm of Summon with summon’s level and number of charges higher than on input charm.
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 Charm of Aura
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 Charm of Curse
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 Charm of Cry
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 Charm of Summon
	magic jewel
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 Mixed Charm with properties of Aura Charm


	Mixed Charm with properties of Aura Charm
	magic jewel
	Mixed Charm with properties of Aura Charm and Curse Charm

	Mixed Charm with properties of Aura Charm and Curse Charm
	magic jewel
	Mixed Charm with properties of Aura Charm, Curse Charm and Cry Charm

	Mixed Charm with properties of Aura Charm, Curse Charm and Cry Charm
	magic jewel
	Mixed Charm with properties of Aura Charm, Curse Charm, Cry Charm and Summon Charm.  (last stage)


	magic weapon
	3 rare rings
	rare weapon

	magic armor
	3 rare amulets
	rare armor

	rare weapon
	3 unique rings
	unique weapon

	rare armor
	3 unique amulets
	unique armor


	3 chipped gems
	flawed gem

	3 flawed gems
	standard gem

	3 standard gems
	flawless gem

	3 flawless gems
	perfect gem

	1 each type perfect gems and perfect skull
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 chipped Gem of Elements

	3 chipped Gem of Elements
	
[image: image56.png]


 standard Gem of Elements

	3 standard Gem of Elements
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 Divine Gem of Elements


	2 same runes
	next rune

	3 Gar rune
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 Rune of Elements


	green class-oriented amulet
	crafted jewel
	yellow amulet of same class

	yellow class-oriented amulet
	2 crafted jewels
	orange amulet of same class

	orange class-oriented amulet
	3 crafted jewels
	red amulet of same class

	red class-oriented amulet
	4 crafted jewels
	blue amulet of same class

	blue class-oriented amulet
	2 unique rings
	spectral amulet of same class


	weak ring of statistic
	3 rare jewels
	lesser ring of same statistic

	lesser ring of statistic
	3 crafted jewels
	strong ring of same statistic

	strong ring of statistic
	2 unique rings
	greater ring of same statistic


	perfect gem
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   Hammer
	2 flawless gems

	flawless gem
	
	2 standard gems

	standard gem
	
	2 flawed gems

	flawed gem
	
	2 chipped gems


	Elements: See in game (Ask Cain for this in each act)

	Crafted Element
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    Recipe Turner
	Components of Element


Item Reroll

	input1
	input2
	input3
	output

	axe
	dagger
	throwing axe

	spear
	arrow quiver
	javelins

	2 arrows
	bolts

	2 bolts
	arrows


	strangling gas potion
	health potion
	antidote potion


	3 rings
	amulet

	3 amulets
	ring


	magic item
	3 perfect gems
	magic item

	rare item
	perfect skull
	Stone of Jordan
	high level rare item


	green class-oriented amulet
	magic jewel
	green amulet of next class

	yellow class-oriented amulet
	2 magic jewels
	yellow amulet of next class

	orange class-oriented amulet
	3 magic jewels
	orange amulet of next class

	red class-oriented amulet
	4 magic jewels
	red amulet of next class

	blue class-oriented amulet
	5 magic jewels
	blue amulet of next class

	spectral class-oriented amulet
	6 magic jewels
	spectral amulet of next class

	Amazon -> Sorceress -> Necromancer -> Paladin -> Barbarian -> Druid -> Assassin -> Amazon


Sockets

	input1
	input2
	input3
	input4
	output

	magic weapon
	3 chipped gems
	magic socketed weapon

	socketed weapon
	3 standard gems
	magic socketed weapon

	magic weapon
	3 flawless gems
	magic socketed weapon


	rare item
	3 perfect skull
	Stone of Jordan
	add 1 socket to rare


	normal torso armor
	Nyd rune 
	Gyfu rune 
	perfect topaz
	socketed torso armor

	normal weapon
	Is rune 
	Wyn rune 
	perfect amethyst
	socketed weapon

	normal helm
	Nyd rune 
	Wyn rune 
	perfect sapphire
	socketed helm

	normal shield
	Is rune 
	Gyfu rune 
	perfect ruby
	socketed shield


	normal item
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	X Diamond Needles
	same item with X sockets

	magic item
	
	X Magic Diamond Needles
	

	rare item
	
	X Rare Diamond Needles
	

	set item
	
	X Set Diamond Needles
	

	unique item
	
	X Unique Diamond Needles
	

	X is no more than width*height of item (maximum is 6)


	any socketed item
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   Recipe Turner
	destroy content of sockets


Item Quality

	input1
	input2
	input3
	input4
	output

	low quality weapon
	chipped gem
	Ur rune
	normal weapon

	low quality armor
	chipped gem
	Feoh rune
	normal armor

	normal weapon
	standard gem
	Nyd rune
	high quality weapon

	normal armor
	standard gem
	Hagal rune
	high quality armor


	basic unique weapon
	5 perfect gems
	exceptional unique weapon with new properties

	basic unique armor
	5 perfect gems
	exceptional unique armor with new properties

	exceptional unique weapon
	5 perfect skulls 
	elite unique weapon with new properties

	exceptional unique armor
	5 perfect skulls 
	elite unique armor with new properties


	basic unique weapon
	3 perfect gems
	exceptional unique weapon with same properties

	basic unique armor
	3 perfect gems
	exceptional unique armor with same properties

	exceptional unique weapon
	3 perfect skulls 
	elite unique weapon with same properties

	exceptional unique armor
	3 perfect skulls 
	elite unique armor with same properties


	weapon
	Hagal rune
	repair

	armor
	Wyn Rune
	repair

	weapon
	Hagal rune
	chipped gem
	repair + recharge

	armor
	Wyn Rune
	flawed gem
	repair + recharge


	normal weapon
	Gem Powder
	normal weapon of new quality

	normal torso armor
	Gem Powder
	normal armor of new quality

	Please note that this recipe may be applied only once for each item.


Special Recipes

	input1
	input2
	input3
	input4
	output

	amulet
	1 perfect gem of each type
	prismatic amulet

	ring
	perfect ruby
	exploding potion
	garnet ring

	ring
	perfect sapphire
	thawing potion
	cobalt ring

	ring
	perfect topaz
	rejuvenation potion
	coral ring

	ring
	perfect emerald
	antidote potion
	jade ring


	magic small shield
	spiked club
	2 skulls
	shield of spikes

	magic sword
	ruby
	4 health potion
	sword of the leech

	belt
	kris
	staff
	diamond
	savage polearm


	magic full helm
	jewel
	Ken rune
	perfect sapphire
	hitpower helm

	magic chain boots
	jewel
	Wyn rune
	perfect sapphire
	hitpower boots

	magic chain gloves
	jewel
	Hagal rune
	perfect sapphire
	hitpower gloves

	magic heavy belt
	jewel
	Gyfu rune
	perfect sapphire
	hitpower belt

	magic gothic shield
	jewel
	Rad rune
	perfect sapphire
	hitpower shield

	magic field plate
	jewel
	As rune
	perfect sapphire
	hitpower body

	magic amulet
	jewel
	Nyd rune
	perfect sapphire
	hitpower amulet

	magic ring
	jewel
	Is rune
	perfect sapphire
	hitpower ring

	magic blunt weapon
	jewel
	Thorn rune
	perfect sapphire
	hitpower weapon

	magic helm
	jewel
	Wyn rune
	perfect ruby
	blood helm

	magic light plated boots
	jewel
	Rad rune
	perfect ruby
	blood boots

	magic heavy gloves
	jewel
	As rune
	perfect ruby
	blood gloves

	magic belt
	jewel
	Gyfu rune
	perfect ruby
	blood belt

	magic spiked shield
	jewel
	Ken rune
	perfect ruby
	blood shield

	magic plate mail
	jewel
	Nyd rune
	perfect ruby
	blood body

	magic amulet
	jewel
	Is rune
	perfect ruby
	blood amulet

	magic ring
	jewel
	Jera rune
	perfect ruby
	blood ring

	magic axe
	jewel
	Hagal rune
	perfect ruby
	blood weapon

	magic mask
	jewel
	As rune
	perfect amethyst
	caster helm

	magic boots
	jewel
	Nyd rune
	perfect amethyst
	caster boots

	magic leather gloves
	jewel
	Hagal rune
	perfect amethyst
	caster gloves

	magic light belt
	jewel
	Ken rune
	perfect amethyst
	caster belt

	magic small shield
	jewel
	Rad rune
	perfect amethyst
	caster shield

	magic light plate
	jewel
	Gyfu rune
	perfect amethyst
	caster body

	magic amulet
	jewel
	Wyn rune
	perfect amethyst
	caster amulet

	magic ring
	jewel
	Is rune
	perfect amethyst
	caster ring

	magic rod
	jewel
	Thorn rune
	perfect amethyst
	caster weapon

	magic crown
	jewel
	Ken rune
	perfect emerald
	safety helm

	magic plate boots
	jewel
	Hagal rune
	perfect emerald
	safety boots

	magic gauntlets
	jewel
	Wyn rune
	perfect emerald
	safety gloves

	magic sash
	jewel
	Gyfu rune
	perfect emerald
	safety belt

	magic kite shield
	jewel
	As rune
	perfect emerald
	safety shield

	magic breastplate
	jewel
	Rad rune
	perfect emerald
	safety body

	magic amulet
	jewel
	Nyd rune
	perfect emerald
	safety amulet

	magic ring
	jewel
	Is rune
	perfect emerald
	safety ring

	magic spear
	jewel
	Jera rune
	perfect emerald
	safety weapon


	any magic weapon
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 Magical Extractor
	Weapon’s Soul with item's modifiers                  (You may insert this only in weapon)

	any magic torso armor
	
	Armor’s Soul with item's modifiers                      (You may insert this only in torso armor)

	any magic helm
	
	Helm’s Soul with item's modifiers                       (You may insert this only in helms)

	any magic gloves
	
	Gloves’s Soul with item's modifiers                     (You may insert this only in gloves)

	any magic boots
	
	Boots’s Soul with item's modifiers                      (You may insert this only in boots)

	any magic belt
	
	Belt’s Soul with item's modifiers                         (You may insert this only in belts)

	any magic shield
	
	Shield’s Soul with item's modifiers                     (You may insert this only in shields)

	any magic arrows or bolts
	
	Missile’s Soul with item's modifiers                    (You may insert this only in arrows or bolts)

	any magic amulet
	
	Amulet’s Soul with item's modifiers                    (You may insert this only in amulets)

	any magic ring
	
	Ring’s Soul with item's modifiers                        (You may insert this only in rings)

	Same principle is applied to other item’s rarities.

	any rare item
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 Rare Extractor
	Appropriate Soul with item's modifiers    (You may insert this only in items of appropriate type)

	any set item
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 Set Extractor
	Appropriate Soul with item's modifiers    (You may insert this only in items of appropriate type)

	any unique item
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 Unique Extractor
	Appropriate Soul with item's modifiers    (You may insert this only in items of appropriate type)

	any crafted item
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 Crafted Extractor
	Appropriate Soul with item's modifiers    (You may insert this only in items of appropriate type)
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 Alchemy Recipe
	3 special potions
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 Mystery Potion

	See recipes on Alchemy Recipes itself. Remember that Alchemy Recipe MUST be component of whole recipe.
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Alchemy Recipe
	3 special potions
	gem powder (as catalyst)
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 Mystery Potion

	This recipe is similar on previous, but you can use different Gem Powders to adjust force of the recipe
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  Blank stone
	perfect amethyst
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 Bow Rune

	
	perfect ruby
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 Axe Rune

	
	perfect skull
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 Bone Rune

	
	perfect diamond
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 Sword Rune

	
	perfect topaz
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 Magic Rune

	
	perfect sapphire
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 Cloak Rune

	
	perfect emerald
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 Tree Rune

	Output runes is class-oriented


	All items of same set
	Special charm

	I highly recommends this recipe (


	Malah’s Resistances Scroll
	Lapiswrath

Ginther's Rift

Lightsabre
	4 standard gems

4 flawless gems
4 perfect gems
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	Malah's Charm of Elemental Damage I
Malah's Charm of Elemental Damage II
Malah's Charm of Elemental Damage III

	
	Clania

Pinia

Stoneraven
	4 standard gems

4 flawless gems
4 perfect gems
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	Malah's Charm of Elemental Piercing I
Malah's Charm of Elemental Piercing II
Malah's Charm of Elemental Piercing III

	
	Plapitian

The Oculus

Fathom
	4 standard gems

4 flawless gems
4 perfect gems
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	Malah's Charm of Elemental Skills I
Malah's Charm of Elemental Skills II
Malah's Charm of Elemental Skills III

	
	Cleius

Settius

Potengunius
	4 standard gems

4 flawless gems
4 perfect gems
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	Malah's Charm of Elemental Resistances I
Malah's Charm of Elemental Resistances II
Malah's Charm of Elemental Resistances III

	
	Swordback Hold

Lance Guard

Spike Thorn
	4 standard gems

4 flawless gems
4 perfect gems
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	Malah's Charm of Elemental Deflection I
Malah's Charm of Elemental Deflection II
Malah's Charm of Elemental Deflection III

	
	Victors Silk

Corpsemourn

Tyrael's Might
	4 standard gems

4 flawless gems
4 perfect gems
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	Malah's Charm of Elemental Absorbtion I
Malah's Charm of Elemental Absorbtion II
Malah's Charm of Elemental Absorbtion III

	Use following gems in these recipes: Sapphire, Emerald, Ruby and Topaz (Use one gem of each of four kinds!)

Note that recipes with standard gems works on all three difficulties. Recipes with flawless gems works on Nightmare and Hell. And recipes with perfect gems works on Hell difficulty only. Please, note that You cannot have two or more copies of each Malah’s Charm.


	[image: image86.bmp] Alkor’s Potion of Life
	magic jewel
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	Two random Mystery Potions


	Amulet of Afflicted Morphing
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   Recipe Turner
	Topaz Powder
	Same amulet without morphing state (Your character don’t morphs into monster when equips it)

	Amulet of Apparition Morphing
	
	Sapphire Powder
	

	Amulet of Stygian Fury Morphing
	
	Emerald Powder
	

	Amulet of Undead Stygian Doll Morphing
	
	Amethyst Powder
	

	Amulet of Venom Lord Morphing
	
	Ruby Powder
	


	Any weapon
	[image: image89.bmp] 3 beaker of blood of same monster
	Same weapon with “+50% Enhanced Damage vs. appropriate type of monster”.

	Remember that you can to apply this recipe 3 times per same item only.

	Any gloves
	[image: image90.bmp] 3 beaker of blood of same monster
	Same gloves with “+50% to Attack Rating vs. appropriate type of monster”.

	Remember that you can to apply this recipe 3 times per same item only.

	Any torso armor
	Blood of Balrog, Blood of Fetish, Blood of Fallen, and Blood of Sand Raider
	Same torso armor with “+75% to Fire Resistance”.

	Any torso armor
	Blood of Scarab, Blood of Bighead, Blood of Baboon, and Blood of Bat Demon
	Same torso armor with “+75% to Lightning Resistance”.

	Any torso armor
	Blood of Snow Yeti, Blood of Frozen Horror, Blood of Minion, and Blood of Vile
	Same torso armor with “+75% to Cold Resistance”.

	Any torso armor
	Blood of Zombie, Blood of Sand Maggot, Blood of Putrid Defiler, and Blood of Regurgitator
	Same torso armor with “+75% to Poison Resistance”.

	Remember that you can to apply any of these recipes only once per same item.


Runewords

[image: image91.png]



The only item classes for what runewords is allowed is the Weapon and Torso Armor excluding class-oriented runewords.
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The only item quality for what runewords is allowed is the normal (white) items (no magic, no rare, no unique, no set).
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Bonuses for runewords are based on "Accented Runes" (red cell) and correlate with item type.
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All weapon runewords grants "+X to Life after Each Kill" and "+Y to All Statistics" in addition.
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All torso armor runewords grants "+X% Enhanced Defense" and "Damage Reduced by Y%" in addition.
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"Futhark" is Scandinavian runic alphabet, so in this mod You see present Scandinavian runes. "Aett” is logical division



of elder Futhark into four groups of runes, 8 runes in each group. See “Order of Runes” section for detailed order explanation.
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Each aett has own color of rune in game.
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Remember that perfect gems in 3-letter and 5-letter runewords increases bonuses of "Accented Runes".
	2-letter runewords:

	First rune of aett
	Last rune of aett
	
	
	
	

	3-letter runewords:

	First rune of aett
	perfect gem
	Last rune of aett
	
	
	

	4-letter runewords:

	First rune of aett
	3rd rune
	6th rune
	Last rune of aett
	
	

	5-letter runewords:

	First rune of aett
	3rd rune
	perfect gem
	6th rune
	Last rune of aett
	

	6-letter runewords:

	First rune of aett
	2rd rune
	4th rune
	5th rune
	7th rune
	Last rune of aett

	First rune of aett
	3rd rune
	4th rune
	5th rune
	6th rune
	Last rune of aett

	4 class-oriented runes of one class = class-oriented runeword (only in helms)


Order of Runes

	Name of Rune
	Global order
	Aett
	Number in aett

	Feoh
	r01
	1
	1

	Ur
	r02
	1
	2

	Thorn
	r03
	1
	3

	As
	r04
	1
	4

	Rad
	r05
	1
	5

	Ken
	r06
	1
	6

	Gyfu
	r07
	1
	7

	Wyn
	r08
	1
	8

	Hagal
	r09
	2
	1

	Nyd
	r10
	2
	2

	Is
	r11
	2
	3

	Jera
	r12
	2
	4

	Eihwaz
	r13
	2
	5

	Peorth
	r14
	2
	6

	Elhaz
	r15
	2
	7

	Sigel
	r16
	2
	8

	Tyr
	r17
	3
	1

	Beorc
	r18
	3
	2

	Ehwaz
	r19
	3
	3

	Man
	r20
	3
	4

	Lagu
	r21
	3
	5

	Ing
	r22
	3
	6

	Odal
	r23
	3
	7

	Dag
	r24
	3
	8

	Ac
	r25
	4
	1

	Os
	r26
	4
	2

	Yr
	r27
	4
	3

	Ior
	r28
	4
	4

	Ear
	r29
	4
	5

	Cweorth
	r30
	4
	6

	Calc
	r31
	4
	7

	Stan
	r32
	4
	8

	Gar
	r33
	---
	---


Thanks and Credits

Many, many great thanks to AFJ666, Havvoric, Joel Falcou, Kingpin, Demon666, Black Heart, Volf, Andiamo, Lord Drekas, Deathfile, Red Havoc;

and especially to Golden Valkyrie, Nefarius, Mishy23, Myhrginoc and Onyx for their invaluable help and advices; to Yohann for amazing PlugY, to SVR for cool D2Mod system, and to Paul  Siramy for incredible winds1_edit !!!

Also I am grateful to ALL on PHROZEN KEEP for their support.

And, of course, BIG, BIG, BIG THANKS to BLIZZARD !!!
P.S. If I have forgotten somebody, e-mail me ;)

Copyright by True Mage of Equilibrium, 2005

Mod Forum at Phrozen Keep: http://phrozenkeep.it-point.com/forum/viewforum.php?f=142 

My own Mod Forum: http://forums.cjb.net/bfe.html
My site:  http://www.battle-for-elements.cjb.net/
Feel free to contact me: mailto:truemage22@yahoo.com
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