Miscellany from LoD modding

The entries in this document are copied from the forums at Phrozen Keep (www.d2mods.com), and compiled in a reasonably understandable form. There are not intended to be 100% complete nor understandable to all modders (especially newbies), but it’s a good resource nonetheless. None of the “answers” here are my own…the credit all goes to others who posted in the forums. I compiled this list to help me with things I was having trouble understanding at first. -JBouley

1. New “per-level” stuff

elev1 = dmg per slvl for level 1-9
elev2 = dmg per slvl for level 10-15
elev3 = dmg per slvl for level 16+
columns CK, CL and CM respectively. There's an elen1/2/3 too...really only useful if you want bigger chill/poison length bonuses at higher levels.


RESPONSE FROM BANE: 

If I'm not completely mistaken, the ranges should be: 

elev1 - slvl 1-8
elev2 - slvl 9-16
elev3 - slvl 17+

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

2. Items drops

In treasureclassEX you'll find columns "Unique" "Set" "Rare" Magic". 

( respective columns C-F ) 

There are only some entries in those columns, like act bosses. 

What have i done now? I added values in all fields. 

for a uber-drop-mod enter values like: 

Unique = 2048
Set = 2048
Rare = 2048
Magic = 400 

for a more balanced one something like... 

Unique = 1400
Set = 1400
Rare = 1400
Magic = 800 

As you can see, the higher the values are, more often drops a rare / unique / set item...and a lower value on magic.... figured it? 

I have tested version a) listed above and rares + uniques will drop all the way. i.e. Blood Raven dropped 3 Uniques and 1 Rare on Normal difficulty


RELATED ISSUES:


If you check TreasureClassEx.txt, you'll see a lot of entries saying "armo#", "weap#" and so on, where "#" is a number from 3 to 90. These "classes" have been generated by the game and include all items of the applicable type, providing that the item's magnitude is of the stated level or (if memory serves) two less. So, "armo6" would cover any armour with an item level of 4 to 6, including any you may have created yourself. 

Goldark: "prob" defines the probability that a specific item (or group of items) will drop. For instance, "Runes 2" contain three entries - the Tir rune (r03), the Nef rune (r04), and a drop down to Runes 1. Each of these have a probability of occuring - 3, 2, and 9. Add these numbers and you'll end up with 14. Now, this means that a Tir rune has a 3 in 14 chance of dropping (about 21%), while a drop to Runes 1 will happen about 64% of the time.
Note that some classes use the column named "NoDrop". This is (or so it seemed to me after I experimented a bit with TC) handled just as any other probability - if you'd have two possible items, both with a probability of 5, yet you'd also have a NoDrop of 100, there is a 91% chance or so (100/110) that nothing will drop at all.


MORE RELATED ISSUES:


drops is imho "too good." It results in uniques and rares getting dropped every single time by a unique monster. That is too much imho. 

One thing I learned is that the Unique/Set/Rare/Magic Item columns (C, D, E, and F) should only be edited for certain rows. Otherwise, you can cause those items to ALWAYS get dropped by something- which can be very unbalancing. 

From what I have determined, there are 2 major different types of rows in treasureclassex.txt 

1) Rows that explain a certain type of monster (and these rows point to different rows). These rows select which OTHER rows get used for final drop selection. 

2) Rows that determine what is actually dropped. 

Monsters have a treasure class that points to a Type 1 row. The game then reads the data from that row, which points it to a Type 2 row, and using the data in the Type 2 row, the game determines what gets dropped. 

As far as I can tell, in a "Type 1" row, the Item 1, Item 2, etc. columns tell the game which rows to use for item selection. There are generally 2 or more possibilities, each having its own odds of being the one that gets used. For example, if Item1 has a 1 prob, and Item2 has a 3 prob, then Item1's row will get used 25% of the time (1 out of 4) and Item2's row will get used 75% of the time (3 out of 4). That is what I have learned so far, and I am not 100% sure if that is correct. 

Anyway, once a "Type 2" row is selected, the game goes to that data and generates an item. Again, there are probabilities for what type of item it is. I think this is where the Unique/Set/Rare/Magic Item columns become important. If the game happens to generate say a "long sword", then columns C, D, E, and F determine if it is magical, rare, set, or unique. If not, it is just a normal long sword. There is probably some internal chance to upgrade it to an exceptional or elite as well, but god knows where that is. 

Keep in mind, none of the above information is definite. A lot of it is based on supposition, painful experimentation, and the experiences of others. This file is very difficult to parse (imho). The numbers used are sometimes percentiles, sometimes ratios, etc. It is not consistent.


STILL MORE:


Exceptionals are not handled as in1.06 - an item is never "upgraded" into an exceptional (or elite). Rather, they have their own item levels and count as an item in their own right. Exceptionals have an item level of 30 to 64. This means that you can actually find exceptionals by the end of Act 3 Normal, but the chances that they'll drop this early are pretty low

MONSTER LEVELS AND ITEM LEVELS

The monster's level has NOTHING to do with that base items it could drop. A monster can drop any item that is part of its TC. You can assign a TC with items with a level of 90 (for example) to a level 1 monster and it will happilly drop those items. 

For unique and set items the game WILL compare the monster's level with that of the unique or set. But that is the only such check. 

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

3. ItemRatio file

Comment by Bane: How come everyone seem to think that this file isn't used? I had no problems making the game drop only rares and uniques by changing the entries in it. 

Response from Isado: I Agree! That file is definitely used!


Response from Goldark: I don't think that, bane Modded it for my purposes but...no one has any problems with unique / rare drops... what about sets though? There aren't dropping any for me.


Response from Imaginos: lol yeah goldark its all about set drops


Response from Fireheart: What I want to know is... How come NONE of my Exceptional Uniques are falling? 


Another response related to set items, itemratio, etc.:

I believe the 1.08 SetItems resource text file is in error about the Level column. I don't think it's the level required for a character to gain the full bonus, but the level the monster must be to be able to drop an item of that set. When testing, I was getting few set drops at lower acts until I reduced this column to 1. If a monster is to drop an item, it determines that it is to be a set item, then determines that it is to be of a particular set, but that set's level is too high, I believe it downgrades.

Also, be aware that the program seems to handle (or modify) certain set drops internally. For instance, outside the Cow Level, you will not see the Cow King's Leathers - they only drop in the Cow Level. I have seen no way this is controlled through the MPQs.

ItemRatio is used. It was my primary method of testing set acquisition. However, it's certainly not used like before. I cleared all Unique/Rare/Set/Magic columns of TreasureClassEx and was still able to control the drops using ItemRatio.

My current theory on drops is as follows:

a) Something (currently unknown) determines whether a killed monster drops or not. The chance of not dropping is quite low. This is because even setting all NoDrop columns to zero, some kills still do not drop.

b) The appropriate row in TreasureClassEx is consulted. If it has entries for the Unique/Set/Rare/Magic columns, it uses those for the relative probabilities of that type of item dropping. If it doesn't have these columns, it will use ItemRatio. It will drop "Pick" items (I believe if "Pick" is negative, it will drop up to that amount, maybe less).

c) It then uses the NoDrop and Prob# columns as relative probabilities to determine what type of item drops (if anything). If the item to drop refers to another row, it recursively uses the NoDrop/Item#/Prob# columns from that row. Items like weap33, etc., refer to a virtual row that contains all the items of type 'weap' of level 33, 32, and 31 with equal probability of each (except class-specific, which have half of that).

d) It then generates an item of the appropriate type and quality. If it can't generate the item (because it's a set or unique with too high a level for the monster), it will use ItemRatio to downgrade that item. Note that this downgrade does not occur for items generated through a column of type (for instance) weap33. When multiple items of the same type must be selected (for instance, unique rings, set items), it will use the rarity column as relative probabilities to select that item).

e) The program does it's special item processing. E.g., not allowing a Cow King set item to drop unless on the Cow Level (it downgrades those items as per ItemRatio).

Remember, this is only a theory. My testing, however, has not (so far) disproved any of it. There are a couple of things still out in the open. For instance, ItemRatio (especially for set items) does not work as expected 100% of the time.

Using the above theory on drops, I was able to collect every unique and set item in the game (including the Cow King stuff) - at least the enabled ones (I really like the idea of the Constricting ring - something that is really good, but has a negative aspect to it). It was much easier to gamble for them.

YET MORE….

Here's my latest test. The idea is to have every kill drop a complete Natalya's Odium set. However, if an item belongs to more than one set (i.e., a ring), I don't know how to make the item belong to a specific set.

Using a clean patch_d2.mpq, I modified only TreasureClassEx:

Treasure Class = unchanged

Picks = -4

Unique = blank

Set = 1024

Rare = blank

Magic = blank

NoDrop = 0

Item1 = xh9

Prob1 = 1

Item2 = 7qr

Prob2 = 1

Item3 = ucl

Prob3 = 1

Item4 = xmb

Prob4 = 1

The remaining columns are blank. Copy all columns (except A) to all lines in the file.

The codes for Item# are the codes for the items in Natalya's set.

Off to Act 1 normal...

By modifying every line (except column A), any kill should cause the same drop (i.e., Natalya's Odium). Every monster was dropping the same things.

Picks (-4) should cause four drops, one of each item (since each Prob# is 1). Every kill was dropping a Grim Helm, Scissors Suwayyah, Loricated Mail, and Mesh Boots.

Set (1024) should cause every item to be a set item (unless it comes out unique or rare). This did not happen. I got all magic items with an occasional rare.

This is surprising as the math says it should be a set. According to Jarulf, the modified chance is (c * 128 - c * 128 * cs / 1024); where c is the chance calculated by ItemRatio (which was unchanged) and cs is the value of the Set column (1024). Regardless of the value of c, the value of this expression is zero. Therefore, the random number should be zero, which is less than 128, which should cause a set.

Something is stopping the set items from generating. My guess is that the monster level is too low - Natalya's set being level 22 and the monsters I'm killing being much less than that. This would also prevent unique items because they're level is probably too high (haven't verified this though).

So I headed to Act 5 hell. Natalya sets dropped like flies.

I then modified SetItems to make the level of Natalya's Odium to be 1 and headed back to Act 1 normal. Sure enough, Natalya's set dropped on every kill.

You can extend this to drop any set by getting the codes for the items in that set (from SetItems). Change the set to level 1. Modify TreasureClassEx as above (the -4 sould actually be the number of items in the set and each Prob# should be 1).

ItemRatio need not be changed. You will see the items in the set drop with each kill. Note that there is a chance that a unique or rare item will come up, or that an item in another set will show up. Also the Cow King's Leathers only show up on the Cow Level.

You can collect uniques by using the codes for unique items, and setting Unique (column C) to 1024...


GETTING “MAD DROPS”


itemratio.txt works for monsters that don't have anything in their unique, set, rare, or magic columns in treasureclassex. In short, normal monsters.

So switching the values for normal items and uniques will work. And to get sets, set all the items' levels to 1, and then switch them in itemratio.txt. Then go off and kill quill rats to get the Act 1 items... change the levels again for each new basetype to match the monster that drops that equipment and it should work

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

4. Testing changes before importing .bin/.txt files

Just tested d2.exe -direct -txt with LoD 1.08 and it works like a charm. Talk about a timesaver. Maybe you folks already know about this, but it is a marvel to me. I was doing the patch txt, run game, patch bin, check mod, yada yada. 

I tested it by putting misc.txt into diabloII\data\global\excel after making a quick and dirty mod to have Akara sell rejuvs just for a quick-check test (just something I could look at right away). I ran the game with -direct -txt and, lo and behold, there were the rejuvs at Akara. The game also made the .bin files, too. 

With this method you can test your mod TXTs without having to patch into patch_d2.mpq. You will have to pack the .bin files into your patch_D2.mpq when you are done editing, though. 

This may not be news to anyone. But it is wonderful timesaving news to me.

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

5. Title Screens

whats the name of the xpack titlescreen? 

it's not titlescreen.dc6 

because it doesn't exist in the d2exp.mpq or something elsen.... 

-thx-

RESPONSE:

data\global\ui\FrontEnd\gameselectscreenEXP.dc6 

data\global\ui\FrontEnd\trademarkscreenEXP.dc6 

data\global\ui\charselect\charactercreationscreenEXP.dc6 

..are the files and locations u must change.

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

6. Lots of different stuff:

Therefor my MOD is nearly finished, here are some comments on things I found out: 

1.) Use the files of the d2exp.mpq NOT from the patch_d2 for cubemain.txt, runes.txt, gems.txt, uniqueitems.txt! They seem to have more things activated as in the patch.

2.) A lot of recipies (nearly all) and Unique (not the class specific) ones are alive. That means they have entries in expansionstring.tbl, they are simply activated by changing the completed flag to 1 and they all have values!
All Uniques (up to the classspecific) are working and can be used!
That referres to the recipies (cubemain.txt), too. 

3.) 21 runewords are finished yet and activated (in d2exp.mpq). Entries in expansionstring.tbl exist.
I dont know if the other runewords exist in expansionstring.tbl, but i think so.
So for using them, just make your own runewords-effects and activate them. 

4.) the prices of rune are in misc.txt and the values (effects) in gems.txt. 

5.) lvlmaze.txt
It works exactly as known before. Just change the number of rooms to increase (or decrease) the levels. 

6.) Casting Delays:
Get rid of this f*** sh** by just setting all entries in the Delay-column (in skills.txt) to 0! 

7.) Stash, Invent.,Cube
Just get the big stash kit from Phalzyr, u need it! 

8.) Nerfs:
To change the skill nerfs just simply go to the skills.txt and read the Parameter entries, they are good and self-explaining. 
To get rid of the WW-nerf, just change "Attacks per tick" to 3.
Go on yourself, it is very easy. 

9.) monstats.txt
No special about that. Just the same as known before. 

10.) levels.txt
No problem to change monster appeareance. Its just as before. 
It seems that changing vis0-7, warp0-7 does not work. But i am working on that 

11.) New uniques:
Just add lines to the uniqueitems.txt (without space lines!) and put a key into string.tbl as before.
Those items then seem to be handled like class-specific ones (treasureclass) but that does no matter. 

12.) Adding entries to string.tbl
Just a good Tip to add keys/values is NOT to place it in the patchstring.tbl, just put it in the expansionstring.tbl.
Blizz WILL change the patchstring.tbl but not the expansionstring 

13.) difficultylevels.txt
self-explaining and working as used to be 

14.) charstats.txt, misc.txt,...
Most of those files work like they did in the good old Diablo 2. Go and put your hands on 

Hope these short remarks will help u a little big on your modding.

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

7. Lots of stuff:

1) Monstats.txt
For example, if U wanna have an Act 5 monster appear in Acts 1-4, use the Row Number -3 (instead of 2 from the Original Diablo 2) in the levels.txt, & they'll spawn... Try the Magic Casting Succubies, the Wolf Riders & the Druids' pets (Hawk, Wolf, Bear) as enemies... Some of them R not used in the Expansion! Of course, U do need to edit some of them (Druid's pets) just like the Rogue Scouts to spawn them. 

2)SuperUniques.txt
This a bit tricky, I remembered someone posting about Baal's Minions... Where the numbers (Populated I.D) are mixed up. Well, thanx to Nefarius' tutorials on monstats.txt, there's a column or row which controls what D2 reads... the d2exp.mpq txt files or the d2data.mpq files. 

By putting it 1, it means the monsters from Acts 1-4 can appear in Act 5 just by putting their populate I.D in the levels.txt 

By putting it 0, it means the monsters are specifically for Act 5. However, as I have said, U CAN spawn them by simply putting the monster's row number - 3 formula in the levels.txt 

For example, in my mod, Baal's Minions came in this order... 

1)Blood Raven & her army of Hungry Deads... (She's EXTREMELY AGILE, has multiple shots, fire enchanted and teleports.) 

2)The Countess and her minions...
(Also fire enchanted, drains life, thieving, does EXTREME DAMAGE up close and almost kills with her edited fire walls...) 

3)Radament
I love this dude! He raises all of the above again (coz' I made Blood Raven & The Countess as undeads instead of demons) and the rest of the Hungry Deads that you've slained... 

4)Nihlatak
He's my favourite... He does corpse explosion on what's left behind (which R a lot of bodies thanx to Blood Raven's Hungry Deads) 

5)And finally...
Izual and his fallen angels (I cloned Izual as regular monsters known as Fallen Angels)


SUPPLMETNAL INFO:

Yoz Chummers! UPDATE!!! 

Looks like there's an easier way to make the Expansion monsters appear in Acts 1-4 and vice versa! However this shortcut method only applies in the SuperUniques.txt 

For example...
U wanna make The Countess (Populate I.D 45) appear as one of the Ancients... (Populate I.D 104, 105, 106) 

1)In the SuperUniques.txt,
There's a column known as Eclass (which I conclude is the short for Expansion Class) with either numbers 0 or 1 

1 means that SuperUnique uses the Populate I.D from the expansion... 

0 means that SuperUnique uses the Populate I.D from the original... 

So if U wanna make The Countess appear as one of the Ancients, just input 0 in the Eclass column of one of the Ancients, and input her Populate I.D (45) in the Class column. That's it! 

And vice versa, U wanna make Nihlatak appear instead of Griswold, then U change the Eclass column to 1 and replace Griswold's Populate I.D with Nihlatak's in the Class column.

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

8. Improving variety of drops:

This can be easily done by changing the rollback values (prob9) in treasureclassex.txt (from line 58 (Act 1 Equip A) to line 209 (Act 5 (H) Magic C)).

Like for runes, these values are way too high. Removing the value work, but after that you only see exceptional items in NM and Elite items in Hell, which is no good either.

The rollback value (prob9) always moves to the previous class. I changed it to 30 and it was too good. Si I added another rollback value in the item10 and prob10 columns, rolling back to the corresponding class in the previous difficulty. I'm currently tweaking the values (60 is still a bit too good) to get something balanced. I don't want to be flooded by exceptional/elites, but a little variety doesn't hurt...

I'd like to have exceptional start dropping at the end of normal, increase in quantity through nightmare, and switch slowly to elite items.

Anyone tried this and got some good values ? Changing drops while keeping balance is very difficult, and this is my first attempt at modding... 

RESPONSE:


I tried 45 in prob9 and 90 in prob10 and it seems to work fine. I looks to work out much better than what Blizz had in there. Did you look at some of those numbers?

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

9. Exceptional Drops:

I'm curious if anyone else has seen this occur:

I used Goldark's method of pumping drops to test my own Uniques--Goldark suggests putting a series of numbers in the C-F columns of Treasureclassex.txt, so I placed his recommended numbers in those columns.

This DOES work--rares and uniques fall more frequently.

HOWEVER

The flip side is, Exceptionals in ANY variety no longer fall, even in Hell! I made sure of this by moving ONLY the treasureclassex.txt file into CF, then out of it and confirmed.

Has anyone seen this? 


RESPONSE:


After some more testing we fell over the same odditie Jarda.

A pretty easy fix is:

lower the prob9 columns for the rows 62-102 and 106-138 in TreasureclassEX.

Not sure if you know it, but in these you'll find the downgrade-chances for the specific Treasureclass. If you lower this a) better baseitems will drop and b) exeptionals will drop too. ( for some hardcoretesting we got rid of the downgradechance by setting all values equal 0 )

Before lowering those values we only found stuff like Giant swords and Studded Leather's in act4 normal - jesus...that was way too crap 

After lowering the values - well actually removing in this case  - exeptional rares / uniques were raining on the ground  Diablo dropped 4 exeptional uniques...heh 

hope that helps.


RELATED INFO from Fusman:

That spawnpctbonus is still there, sorta. Take a look at those treasureclasses for the wraiths. You can see that they have 75 in the nodrop column but most other monsters have 100. The lower the number the higher the odds of dropping something.

I have been looking at this new tc system and so far I like it a lot, I just dont like the way Blizzard implemented it.

They made all these rollback (whatever) columns. For example line 72, Act 5 Equip C, has weapons and armor in the 27-39 level range. The combined numbers for those 

dropping is about 45 then there is a rollback to Act 5 Equip B, lower level stuff, and that number is 980. If I understand this correctly that means 45/1025 chance to pick item from line 72 and a 980/1025 chance to go to line 71.

I tried changing all these lines to that the rollback number is just the sum of the numbers for all the armors and weapons (45) so in theory then there should be 50% chance to pick from line 72 and 50% chance to go to line 71. I did this for all the lines from about 62 to 174. I'm testing this and it looks pretty good.

MORE….

Rollback is an element of treasureclassex.txt. Most rows in that file have a percent chance of reverting to a 'less desirable' row (i.e. magic into normal, or high level weapons (war sword) to medium level weapons (falchion)). And this can occur multiple times (especially with runes). This reverting to prior rows is called rollback.

Bin files, yes and no. You can run D2 dos prompt style with the '-direct -txt' CLAs to use only text files. But for the sake of ease and permanence, it's better to create and pack bins.

And if you only want slightly better drops, cut the values in itemratio by 1/4. If you want seriously better drops, you need to mod treasureclassex.txt.

MORE (MUCH, MUCH MORE…COMPREHENSIVE)…

I thought I should take a look at how items are drop in the game. It has changed quite a lot in 1.08 over how it used to work. For all practical matters, it works the same in the x-pack and the standard game. Of course, in the standard game, non expansion items can’t drop and so on and the game ignore them for the purpose of picking items and such, but other than such things, this post (and future posts on the subject) will apply equally to both the standard and expansion game.

This post will address not only casual game play info but also information that are perhaps mostly directed at mod makers and such. Thus it can at time be quite detailed and talk about stuff not really of interest for normal game players. If so, just ignore such things.

Also note that this post may have non accurate and even wrong information. To the best of my knowledge, this is how the game currently work. There are changes being done as we speak and already do the servers have slightly modified code for item drops. I will try to cover those as I go over them. In addition the actual data files may have their numbers changed.

Before we go into details about item drops we need to look at a few other things. Even before we look at how the new Treasure Class system work, lets examine the new much more powerful Item type system. This is governed by the ItemTypes.txt file. This table has actually existed before, although it was then an internal table, not a spread sheet table. It has undergone a few modifications though and the whole game has been changed to handle the item type system flexibly and with ease. This means that it is very easy for people doing mods to add new types for example and the game will handle them very well, for example for item drop purposes. 

So, lets take a look at this file and identify a few key issues as well as how it is in general built. Each base item in the game is of a specific type. All base items are found in the 3 files named weapons.txt, armor.txt and misc.txt and each has a column called "Type" which tells of what type the item is. It used to be a number telling what entry in the ItemTypes.txt hold its type, but is now a type abbreviation. The ItemTypes.txt has a column named "code" which tells the abbreviation for that item type. For each item type the ItemTypes.txt then list several properties of which I will explain some key ones here.

Two important entries are the Equiv1 and Equiv2. Not only does the game has several base types, it also has sub types (or really larger types) which contains several other types. The two Equiv fields can list two other types, of which it is part of. It is easier with an example, so lets make one. Lets take a normal skull cap. It has as its type "helm". "helm" is entry 37 in the ItemTypes.txt table (it has "helm" in its code section). In the Equiv1 column it shows "armo". Meaning the type Helm is part of the type Armo (which is entry 50 with the description "Any Armor". Meaning that any helm is not only of the type "Helm" it is also part of the type "Any Armor". 

Lets take another example, a Matriarchal Bow. It has the type "abow" which is entry 86, Amazon Bow. This has two Equiv listed, and thus an item of this type is also of both those other types. The last one is the "amaz" type, entry 61, Amazon Item. Which is in turn part of the "clas" type, entry 60, Class specific items. Going back to the "abow" type it is also part of the "bow" type, entry 27, Bows, which is of type "miss", entry 47, Missile weapons which is part of type "weap", weapons, entry 45. So a Matriarchal Bow is part of ALL those types. If the game for example check if an item is of any of those types and the item is such a bow it will say "sure, it is of those types".

I won’t go through telling when such things are checked, but I guess for example that on an item that is of "amaz", Amazon Item, it will show "Amazons only" on the item and so on. At times the game need to know if an item is of a missile type, then it will check for that type and not only bows but if you check you will notice that spears, throwing axes and such also all are among other of the type "Missile weapon". Melee weapons are not of course, but both melee and missile weapons are of the type Weapon which is for all weapons in the game and so on. This is very flexible. As can be seen in for example the files listing affixes for items, it has columns telling on what type of items they can appear on (and not appear too). Thus it is easy to tell a prefix should appear on any weapon "weap" type, or just Missile weapons "miss" or perhaps only bows or even Amazon bows and so on.

Next, lets looked at 3 columns named Magic, Rare and Normal. This tell if an item of that type (and thus sub types that lists this type, too) should be at least magic (that is can’t appear as superior, normal and such) or rare (none listed but I suspect it means it can be only rare) or normal, that is can’t be magical, rare, set and such (like potions, gems keys and so on). Here is the reason why all Orbs are magical , it has listed 1. This is probably an error since this make no orbs being normal and superior, meaning you can’t imbue them (unless you craft one first since crafted items seems to be able to be imbued).

There are also columns for max sockets. This is the absolute max amount of sockets an item of that type can have (even if the specific item in say weapons.txt says it can have more). There are three entries, for items of a qlvl 1 to 24, of qlvl 25-39 and qlvl 40 and up.

All the above is not really THAT important for item generation, but it is nice to know and I thought I might go through it while I was looking at the ItemTypes.txt. The reason I look at this file at all is due to the "Treasure Class" column. There is a new treasure class file called TreassureClassEx.txt. It is used even for the non expansion game, don’t be fooled by the name. It hold TONS of treasure classes, at least compared to before. But it does not hold all treasure classes, there are many more. If the item type as a 1 in the column, the game will generate no less than 30 treasure classes for that item type. They will be called by the name in the code column and then have numbers 3, 6, 9 and so on up to 90. The Any Armor type "armo" has such a 1 in the column and thus the game generate treasure classes named armo3, armo6, armor9 and so on all the way up to armo90. In each such treasure class it will put all items that is of that type (that basically is any armor, helm, shield, boot, glove and belt, and perhaps some other item that would end up of that type as explained above) that also has a qlvl (quality level, shown simply in the column named "level" in the three files for items I mentioned above) that is of that level span. Thus armo3 holds all armor of qlvl 1-3, armo6 those of level 4-6 and so on. You will note that in many cases in the TreassureClassEx.txt file, you will eventually find references to those treasure classes, despite those not existing in any file. They are generated at run time. Note there that the game no longer care if an item is normal, exceptional or elite, it will add any item as long as it is of the correct type. Note that exceptional and elite items has much higher qlvl than their similar normal (or exceptional for elite) item. So, while a skull cap end up in armo6 (having a qlvl of 5), the exceptional version, War Hat will end up in armo36 (having a qlvl of 34) and the elite version will end up in armo63 due to being of qlvl 63. As there are 5 such types, there are actually 150 treasure classes not listed in TreassureClassEx.txt, but that still exists. 

As we shall see later in the TreasureClassEx.txt, each entry also has a probability. For those treasure classes generated off the item type table, the probability value is the value in the "rarity" column (badly named thus). As can be seen, all items typically has a probability of 3 except class specific items which has a probability of 1. Again, as we shall see later, this makes non class specific items each having 3 times the probability to drop as class specific items (compared item by item, over all there are many more non class specific items meaning not even one third will be class specific.

We are now ready to move on to the TreassureClassEx.txt spread sheet file and have a look at it. It may initially look like monster, complicated and making no sense. In reality it is quite simple and uses the same type of recursive look up as the item type table did. Each Treasure Class is listed on its own line and holds a bunch of information. I will again, go through them, but this time we will look at all entries (there aren’t that many).

First is the name of the treasure class. This is used as the look up name. As can be seen in for example the monster file, monstats.txt, it is this name that is listed. In addition, as we shall see, a treasure class can refer to another treasure class, and again, it will use this name.

Next is a column named picks, this basically tells how many items should be dropped if the game is to drop from this treasure class. Lets for the moment ignore the fact that there appear negative numbers here. For now, it is enough knowing that even a negative number tells how many items are to be dropped, they are just picked in a less random fashion.

Next we have 4 columns named unique, set, rare and magic. These are used to modify the normal chance the game has to make an item into one of those qualities. Basically the game uses the same method as before, that is it has an item ratio file which lists some numbers that are used to calculate the base chance for an item to be for example unique. If these columns are entry, that is all, otherwise these numbers are used to modify (lower) that base chance. The amount lowered is shown as fractions of 1024. Thus a value of 1024 will make any item of that Treasure Class ALWAYS be of that quality (as before, it starts of with unique, then set, rare and so on. It does however no longer make a special check for Magic Find first as it used to.

Note that this does not mean that if it says 512, in the unique column that any item in that Treasure Class (TC from here on) has a 50% chance of being unique, it means it has double the normal chance.

Next comes a column called NoDrop. This is the chance for the item dropped not being anything at all, that is, that there is nothing dropping at all. Exactly how large this is, depends on other entries as I will soon explain.

Then comes 10 entries each with a probability value. These are the possible choices (in addition to a "nothing") that the treasure class has for picking something to drop. Now, these entries does not only have to be specific items as it used to be. In many cases the entry refers to another treasure class. In addition, although not done, but the game handle it, it could directly list specific unique and set items (nice for mod makers). For this, the name of those items should be entered (note that this is NOT the real name they appear under in the game, but the names they have in they corresponding file. Mod makers should know what I mean, for the rest of you it really doesn’t matter).

In addition to the this, each entry can take on a number of additional modifiers, all separated by a ",". The only modifier used is the mul= one, which is used for gold to give larger amounts than normal. Basically the game calculate the normal random amount (not the same as before but a bit different), then multiply by the mul value and divide by 256. Thus a value of say 1024 means the drop will be 4 times as high as normal. This mul modifier is typically seen in TCs of champions and unique monsters.

There are a bunch of not listed modifiers. They currently do NOT work but will as far as I know, be functional with the 1.09 patch. Hey are not used by the game really, so are sort of bonuses for mod makers I would say (or could possibly be used in the future should Blizzard want), they are:

cu, cs, cr, cm, ce and cg

Each is followed by a "=" and a number. The first 4 ones are for unique, set, rare and magical. Basically they work like the 4 columns I explained before (as fractions of 1024 to be used to modify the normal chance for quality) but ONLY apply to that specific entry of the TC. If there is both a value given for the TC as a whole and for a specific entry, the game will use the largest of those two. This also applies if a sub TC has values for it. Currently this does not apply but as Blizzard most likely will be tweaking these values to improve item drops since many complains now, it will most likely happen. Thus, for the finally picked item, the game uses the largest of each number found while traversing the TCs.

The ce gives a similar chance for the item to be ethereal and cg is for being socketed. That is they increase the normal base chance for those things.

So, how does the game pick one of the entries in a TC? Well, each entry has a probability of being picked equal to:

prob/sum_prob

For sum_prob, add up all the probs of a TC (including the NoDrop).

Lets make another example. Lets look at the TC called "Act 1 Wraith A". It has:

NoDrop: 75

Act 1 Good: 4

Act 1 Magic A: 25

Thus there is a 75/104 (about 72%) chance for NoDrop at all from a monster using this TC. A 25/104 (about 24%) for a drop from "Act 1 Magic A" which is another TC. And a 4/104 (about 4%) for a drop from "Act 1 Good" which also is another Treasure class. Should the game pick one of the two other TC, it will basically repeat the above for that TC until it gets an entry which is an actual item (listed by its 3 letter code). Don’t forget about the extra treasure classes created from the Item Type table I mentioned above. Now it also makes more sense, the probability values I gave as 3 for most non class specific items and 1 for class specific ones, no?

Well, that is really al there is to it. You know how the game pick an item. As exceptional and elite items are part of the treasure classes as I explained above. There is no additional check to turn an item into exceptional or elite (this only happens for gambles, shops and such that does not use TCs). As can be seen, the same actually apply to chest drops, although there are some special cases there that makes them work a bit differently. I will not go through the, in this post, but the general idea is the same. 

In addition, the Barbarian skill Find Item works the exact same way. It uses the TC a normal monster would have (even if it is a body of a boss or champion). In addition it ignores the NoDrop part (since the chance for no item is covered by the skill itself. The game does not use the values in the skills.txt for quality determination of that skill so it should be the same as for a normal drop, meaning you can get uniques, rares and so on from Find Item now.

I am sure some of you are wondering about a few issues and fell I have not covered it all. True, that is why I will go through such things now 

First off, what happens if there are many people in the game? Well, for that, the game modifies the NoDrop value by lowering it (thus making a NoDrop pick less probable and thus actually dropping something more probable). How doe sit modifies the value? Well, in the following way (note that the game uses floating point calcs for this so don’t truncate or round any of this).

1. Calculate the fraction of NoDrop, that is, NoDrop/Sum_Prob

2. Calculate "number of people". Here each character in the party (and in same area) of the killer count as 1 and those not in the party (but in the game) as a half. This value IS truncated to an integer.

3. Raise the value calculated in step 1 to the power of the value from step 2. Assume, the example above, we had 75/104=0.7212. Assume there are 2 people in the party and same area, and 3 other people, so the value from step 2 is 2+1.5=3 (truncate). So we calculate 0.712^3 = 0.375.

4 Adjust the NoDrop value so that it is a value that makes it the fraction calculated in step 3. That is multiply the Sum_prob minus the old NoDrop value (plus the value to be calculated) with the value from step 3. In our example it would be 29*0.375/(1-0.375) = 17. This is the new No Drop value.

Next, how does Magic Find (MF) works? Well, first, lets recap how the base chance for item quality (that is unique, rare and such) works. For this, we uses the itemratio.txt file. We will always use the version 1 line. I am not sure if it uses the uber/class specific lines though, could be, but have not checked. It then calculate the base chance as follow:

Chance: Value - (mlvl-qlvl)/divisor

The value and divisor values are found in the itemratio.txt file.

This is the base chance. That is, there is a 1 in Chance probability of the game picking that quality. As before it starts with unique, then rare, set, magic, superior and normal (and if nothing picked so far, it is a low quality item). Please remember what I said about minimum magic quality above when we looked at item types, if the picked quality was lower, it will be pushed up to magic (or downgraded to normal if applicable).

Now, the above calculated value is the Base chance, it is modified as:

(Chance*128) - Chance*128*cx/1024

This is the modified chance (ModChance), where cx is the value for unique I mentioned above (unique column or cu value, whatever was the highest for checking for unique and so on). This is only done for unique, rare, set and magic check.

To calculate the final chance (FinalChance), we then do:

ModChance * 100/(100 + MF*X)

Where MF is your own Magic Find number (and if it is a minion making the kill, the sum of the minions MF and your own MF) and X is a modifier as follow:

Unique: 1/5

Rare: 1/3

Set: 1/3

Magic: 1

Thus the MF is only one fifth for unique items and one third for set and rare items. It has full effect for magic check. This step is again not performed for superior and normal check for obvious reasons.

Note that in 1.08 open (and 1.07) the above does NOT apply. There, the game simply subtracted the MF value. As the Chance is multiplied by 128 earlier (for extra precision), MF was basically useless. This has been fixed server side and will be added with the 1.09 patch. The lower effectiveness for unique, set and rare should also be implemented with the 1.09 patch. I have no idea if it is implemented on the servers though (or if it will be tweaked more).

The game then makes a Rnd and if below 128, that is 0-127, it picks the quality being checked. The multiplication by 128 and checking versus 128 later is simply to add precision to the calcs of modifying the chance, most likely to avoid things like those huge jumps in chances when the initial chance were high (that is a low value).

All this means that MF now works not only for normal monster drops, it also works for Find Item (yeah, we will probably see some decked out Item Finding Barbs running around doing Find Item, equipped to the teeth with MF items). AND also for chest drops!

This should cover most of the things in regard to item drops. Note that each monster no longer has 4 TC for each difficulty but only 1 TC for each difficulty (on the other hand the TC are much more complex and sort of hold all the old ones plus more). In addition there is a special TC for each monster when it appears as a Champion and one for when it appears as a Boss, different for each difficulty. In addition, some monsters (as would be evident from the TreassureClassEx.txt file) has their own TC as well.

What about those special potions drops of Champions and Bosses that existed? And what about those negative pick numbers I mentioned before but never explained? Well, they are sort of related. Here is how. When a TC has a negative pick number, it will still pick that number of items from the TC, BUT, it will not pick them randomly, but 1 item from each entry. Or rather, first as many items from entry 1 as its probability number, then as many from entry 2 as its probability number, until it has reached the value in the pick column (non negative value of course). Typically the probability values of such a TC should end up as the same as the pick value. However, I think there were some goofs so that they don’t. That is the intention though. Take a unique monster and a typical TC they have, lets take "Act 3 Unique B". It has -3 picks and thus pick one item from the first entry "Act 3 Uitem B" and 2 items from "Act 3 Cpot B" (which in turn pick 2 from each for a total of 4 and so on, you do the counting. Basically 1 item and two potions. In nightmare and hell difficulty it will instead pick 2 items and 1 potion TC (despite the potion entry having a probability of 7). Note that a potion TC typically drop 2 items from within it. I suspect that Champions should have had a -3 pick value and not pick 2 as they have. Many of those Cpot TC (for Champions and Bosses) also should not have a -2 pick value but rather a 2 value to pick 2 random potions and not 1 rejuv and one other. Please forgive me if I counted wrong on number of potions dropped and such. I did not go through each in detail to see how it ends up. Don’t be surprised if, in the future, you just see a -1 for picks that is then done by picking from each entry the amount of items as the prob value says.

Well, that should cover all I had to say for this time. Hopefully it was of some help for those out there messing around with item drops.

EVEN MORE:

Itemratio was the answer in CD2... but I'm pretty close to positive it's useless in the expansion. People still say it may skew the drops, but I don't think so. The file you want now is treasureclassex.txt. There will be a set column right away, it's b or c or something. Just set that number really high for all monster and chest types, like to "2048" for example. Then throw it in your data\global\excel directory inside your D2 directory and run the game with -direct -txt. You should see sets raining like... rain.

EVEN MORE OF EVEN MORE:

Darkmage: Itemratio.txt is used. Furthermore, the Unique/Set/Rare/Magic columns in TreasureClassEx.txt expects a value no higher than 1024. Higher values will probably work anyway, although you might get an overflow (i.e. the value "starts over" from 0). The value entered in these columns actually represent the percent it should lower the itemratio.txt values with - as you prolly know, the lower the values in itemratio.txt, the more likely that a quality item will be dropped. Now, as the D2 files only use integers (due to some odd reason) we want to use a relatively high number and then divide that number internally - thus the max of 1024. The value entered in these cols are later divided by 1024 internally, so if we'd enter 1024 in one of the cols, we'll eventually end up with 1. This would basically mean "decrease the odds against us with 100%". Similarily, 512 would mean that we decrease the value with 50% (i.e. doubling the chance of getting an item of that quality level).

I don't know if I'm making much sense, as it's pretty late over here

OH YES, THERE’S MORE…

Set the level of your set to one, go to the quill rat row in treasureclassex, type 1024 in the set column, and type -# where # is the number of items in your set.

Then put the codes in for your set items, and in the column next to the put '1'. This will make one kill of one quill rat drop your entire set :>

COULD THERE BE MORE….YES!

Just to clarify, the "-#" 54x mentioned should go into the "Picks" field. By using a negative value here, you're "forcing" the game to drop items in order, rather than picking the item groups randomly. For instance, if Picks is "-3" and the item groups are "A", followed by a probability of "2", and "B" with a probability of "1", the game will always drop 2 A's and one B. The "probability" is in this case treated as the number of items from that group that should be dropped. If we'd like the game to drop 2 A's and 2 B's, we'd need to raise (well, lower actually, but..) Picks to "-4" and B to 2.

Cheers!

Bane

MORE EXPLANSION OF ITEMRATIO.TXT SPECIFICALLY:

its very very logical, itemratio works this way: 

divisor = chance in value 

type = value 

so div = 1 type = 1 would be 1/1 items so everything that is dropped and can be of that type will become that type. if it dosent work go to next check and retry that type: 

aka an example 

unique 1000 

div 1 

rare 500 

div 1 

set 250 

div 1 

mag 125 

div 1 

superior 62.5 (-0.5) = 62 

div 1 

normal 31.25 (-0.25) = 31 

div 1 

now: 

the game generates a item: 

there is a chance of 1/1000 it will be unique, if it didnt roll out as that "1" it will go over to rare, so 1/500 to be rare, again didnt work so it goes to set, 1/250 to be set, dosent work so it moves on to mag 1/125 to be magic, didnt work so it goes on to superior 1/62 to be superior, didnt work so again lets go on to normal 1/31 didnt work so it spawns as low quality (cracked etc) this is overwritten by settings in treasureclassEX.txt in case those are set (act bosses) which adds to this, MF reduces the value so 100% mf (in ORIGINAL D2, w/o diminishing returns) was -50% so 1/1000 unique would be 1/500 unique, so you would have a doubled chance of getting a unique item. the diminishing returns of course greatly nerfs this. (but it CAN be disabled)


RESPONSE FROM ISOLDE:


the chance is actually 1 in (type - modlvl/div)

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

10. Sell caps

Has anyone been successful in removing the sell caps that the NPCs all have? I find the feature iritating and i want to remove it for my mod. What would i need to do to make this happen? 


RESPONSES: 

This change is easy in 1.08/LoD, you simply open up npc.txt, and change the maxbuy (or is it maxsell?) value to 100k, 250k, or whatever (I'm not sure how high it is allowed to go though)

That new Npc.txt is quite promising. Did anyone notice there's also a elemtypes.txt in the expansion that actually tells what each of the elemental atributes for monster attacks in monstats.txt are? Plus it's nice to be able to tweak some stats on hirelings without having to tediously mess with dll files (shudders at the thought).

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

11. Creating Charged items

Ok i created an ammy with a charged skill on it in the cube and here is what i found about the params

Mod1code = charged (this skill has charges and can be cast)

Mod1param = this is the skill code in skills.txt

Mod1min = this is how many charges it has

Mod1max = this is what level the skill is

Negative numbers here are used in some calculation to determine the above, like -6 is usually a L4 skill iirc.

Another set of imputs

Mod1code = get-hit(this skill has charges and goes off when you are hit)

Mod1param = this is the skill code in skills.txt

Mod1min = this is the percent it will go off

Mod1max = this is what level the skill is

there are no negitave numbers here to determine level and percent, go figure.

Hope that helps

Imaginos

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

12. Shop keeper problems

Has anyone had success getting the shopkeepers in Acts 3 & 4 to sell items not usually found in shops? I managed to enable jewels, runes, gems, and rejuvenation potions in Act 1 & 2 shops, but none of the act 3 or Act 4 vendors will sell them. Has anyone else had this problem?

RESPONSE:

I had the exact same problem with rejuvs and jewels. Acts 1 & 2 shops would sell them, but not 3, 4, or 5. I looked at everything, and tried all I could think of, but they would not sell them, even if I made them permanent store items. I even tried selling them in just Act 3, through different vendors, but still nothing. For some reason just the lower two Acts will sell additonal stuff. I hope someone has the answer because I would like to have the higher acts sell stuff, too.

RESPONSE:


Well, I finally got rejuvs to sell in all Acts. I removed the jewels and charms from the shops and there were the rejuvs in all acts.

Then, I put the jewels back in the shops and the rejuvs will still sell in all acts, but the jewels only sell in Acts 1 and 2. When I put the charms back in, I am back to where I started -- nothing sells past Act 2.

I'm not using a modder, just plain old reliable Excel. I am leaving it the way it is -- rejuvs in all Acts, and maybe jewels through Act 2. I just can't fathom why it works for some and not for other. I have done everything properly, as far as I can tell.

ANOTHER PROBLEM….

Does anyone know if there is a file which controls items in shops? I think that they now have a chance to upgrade to exceptional or elite depending on your level, but I'd like to change it so that you at least get Act IV or V items in ActI nightmare. Normal Act I stuff is really usless in nightmare.


RESPONSE:


the last few columns in armor.txt, weapons.txt, and misc.txt (i think) has nightmareUpgrade and hellUpgrade (or something of the sort). simply enter in the item code of what you want it upgraded to. like for instance if the merchant sells a skp (skullcap) in act 1 normal, you can enter xkp (whatever the exceptional skullcap is) in the skullcap row under nightmareUpgrade column, and all merchants who sold skullcaps in act1 normal will now be selling the exceptional versions (or whatever item code you enter in).


RESPONSE TO RESPONSE:


Well...that's what USED to work. But they're all filled in now, and you still get junk in act I nightmare.

Actually, I've been doing some testing and I don't think the later acts even CARE what you put in the columns. For instance, I was testing a new type of armor, so I gave Jamella 1 in min, max, and so on. So, she should only ever have 1 normal and 1 magical. Didn't work that way. She would occasionally have only one magical (so I guess min works) but she once had THREE magical ones. And, not a SINGLE normal one, even though there was plenty of space for more items.

Strange, huh? Anyone got any ideas on what's going on here? It's REALLY aggravating not to be able to buy socketed items at the higher acts.


ANSWER?:


they do, you just have to adjust the item level, i made npcs sell elites of the types on hell and it works fine its part of one of my firts d2x mods you can find it on my site.

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

13. No Drops and Prob

In Treasureclassex.txt, in the Prob1, Prob2, etc columns, does:

1. a higher number mean the item is more likely chance to drop, or

2. does a lower number mean the item is more likely to drop?

RESPONSE 1:

The higher the number, the more likely it is to drop. However, remember that this is not a percentage or something - add all the prob columns and the NoDrop, if any. That's the total range. Now, divide the item's drop chance with the total range and you'll have the probability in percent that the item will drop whenever the applicable situation arises. For instance, if an item's prob entry is "8" and the total of all prob columns plus NoDrop is 205, there's a 3,9% chance or so that this specific item will drop.

RESPONSE 2:

Higher is more likely.

The actual chance is determined by the sum of NoDrop and all Prob# columns.

For example, if NoDrop = 50, Prob1 = 25, Prob2 = 30, and Prob3 = 1, the following is true:

Total probabilities = 106

Chance of NoDrop = 50/106

Chance of Item1 = 25/106

Chance of Item2 = 30/106

Chance of Item3 = 1/106

Note that Item# can be another line in the file or a program-generated one such as weap#.

REPSONSE 3:

Oh, and one more thing - remember that if you raise one probability entry, you'll most likely mess up the NoDrop, if the class has one. Obviously, the probability of getting a drop in the first place should probably be pretty constant - NoDrop's usually 62,5% now, IIRC, but varies somewhat between the various classes (chests, standard monsters and special monsters, basically). Thus, you'll need to compensate for any changes made to the probability entries.

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

14. Crafted items

I have seen the lists of crafted items recipes on Diabloii.net, and they have a list of many that are currently disabled. Since they're already written into the game is it as simple as going into one of the .txt's and changing 0 to 1 in a field on them all to enable them? If so what's the name of the .txt that contains these?

RESPONSE:

cubemain.txt, change the enabled column to 1.

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

15. Gems

After much chagrin, I thought I would share what I have learned about GEMS so far.

-> You no longer have to give a gem effects description in the string.tbl. The game automatically does it for you. Unfortunately, if you have a LOT of modifiers, it will make the gem description unreadeadable as it all but fills your screen.

-> You can add new gems. Just make sure you put them at the END of the gems.txt file. Use custom graphics, etc. They insert and work just dandy. You MUST add the gem name(s) in the STRING.TBL file, not the patchstring.tbl. (this was painful, trust me)

-> You can no longer use gem effect variables. For example, setting MinDam from 4-8 and MaxDam from 8-15 will cause all the values to cycle madly as you hover over the gem. Try it and you will see, as it is quite funny. There is a function to set variables, but then that takes up one of the 3 modifiers you can add.

-> The uniqueitems.txt file is a handy reference if you want to see how they have done poison damage/length, etc... I am not positive, but the numbers seem different from CD2.

-> If using the hit-skill or gethit-skill modifiers, the first modifier is the skill number (in the parameter column), the second is the chance of the skill being activated and the third is the level of the skill.

-> Become intimately familiar with the magical properties codes. You will learn to both love and hate them.

I hope this helps those of you who are working with the gems.txt file. If you have any other ideas/feedback, post it here!

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

16. Sockets

there are artifical limits on the number of sockets that can spawn. In Normal it is limited to 3, nightmare to 4. To change this you need to edit itemtypes.txt. Also some specific weapons have few potential sockets than you'd think. The long and broad swords, for example, have 3 or 4 max sockets, depending on their level. You might want/need to change those too.

[NOTE TO SELF: Other posts have hinted at a six-socket limit now rather than 7. Double-check this?]

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

17. Rare and unique charms

POSTED BY Phatose: 

Yahooo! Just got both a rare and a unique charm to drop.

First, I set the very first unique in uniques.txt to be a small charm.

Then, went into rareprefix.txt and raresuffix.txt. Tacked a "scha" onto a couple of columns in each one. Don't know if it was neccessary or not though.

Edited treasureclassex.txt so that just about anything will drop 6 charms, and added the rarity stuff from mephisto, for testing purposes. Changed to .bins, packed it all in.

Killed something. Six blue small charms. Ugh.

So I go looking into itemtypes.txt. Looking at charms and rings, aside from the obvious stuff about wearing it, 2 things are changed. The Charm column is the obvious one, but prior experiences have told me that it doesn't do anything. Stangely, Identify is set to 0 for charms, but 1 for rings. Doesn't sound important, but I change it to 1 anyway, just to be sure. Reload, repack, go into town, kill something.

6 charms drop. 2 yellows, and a gold too!

And they functioned properly!!!

Not sure if this would help with set items, since set items need to be equiped to be counted, last time I checked. And the imbalance probabilities are there, but if you were to only change large charms to be rare-able, and make them far less common, the issue might not be as bad, huh?

Good modding people.

UPDATE 1:


Ah, my bad. Too much excitement, not enough checking equals innaccurate information. You also have to set the "Mods" column in itemtypes.txt to 1 for the charms to make them drop. Mods and Identify both to 1 seems to be what did it. Identify might even be unrelated. Checking it now, but setting both to 1 defintely works. Also looking into the unique jewels, I'll let you know.

Phatose 

UPDATE 2:


OK, I've figured this out.

The column "Mods" for an item class must be set to 1 in itemtypes.txt for rares/set/uniques of that type to spawn. "Identify" is irrelevant. Setting "mods" to 1 for charms and jewlery makes rare's of both available, they use the prefixes for misc. items, and act as rare's always do.

Unique's of each type will also be droppable, but you have to either change a unique that already exists to be that item type, or add in one.

Set Jewel's and charms CAN be spawned, but you wouldn't want to, its pointless. Neither one is ever equipped, so it would never gain any of the set bonuses. And socketing a set jewel doesn't make a set item, it merely sockets the item with the base mods on the set item in question, not including hidden attributes. And equiping an item socketed with a set jewel doesn't count as having the set jewel equipped. Kinda pointless to make either one, as such.

Uniques on the other hand could be quite cool, though the they'd have to be very careful controlled to make sure they don't go overboard, especially with the charms. Rare charms could be a -major- thorn to game balance, and making uniques exist without rares going overboard would probably mean making another class of charms with very low mods, so the rares don't get out of hand, then you can play with it as you like. The jewels could be very cool to, like runes, only highly specific. Anybody want to make the Hope Diamond?

Phatose

UPDATE 3:


One last addendum:

Charms, as it stands, don't have entries in rareprefix.txt and rareprefix.bin. I messed up, they in fact don't use misc, but their own group, char. You have to set some prefixes and suffixes for these things to be able to drop as rares. "char" in the afformention files allow that pre/suf to be used on any charm, or you could individually use cm1, cm2, and cm3 for small, large and grand charms respectively. Guess it makes it easier to control whether or not rare charms drop, if you don't want them to, just don't put in any prefixes or suffixes for them. That way, you can add controllable unique charms without the chaos of rares.

Damn, if I had a dollar for every mistake I've made tonight, I could just go buy the xpac.

Phatose 

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

18. Warning about messing with spell timers (the delay column)

Changing the delay values on the druid shapeshifting skills 'werewolf' and 'werebear' will cause a crash, when you try to shift back into your human form.

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

19. Sell values

I have tried changing the max sell values but they never seem to take.


RESPONSE:


I've changed it to 50000 on nightmare and 100000 in hell. Its in the last few columns of the npc.txt.

max buy

max buy (N)

max buy (H)

I don't think it matters but I used the,-direct -txt method of starting d2x to test it out.

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

20. Cube recipes

Right now I'm just looking at some of the files in the MPQ. I was looking at the cubemain.txt and wondering what some of the stuff meant. Like the crafted assassing ring, I think thats what it is. The formula is this.

rin + jew + r01 + r15 -> crf *** rin 1

So what I'm wondering is what do the r01 and r15 stand for? I'm thinking that rin = ring and jew = jewel. Checked the cubemod.txt, cubetype.txt, and itemtype.txt but didn't see anything. Unless I missed it. Do the r01 and r15 stand for rares or something? Wanted to enable them but couldn't quite figure out what all the components were.

Also if I enable these should they all work? Or has blizz used something to block some of them.


RESPONSE 1:


cubemain.txt is the current bane of my existance...

r01, r02, etc. are the item codes for the different runes, they are listed in misc.txt.

rin is any ring, amu is any amulet (these are listed in cubetype.txt).

an entry of "rar" under a "mod" column means the base item needs to be rare; "mag" similarily means you need to use a magical item as your base item type.

what *I'm* currently trying to figure out is what the columns labeled "fixedlevel a", "playerlevel pct a", and "itemlevel pct a" affect. I've tried playing around with it, entering different numbers into different columns, and all I can deduce is that they have something to do with the required level of the created item, and they seem to have something to do with the random modifiers on the item, but beyond that I haven't been able to figure anything else out (it's actually driving me quite insane).

anyone else out there have anything of value to add? please 

[edit:] oh, and yes, if you simply enable them the recipes should work... however some of the modifiers/magical bonuses on some of the items might not work or be implemented yet...


RESPONSE 2:

playerlevel pct a is just that. What Percentage of the players level should be used in generating the properties. So if that column was 75, and your character was level 40, it would generate affixes with a max required level of 30.

fixedlevel is similar. It generates affixes based on the number given. Like the SoJ rare formula has an fixedlevel of 60, so it generates affixes with a max required level of sixty. 

And I'm not sure, but I believe the itemlvl percent generates affixes based on a percent of the highest level affix on the input item(s).

Also, at least one of the columns must have a value, so if your code creates a specific item (i.e. the rejuv potion formula, or my formula of 2 rune x + 1 gem = rune x+1), set the fixedlevel to 100, so there is no potential mix up (or one higher than the max char level if your mod goes higher than L99).

MORE INFO ABOUT CUBE RECIPES…..

Decided to start a new topic since the other one got a bit long and off-topic.

First the general stuff:

[Isolde] ok, so now there are only 7 input columns, input 1...7

[Isolde] with modifiers, so you can have rin,mag,qty=3,noe

[vlad1] 3 magical non-ethereal rings?

[Isolde] yup

[Isolde] i had to add item types for the various gems, so you get

amethyst type and chipped gem type

[Isolde] so, as a base entry you can have an item code (amu), an item type (weap), a specific unique (The Stone of Jordan), or a specific set item (Civerb's Ward)

[Lanthanide] how does the name work, just exactly the same thing as what's in the uniqueitems.txt or whatever?

[Lanthanide] (and does it work like that for TCs too?)

[Isolde] yup (well it does in 1.09)

So for the example given, rin,mag,qty=3,noe tells you that the input will be 3 magic rings that are not ethereal. Here're lists of the mods and some notes on them:

Mods you can use for the input modifiers:

qty=# - The number of this item type needed

nos - No sockets needed

sock - Needs to have sockets

noe - No ethereal needed

eth - Needs to be ethereal

upg - Can be excep/elite of this item type instead

any - Any item is acceptable. You can also tack other mods on if you wish (but seems a bit pointless).

Output modifiers:

qty=# - The number of this item type to generate

pre=# - The prefix to attach (see below for more info)

suf=# - The suffix to attach (ditto)

eth - Item will be ethereal

sock=# - Item has # sockets.

useitem - Will use exactly the same item as the first input. You can use this to add stats or sockets for example.

usetype - Will use exactly the same item type as the first input. You can use this to re-roll stats on an item for example. 

Quality Modifiers, work for Input and Output:

low - Low Quality

nor - Noraml Quality

hiq - Superior Quality

mag - Magical

set - Set

rar - Rare

crf - Crafted

uni - Unique

Notes on Qualities:

If you set it to be mag, it will be magical only. No rares etc will work (or be produced). If you don't specify, any quality can be used or produced.

Notes on Prefix/Suffix specification:

The # specified will be that # affix. Use excel row number - 2 to get the affix number. Note that Expansion lines are counted, but are just blank.

You can create rares like this, eg: rin,rar,pre=2,pre=5,suf=4,suf=9. If you put 2 or more pre/suf on a magical (mag) item, the 2nd ones will be ignored.

However there are still attached-mod columns like there are now and are similar to the ones in uniqueitems.txt. So you could put manasteal 0 5 7 as part of the recipe and it'll have between 5 or 7 manasteal, as you'd expect. This is how you specify the built-in stats for crafted items. You could also use this to add mods to unique/set/rare/magic if you so desired.

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

21. Socketing nonsocketed armor or changing their gem properties

As for what they use, there's a column in armor.txt that says what type to use. 

it's AF: Gemapplytype.

Havn't tried belts yet, but I assume they'll work just fine.

Right, off to make boots act as shields when socketed, and gloves as weapons...

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

22. Get-Hit skills that work/don’t work

OK I was making some new shields that have different "gethit-skill"s on them. After trying a few skills and crashing, I decided to actually go through all the skills and test which ones would work. Here's my list, mind you this is for the "gethit-skill" only, I haven't tested "hit-skill" or "attack-skill yet".

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

did not test:

passive skills (including auras)

attack-based skills

summoning skills

any skills that require a corpse, etc. to use (Grim Ward, Poison Explosion, etc.)

does not work:

Inferno

Blaze

Telekinesis

Thunderstorm

Energy Shield

Shiver Armor

Bone Spear

Howl

Taunt

Battle Cry

War Cry

(these were the only 4 Barb skills I tested, but I assume if these don't work no others will either)

Arctic Blast

Cyclone Armor

Armageddon

Hurricane

pretty much all Assassin skills (tested Psychic Hammer, Cloak of Shadows, Fade, Mind Blast, & all 10 Traps; none work)

does work:

Slow Missiles

Inner Sight

pretty much any Sorc direct-damage spell other than: Inferno, Blaze, Telekinesis

Frozen Armor & Chilling Armor (Shiver Armor does not work)

Enchant

Teleport

all Necro curses

Bone Armor

Bone Wall

Bone Prison

Poison Nova

Bone Spirit

Holy Bolt

Blessed Hammer

Fist of Heavens

all Druid elemental skills except Arctic Blast, Cyclone Armor, Armageddon, Hurricane.

hopefully this will be of use to someone


RESPONSE:


Auras = Bad Joo Joo

They dont work.

They do cause assertion failures, if thats your kind of thing.

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

23. Charged item values

Well yeah i was going to use this property 

just i'm unsure if you need the name or the skill number.

If anyone has tried it lemme know if not i'll post whatever i find out.

Also I'd like to add the params for the expansion properties it says (8ths) so i figure 8=1 as 64=8. but some say att/lvl

how do i that ?_?


RESPONSE:


Afaik all #/lvl affix values are 8ths, even when it's not mentioned in properties.txt.


RESPONSE 2:


Almost all per level attributes are in 8ths. I've found two, however, that are in halves: att/lvl and att-und/lvl (and, I'm guessing, att-dem/lvl). There may be more, but I haven't confirmed them yet.

For instance, an attribute of Hsarus' Iron Heal is "att/lvl (20, 0, 0)". An 80th level character displays as "+800 to Attack Rating (Based on Character Level)". This only works if the divisor is 2 instead of 8.

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

24. ID #’s for skill tabs (for putting skills on items)

Here are the skill tab IDs. Well, at least what I think are the correct IDs 

0 = Bow and Crossbow Skills (Amazon)

1 = Passive and Magic Skills (Amazon)

2 = Javelin and Spear Skills (Amazon)

3 = Fire Spells (Sorceress)

4 = Lightning Spells (Sorceress)

5 = Cold Spells (Sorceress)

6 = Curses (Necromancer)

7 = Poison and Bone Skills (Necromancer)

8 = Summoning Skills (Necromancer)

9 = Combat Skills (Paladin)

10 = Offensive Auras (Paladin)

11 = Defensive Auras (Paladin)

12 = Combat Skills (Barbarian)

13 = Combat Masteries (Barbarian)

14 = Warcries (Barbarian)

15 = Summoning Skills (Druid)

16 = Shape Shifting Skills (Druid)

17 = Elemental Skills (Druid)

18 = Traps (Assassin)

19 = Shadow Disciplines (Assassin)

20 = Martial Arts (Assassin)

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

25. Adding specific skill bonuses to items

You're making perfect sense. I changed the claws in my mod, so that they'll yield a varying % in Deadly Strike, since I felt that it kind of made sense when dealing with an Assassin's favoured weapon 

What you need to do is to edit weapons.txt and automagic.txt. In weapons.txt, you'll find a column labeled "auto prefix" (column AI) - this holds the property group that will be automatically applied to that weapon (or armour - armor.txt has a similar column). Now, the ID number used in that column is defined in automagic.txt. For instance, the various "Maiden" weapons have an autoprefix of 302. Checking out automagic.txt will reveal that 302 means that a certain number of skill points should be added to all Javelin & Spear Skills. Exactly how many depends on the item's level. This also means that it is possible to restrict stuff so that the item has to be of a certain level to receive a benefit at all. For instance, the paladin's Auric Shields won't ever possess the Enhanced Damage property unless they're of at least 10th level.

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

26. Spawning monsters in Act V from other acts

U can substitute the unused Skeletons (except Baal's Skeletons, which R the Death Mages that appear with Achmel The Cursed) which are somewhere near the end of the CLASSIC DIABLO rows.

Oh and there're some monsters that aren't use, like the two versions of Baal's Minion Of Destruction, some variations of Melee Combat & Magic Casting Succubies, Siege Beasts and so on... Experiment U guys!

UPDATE (by TeknoKyo):

1st thing I did was to get the old mons to spawn in Act 5. Quite a number of ppl ask for this ... but no1 seems to know the answer. Got Golems in Act V and Ghoul Lord+BrambleHulks in Act V.

Just some assumptions.

I used -ve nums for it on Levels.txt. Not sure if it's due to the Hex(FF) on -ve nums or it's intended to be that way. There could be some other way to do it.

All mons are ID based starting with 0 for the skeletons(Can't remember how many times I said this ... heh) and continued on after the Expansion line in monstats. (that's y u get the -3 for mons after the Expansion line)

On Levels.txt ... the mons ID are offset to 0 again somewhere and I figured by using -ve nums might do the trick ... but it's not really straighforward ... try a few vals to see the different offsetting.

REPONSE TO TeknoKyo:

What are -ve numbers?

ANSWER FROM Tekno:

sorry ... -ve = negative numbers... eg -100 to get Desert Wing into Act V.

NOTE:

It seems that spawning/changing spawns in outdoor areas of Act V is problematic, perhaps impossible. But apparently can be done in “dungeon” areas.

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

27. Making sets/uniques with Cube

I'm testing some new sets, and was planning on making cube recipies to create them. The only problem is, The game keeps crashing when i click transmute. If anyone has any info to help, It'd be much appreciated.

REPSONSE 1:

As far as i know set items are impossible as a transmution-result.

RESPONSE 2:

I don't know about set items, but you can spawn any unique in the game using the cube. I'm thinking about posting a mini tutorial in the near future on how to do so if it's something everyone's interested in and hasn't figured out.

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

28. Getting shops to sell more socketed items

how can i make the NPC char sell more sockets items.

ANSWER:

Raise the item's level. One of the stupidest things Bliz did (IMO, natch) is that if your level is higher then the item for sale's level, it automatically upgrades any normal/socket/superior item to a magic item. So if your level is high, relative to what is sold, you won't get normal stuff. Which is quite annoying it you are looking for socketed or normal items for whatever reason.

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

29. More on TreasureClassEX / Cow King Set Drop

Adding lines in TCEx worx ... that's how I did my Natalya10x Mod ... specific drops for norm,nm, hell for killing Natalya ... eg norm = 2 greater talons, nm = 2 Odium katar, hell = full set odium. 

I think initially Blizz wanted to add in specific mons drops starting with quill but realised it's gonna take a real long time to do it for every single mons and somehow screwed up the whole thing with v1.08 drops but said they gonna fix it on v1.09 ... the coding is really good ... but the data entry ppl screwed it up bad for v1.08. 

Now we can make cow king always drop the cow set in single play. Think u can only do cow lvl once per difficulty lvl but it's a good way to ensure that your only time there results in the cow set.

ADDITIONAL QUESTION ON DROPS:

ItemRatio or TreasureClassEX? what should i edit bet. the two if i want good drops?


RESPONSE 1: 

I use itemratio.txt for overall drops and treasureclassEx.txt for specific monster drops.

If u just want better drops ... itemratio should be sufficient and I didn't encounter any item morph as before. Blizz did a great job on the new drop softcoding, now every monster can have specific drops ... real cool.


PROBLEM:


i have tryed all itemratio and tresureclasses.txt nothing will happend all monsters drop only blue or white items witch are not very good. i have also editet the monitemprecent from 20 to 50 with hex edit nothing.i also editet difficultlevels and riht nothing. why dont work that??


RESPONSE 2:

OK< with itemratio.txt you now have to make truly dramatic changes to see much impact. As for the other, you need to edit treasureclassEX.txt, not treasureclass.txt. If that is the file you are editing... Are you adding .bin files to you .mpq?


RESPONSE 3:

Try to play around with the 'Set' / 'Rare' / 'Unique' and 'Magic' column in Treasureclassex.txt.

When you look at them, you'll see that only the questboss-rows have values in there. They control the higher chance for a better item ( 3 rares + one set for a andarielkill ).

If you put values in there for all rows, you will automatically get better drops..though not very balanced ones for sure


ADDENDUM:

Keep in mind that Exceptional and Elite items are items in their own right - they are not "upgraded" normal items, as was the case in 1.06. So, in order to get Exceptional/Elite uniques you'd have to:

a) Play in a pretty high level act and have some luck. Unless you edit the various eqipment classes in TreasureClassEx.txt, you'll definitely not be guaranteed an Exceptional/Elite drop, no matter what Act and difficulty you're playing in.

OR

b) Edit the Exceptional/Elite items (armor.txt and weapons.txt) and lower their item levels considerably.

Of course, you could always edit TreasureClassEx.txt and force the monsters to drop specific Exceptional/Elite items.

Cheers!

Bane

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

30. Hirelings’ skills

hello i have a little problem

i changed the skills from the hirelings from act 3 iceblast to frozen orb.then i bye a new soldier ther and i hope he will cast this skill.nothin will happend. he only cast the 2 skills.ice blast and Glacial Spike and no frozen orb . why can i not change the skills? please can somebody help me?

RESPONSE:

What do you have set as the chance for frozen orb to be cast? You might want to increase that value. It's also possible that the skills are actually hardcoded and the names listed in the hirelings file are just for reference. The mode values next to each skill might also be worth checking, but I don't know what you should change it to for a different skill.

RESPONSE 2:

While you can add new skills to most hirelings, not all of them work. For instance, I can make the Rogues fire Exploding Arrows, but seemingly not Multiple Shots. Also, the Barbarian does not seem to accept any new skill at all (or rather, none of the skills I've tried) - usually, messing with the Barb will cause a crash.

RESPONSE 3:

you can change/add the skills....the higher the value, the more they will cast it.....i put my act3 sorc to have holy freeze, energy shield, fireball, some spike 9i couldn't remember) and also frozen armour. for frozen armour, set the value to 1000 and the first one to 1. same as holy freeze. energy shield, set it to lower chances, like 60. the higher chances, the more it will cast....the first column have to be set to 7 for any regular used spells like fire ball. hydra won't work. it will attack you....frozen orb will be cast but with delay....its not a good spell for hireling.

RESPONSE 4:

I've been experimenting a bit with hirelings today (well, tonight, rather) and found out some interesting things that not all on this board might be aware of:

- If you want to a skill to be available when a hireling has reached a certain level, be sure to include the skill at lower levels as well. Simply set the Chance (and ChancePerLevel, obviously) to 0, so that the hireling won't use it. If you don't do this, you might very well get a crash (this is what messed up my previous Barbarian tests). The odd part is that Blizz does not seem to follow this "rule" - some high-level Desert Mercenaries gain a new aura. They don't cause any crashes and have no problems using their aura, however.

- Skills such as Energy Shield, Thunder Storm and so forth present a problem. We'd probably want to include a high Chance here, so that the hireling will protect himself with the Shield and conjure the Storm prior to entering a fight, in order to get some extra defensive and offensive power. If we do this, however, we'll end up with a pretty annoying Sorceror spamming Energy Shield/Thunder Storm over and over again.

However, there is a way around this. Let's take an Energy Shield loving Sorceror as an example. What we want to do is to tell the game to "remember" that he's got a Shield up, so that he won't continously recast it. Open up Skills.txt and scroll down til you find Energy Shield. Now, jump to the end of the row, where you'll find a column called "caster state" (column CR). In the file States.txt, you'll find a number of states defined - one of them being STATE_ENERGYSHIELD. Include that state in the "caster state" cell and we're done. The Sorceror will now avoid recasting the spell while it is still active.

NOTE:

When bins are created, a hirelingdesc.bin (or something like that) is created. It seems that this may need to be inserted in the patch for hireling changes to take effect.

MORE INFO:

Column AK and the other similar columns ("Level#") defines what level that skill is known to at that specific character level (column G).

Column AL ("LvlPerLvl1") defines how fast the hireling should progress in that skill (in this case, skill 1). Let's have a look at the Fire Rogue as an example of how to calculate the skill level the hireling will have at a specific character level. Assume that we want to check what slvl she'll have in Fire Arrow at level 14.

First, find the closest "level treshold" of the hireling - that is, the closest entry specifying the hireling's stats that is of or below the hireling's actual level. In this case, it's the first entry which defines a level 3 Rogue. Now, subtract 3 (the level of the defined Rogue) from 14. Take the result of 11 and multiply it by the Fire Arrow's "LvlPerLvl" entry (10). We've ended up with 110 and will now divide it with 32 (similar to a HitShift as found in e.g. Skills.txt - this approach is used in order to handle fractions). The result is 3,4375. Finally, add the Fire Arrow entry of the "treshold entry" (which is 1) and drop the fractions - at level 14, the Rogue will be able to use a slvl 4 Fire Arrow.

Had the Rogue been level 28, we'd not base these calculation on the first (level 3) entry - we're always using the closest "treshold", so in this case we'd use the level 25 entry. Such "tresholds" can modify the progress of skills, stats and so forth, so that a skill may rapidly increase for ten level and then drop off. A modder can add his own "tresholds" in order to gain precise control over what skills are gained and when (e.g. Immolation Arrows at level 24 would require a new "treshold"). It's a decent approach, but would perhaps have been even nicer if the hirelings used their skills with something that might remotely resemble intelligence

INFO ABOUT SUMMON SKILLS FOR HIRELINGS:

The game will crash when non-players use summon skills, except the baal clone/baal tentacle skills.

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

31. Getting new/nonstandard items to drop (like my items that are now considered torc [torch] types)

OK, Jeff, now I've looked at some of this. As jbdotcom said, the default is that the torc type is a subset of misc. But... there are misc0, misc1, and misc2 entries in the junk lines of TCEx, so your torches should drop if they are low enough in level. If they need to be higher level, then you would need to change the miscx entries to higher levels (which may cause other weird drops, not

sure) or add entries to TCEx for the torches specifically. Or, make torches an armor or weapon subset, which would be handled by the usual classes.

On a side note, if I'm reading the files correctly, it looks like you could get rings and amulets from junk drops, since they are misc type items of level 1. Kind of unexpected to me.

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

32. Boolean Values that aren’t so Boolean

The boolean magic properties (stupidity, noheal, ignore-ac, etc.) can actually take min/max values other than 1. The program then generates a random number from among the range and if positive, the property is assigned, otherwise it isn't.

Example: stupidity (n/a, 0, 1) will give a 50% chance of the item having "Hit Blinds Target". stupidity (n/a, 0, 3) will give a 75% chance. Of course, stupidity (n/a, 1, 1) is always "Hit Blinds Target".

Just something interesting I found out on the way to find out other things...

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

33. Item Costs related to Affixes

Well, I am trying to lower the cost for +skills items (like +Glacial Spike) wherever they appear.

I twiddled some numbers in ItemStatCost but didn't seem to get much difference if any.

Any tips? Am I looking in the right place?


RESPONSE 1:

Don't have the files handy atm but i think there are columns 'multiply' 'add' and 'divide' right at the end of magicpre/suffixes. try your luck there.

Additional I'd look into npc.txt...but those are only general costs, right?


RESPONSE 2:

I was dinking around with add/multiply, but they don't seem to make much sense. Not sure if dividing 'Multiply' by 4 changed prices or not ... I have to do some real studying.


RESPONSE 3:

I haven't looked into the expansion prices yet, but I intend to. I'll post the stuff I figure out (if any ). However, I somewhat doubt that you can fix the steep repair prices - if I'm not mistaken, I gather you're refering to the recharge rates of charged items, rather than actual repair cost? The latter can be adjusted, of course, which in turn will affect the recharge rates, but I don't know if that is such a good idea. After all, if you're wearing a plate worth a couple of 100K's of gold, you should expect pretty steep repair costs. However, the way the recharge rates are currently implemented is pretty dumb - if I understand things correctly, it bases the price on the value of the item, which should be irrelevant.


RESPONSE 4:

No, I haven't looked to charged items yet. I seem to recall they're also listed in itemstatcost.

Right now, I just want to reduce the cost and sell-price of items with a few +skills on them. Like a Staff of +3 Glacial Spike.

Curiously Druid helms (for example) don't seem to be affected by this. Their sell-prices are a little low for +skills items I think - not obnoxiously high like Necro and Sorc wands.

Looking forward a little more, I want to put an end to the activity of hauling crap back to town to sell. I don't think it adds much to the game. I want to make gold drops the important thing in Cold Fusion/LoD & slash sell-to-vendor prices deeply & cut vendor-sell prices considerably. All this should hopefully put gold piles at the front of economic activity.

Gems, perhaps, could retain a good high sell price. It's common sense and it doesn't involve a lot of hassle piling up gems to sell. And it makes sense to have runes and jewels a high sell price too - they won't clutter your backpack & force town trips.

That way you can have the "ooh" factor of finding something valuable to sell without so many trips to town.

Sure, piling up money is part of the game. I just want to take the hassle out of it.

If a Sorc sees a sword on the ground, by'n'large I want her to able to just leave it there in good conscience, without feeling that she's cheating herself out of $$$ that she needs to buy her next staff.


RESPONSE 5:

I found out that the cost of +skills to a single skill is set by a column in skills.txt - which has a multiplier and an adder.

My guess is that the multiplier multiplies the base cost of the item and the adder adds that many $$$.

I divided all adders by 4. That seemed to give reasonable costs.

Still unclear on what itemstatcost does, if anything. Maybe it's just not used for single skills.

By the way, modifying itemtypes didn't seem to do anything.


RESPONSE 6:

I've been playing around a bit with the add/multiply/divide values and frankly I haven't come up with anything overly useful... What I have discerned is that Multiply is applied several times, depending on the magnitude of the property (i.e. +3 Max Damage will use Multiply 3 (?) times, while +1 Max Damage only use it once (?)). Add does add a certain amout to the value once, but it does not necessarily add the exact value you've entered. This depends on the base value of the item - as far as I can tell, the lower the base value, the more it adds (sounds peculiar, but my tests definitely suggest that this is the case).

To make things even more confusing, it seems like some special modifier is applied to all magical two-handed weapons (including bows) - these are always more expensive than one-handed ones, even if their base value is identical. Finally, AFAIK the Divide is not used at all - it made absolutely no difference to the price when I changed the value from 1024 to 256 and finally 8. My guess is that the Divide is hardcoded - most likely to 1024, as all ItemStatCost entries use that value.

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

34. Magical properties entries for items using skills

In the resources section, there is a description of the magical properties.

I just want to point out that on the magical properties that use skills, the notes say that Param2-Param3 define the chance (%) to use that skill or the number of charges.

This is incorrect. The numbers should be:

Parameter = Skill # (Found in skills.txt. ANY skill that has a '1' in the ItemEffect column can be applied to an item)

Min = This number is NOT a minimum when using the charged, att-skill, gethit-skill, or hit-skill. This number is the number of Charges for the Charged property, and is the % chance for the rest of them.

Max = Also, not a maximum for these skills. It is the LEVEL of the skill being used. I have used a maximum of 20, but cannot say for sure whether you can go higher.

I am not trying to nitpick, but I thought I might save some of you the headache I went through trying to follow the descriptions given in the Resources section.

**Note -- If you read the Properties.txt, you will see that it indicates that Min = level and Max = Percent. This is ALSO incorrect...I have tested it and the definitions I gave above work.

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

35. Upgrading/recipes with NEW items

The cube won't make 'new' items. My new weapon, new armors, and test rune 34 all work fine, until I try to make them in the cube. Then it crashes every time. Can't use them as input or output. Hopefully that will change in 1.09...

RESPONSE 1:

As input or output? I haven't tried creating a new item in the cube yet, but I've created several new items and used them as inputs with no problems at all.

RESPONSE 2:

Hmm, late and my hands are moving faster than my brain. I don't recall trying inputs, but I know they crash for outputs... Though I will have to try non codes, and see if that works.

RESPONSE 3:

Actually, I just tested it for outputs too and that worked as well. I used the sixth level amethyst I created in my present mod and attempted to crete an upgrade recipie that used three perfects. Took a couple of tries but I got it to work just a few minutes ago.

RESPONSE 4:

How?

RESPONSE 5:

For the gem upgrade recipie, I just copied the recipie for upgrading to a perfect amethyst to the bottom of cubemain.txt. Then I changed the param1 a value in column N from 4 to 5. I also changed the product code to that for my new gem. Before that I had went into misc.txt and made sure to change the "better gem" field for the perfect amethyst to that of the new gem (divine amethyst). That's pretty much it.

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

36. Treasure Classes
I have noticed on item drops for creatures, that there are 4 Treasure classes (creatively titled 1, 2, 3, and 4) Yet for the most part, creatures drop from TC1. What are the difference/odds of the different TCs occuring?


RESPONSE 1:

To answer your question, the first is for normals, the second for champions, the third for uniques, and the fourth is blank and seems to be unused.

RESPONSE 2:

That explains why they don't care about the TC2 & TC3 for Diablo, Baal, etc Nightmare & Hell being (N) & (H)'d

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

37. Easy Socketing recipes for weapons and armor
You only need two recipes. One to socket weapons (weap) and one for shields/armor (armo). You can either tell it to have a specific amount of sockets or by not telling it how many, it will give a random amount up to the max for the item. I haven't actually tried this yet, but someone I suggested that to said that's about how it works.


RESPONSE / ELABORATION:

yeah it works. I've got an item, called Artificer's Blood. Put with weap/armo (2 separate entries) and you'd get 1 socket.

2 ABs get 2 sockets and so forth.

And I added one more where weap/armo + AB + gem -> weap,nor,sock

so it'll be a random number of sockets

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

38. Dropping specific classes of items in TCEx…potential roadblock:
I noticed something very unusual today. If you put your new treasure classes at the bottom of the file and only have that treasure class referenced by a class above it, those items in the added class will never drop. For testing, I added the Fruits treasure class to the bottom of my file (fruits drops a series of new items I added), and added a reference to it in the Act 1 H2H A entry (which Act 1 zombies use). I set the probibility of this group getting referenced to 500 and went to kill a stage full of zombies. not a single fruit dropped. Then I replaced the fruits reference with the code of an actual fruit (cherries). They dropped constantly. Finally, I actually created a new row towards the top of treasureclassex.txt and moved my row for fruits up there. I put the reference to this treasure class back into the Act 1 H2H A entry. This time, all the fruits of the class began dropping.

So the basic conclusion is, if you want to have an added class get referenced by another treasureclass, the added one must be ABOVE the referenced one. This explains why fruits, orbs, and most ammo never dropped in my mod and may explain a number of drop troubles other people are experiencing.

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

39. Charms with charges
I just made the game drop charged unique charms, that hold 255 charges of summons and spells...

A cool thing about this is that a non-druid character, can have more that one grizzly or a non-nec more than one golem. This is a very cool feature, as the charm wears out you cannot repair it so you are forced to either sell it or throw it away. Just a cool way to make those charms usefull without becoming overkill....hehe...

RESPONSE 1:

This sounds really cool.Except the part about more than one bear/golem....you mean that if you have a charm with 20 charges you can have 20 golems???It doesn't really sound balanced...

RESPONSE 2:

You're right, but that depends on the level and how many charges you put in that charm, also... summons seem to be much less powerfull when summoned by a non-summoning character, this means that even if you make them level 30 they are not that strong, you actually need quite a few to make for a real nec-golem. I guess it is cause you don't get the bonuses from passive skills.

You could also make charms with the gethit-skill or att-skill property to make some charms that give additional elemental damage to your character, etc...

RESPONSE 3:

How’d you do it?

RESPONSE 4:

This is actually very easy.

You need to edit these files. RarePrefix.txt, RareSuffix.txt, Uniqueitems.txt and String.tbl.

First you need to make the charms spawnable as rare. 

Open Rareprefix.txt and add cm1, cm2 and cm3 (this are the charm codes for small, medium, large) to any prefix you may want a rare charm to have in the itypeX column.

Do the same in Raresuffix.txt.

After doing this you should get rare charms to drop from monsters using the prefixes and suffixes you supplied.

To make them Unique.

Open Uniqueitems.txt and copy the line for say, stone of jordan or whatever. Paste it in an empty row at the bottom. Now change the name (this is used as the code for the unique in string.tbl), change code to cm1 (or cm2 or cm3) and put any mods you like. Like "charged 51 255 30" this makes the charm hold 255 charges of firewall at level 30.

Make any additional lines for each additional charm.

Now open string.tbl and add the names used in uniqueitems.txt as the code and enter a name for that charm.

That's about it...

I forgot to tell you...

You should also open itemtypes.txt and set "mods" column for each charm to 1. Otherwise no rares or uniques will spawn...

Sorry...

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

40. Automagic mods
As I understand it, automagic (as listed in automagic.txt) is for the automatic bonus certain items get (+1 to skills for amaBows and amaJavs, +1 to sorc skills on orbs, +dmg on clubs, etc).

This differs from "regular" magic (mundane magic?) in that the automagic mods are always there--even on socketed items, rare items, etc.

Hope that helps,

Syniq

RESPONSE 1:

It comes in useful if you want items to have more than 3 mods. Prefix, suffix, automagic.

QUESTION:

Thakns there. But does automagic automatically stop other affixes being used, or if not, is there any way to stop them being used?

ANSWER:

Automagic doesn't stop anything. It just adds a base mod to an item. For instance, the paladin shields all have +res-all on them. That comes from automagic. In my mod, I'm using it a LOT to make new items with special abiliteis. My ThunderHammers, for instance, all do lightning damage. And my torches all do 1-2 fire damage and have a bonus to light radius. Things like that.

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

41. Messing with outdoor Lighting
is it possible to make it night 24/7

if so how

ANSWER:

In levels.txt, set IsInside to 1. That stops the day/night cycle. Then mess with the RGB columns to get the color you want. 255/255/255 is no color (either grey white or black) but you can give a blue or red tint or such if you want. Intensity controls how bright the light is, you probably want 100 or lower here.

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

42. Spawning Act 5 monsters in Act 1-4

Subtract 3 from the row number and use that as Populate ID #

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

43. Spawning Act 1-4 monsters in Act 5

To get monster from acts 1-4 into act 5 requires you to : 

- Take the Monsters PopulateID, for this demonstration we'll use the Damned (PopulateID is 14).

- Then subtract 436 from that number. 14 - 436 = -422 and that's the number you type into levels.txt

Now, the reason for subtracting 436 is because the first Diablo II Expansion monster (i.e. the first act 5 monster) is on row 439 (this is Microsoft Excel). There is however a space that isn't used because it just says 'Expansion' so it then becomes 438. Then, after a bit of trial and error, I found I had to only subtract 436 not 438.

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

44. Transform Colors (how they work) and color list
i'm working on a cubemain tutorial just now, covering the whole lot (crafted, socketing, re-rolling, other odd things) but i honestly have no idea if it's possible to colour things in the cube itself.

for what it's worth though, here's a list of colours i worked out by looking at various items in uniqueitems.txt:

unique item colours

0 - light grey (bloodthief, coif of glory)

1 - medium grey (spire of honor, gladiators bane)

2 - dark grey (iron pelt, shaftstop)

3 - black (corpsemourn, undead crown)

4 - blue (witchwild string, ribcracker)

5 - dark blue (vipermagi, gorefoot)

6 - crystal blue (pluckeye, hand of broc)

7 - red (skin of the flayed on, baranar's star)

8 - dark red (blinkbat's form, frostburns)

9 - crystal red (blade of ali-baba, bloodletter)

10 - green (twitchthroe, wormskull)

11 - dark green (darkglow, wizendraw)

12 - crystal green (vampiregaze, harlequin crest)

13 - gold (sparking mail, the grandfather)

14 - dark gold (windforce, venom ward)

15 - yellow (iceblink, crainte vomir)

16 - dark yellow (boneflesh, crown of thieves)

17 - purple (razorswitch, kuko shakaku)

18 - dark purple (?) (rattlecage)

19 - orange (duriel's shell)

20 - bright white (swordguard, headstriker)

transform sets the field-char colour active, invtransform sets the inventory colour active. for example shaftstop is colour 2, but only has transform set to 1, so it only appears dark grey on the character model, not in the inventory. whereas rattlecage has both transform and invtransform set to 1, so both character and inventory items appear dark purple.

be warned, setting bright white active in inventory on armour looks absolutely terrible, either swap it with light grey or don't set invtransform to 1.

interesting note: the class-specifics have none of the 3 columns set, but they appear bright white/light grey on the char but normal colour in inventory. 

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

45. Negative Attributes
This is a list of possible negative item attributes (IE cursed affixes) according to Jamellas. I am assuming that Jamellas lists the correct ranges for stats. But maybe you can have -5% damage even though jamellas says 0 is the min, I couldn't get it to spawn on a unique though. 

I was concerned with what happens if your cursed item brings your player stats so low that they would go below 0. In the case of static additive values I tested when the character stat dropped below 0. In the case of percentage values I looked at what happens when you go to -100% and below. The comment notes any abnormalities with going below 0. 

Some are just minor like the client displays a rediculous number, but it works OK. Others will outright crash, these have a 1 in the MajorErr column. So for those affixes you must be careful so that your player can't possibly go below 0. 

Those that I have tested have a 1 in the Tested column, others I am just assuming based on my other tests. As others add more information via replies I will update the chart as necessary. 

code: 



Name

Min
Err
Tested
Comment

Defense

-10

1
none
Strength

-32

1
can't equip anything, on charm negative lasts until new game
Dexterity

-32

1
can't equip anything, on charm negative lasts until new game
Vitality

-32

1
client display high number, die after one hit
Energy

-32


client display high number, normal attack occasionally fails
Life

-32

1
client display high number, die after one hit
Mana

-32

1
client display high number, normal attack occasionally fails
Life%

-10


client display high number, die after one hit
Mana%

-10

1
client display high number, normal attack occasionally fails
Inc Max Dur

-20


none (nothing wrong with a max of 20% per item of course)
regen

-10
1
1
bad inventory data, can't enter game
att speed

-20
1
1
if lower than -100, divide by 0 crash OR goes super-fast
gold%

-20
1
1
bad inventory data, can't enter game
mag-find%

-20
1
1
assertation failure before game start
stamina

-32

1
client display high number, can't run
time

-20


no use?  Why put -20 on the same cold/pois item?
light rad

-4

1
totally dark at -15
ease

155


positive increases requirements
move speed

-20
1
1
overflows past -140, extremely fast
hit recov

-20
1

assumed to work same as attack speed
block rate

-20
1

assumed to work same as attack speed
cast speed

-20
1

assumed to work same as attack speed
pois length
-20


my guess is it should work… just increase duration 20%
damage

-20

1
doesen't show on client (even when total is positive)
%target def

-128


works of course, just like eth, better than ITD
attack%

-20

1
none
dmg-undead
-20

1
none…no damage
dmg-demon

-20


none…no damage
att-demon

-128


should work like -attack%
att-undead

-128


should work like -attack%
low stam drain
-20

1
none (just like 20% faster stamina drain, go as high as you want)

RESPONSE 1:

Any idea why giving myself -20 attack speed makes it display +5 increased attack speed and makes the item unuseable? That's the problem I'm having with my cursed unique...

RESPONSE 2:

Same problem here. All my nice -10% casting speed uniques have become +5% casting speed.

RESPONSE 3:

Negative max resist doesn't work.

RESPONSE 4:

Well from my testing none of the % stuff works in uniques either. Whoever got that amulet working, I'm thinking it was pre-1.09. If your sure it isn't then tell me, but I think theres little hope of getting those to work barring some code editing.

This leaves you with only the following negative attributes :

defense -10

str -32

dex -32

enr -32

vit -32

mana -32

life -32

stamina -32

slower stamina drain -20

regen -30

ease +155

I tried "stacking mods" to escape the range restrictions, e.g. two -30 regen mods hoping it to become -60, but it will come out as only -30.

And remember... IF a player can get themselves to total negative strength or dexterity via an equippable item (not charms), and you do have charms in your mod, theres a cheat/bug that can be abused.

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

46) BURNING DAMAGE (“burn” code)

"Anyone find a way to make the damage values useful? I mean, do we have to give any skill using burn a hitshift of 1 or 2 to make it viable?"

ANSWER 1:

Yes, I was able to come up with some formulas using small hitshifts. Though they are still slightly unbalanced. You NEED to use low hitshifts for burning damage, because higher ones will result in too high damage.

ANSWER 2:

this is why if you check for poison or burning dmg, the hit shifts are usually 4 and below.

just as 8 is the 'whole number' for normal and elem dmg, 4 is the 'whole number' for pois/burning.

USAGE NOTE: “Burn” damage is unresistable.

BUG NOTE: Monsters that die as a result of “burn” damage grant no experience.

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

47) ITEM EFFECT SKILLS TEST RESULTS

k I'm back with the results of my testing. What I tested: the dubious-sounding Sorc skills that have ItemEffect=1. What was dubious in my books are those skills that you don't see too often (so no Novae, Bolts, FireBall, Lightning, Chain etc.)

To be precise:

Frozen Armor

Static Field

Blaze

Fire Wall

Enchant

Teleport

Meteor

Blizzard

Chilling Armor

Hydra

I played Bloody Foothills, players 32.

Now the results: ALL WORK!

Teleport is rather crazy (then again I had 75% chance) and I was teleporting everywhere I didn't want to go - into a pyre, next to a horde of Enslaved (remember the Players 32!!!)

Fire Wall was fun, it popped a firewall right where it was necessary. Blizzard is always fun.. haha poor Enslaved.

I've no idea why Frozen and Chilling Armor work but Shiver doesn't. but shiver doesn't have a 1 in ItemEffect so I didn't bother.

Hydra is lovely. 75% Hydra in a horde simply drops a whole lot of Hydrae and well they cleared the enemies pretty quick.

I was surprised that Static Field worked (this has the making of uber-ness) Enchant worked too, so it may be possible to make items that power you up when you're in battle. <looks for Poison Dagger, nope, its ItemEffect=0 dang. checking Warcries - not a single Barb skill has a 1.>

Seems like only PURE spells can be used. I wonder if I use a converted-aura spell would it work? hmm. will try later, need to get back to my Runewords.

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

48) ELMODE AND ELTYPE

From what I have meddled with or just referred from other files and the same file:

ElMode: 0 - Enchant?

ElType: 1 - Fire Enchanting (the 4-armed Act 2 chaps that enchant before striking)

ElMode: 4 - On hit

ElType:

1 - Fire on hit

2 - Ltng on hit

3 - Magic on hit

4 - Cold on hit

5 - Pois on hit

6 - Life drain on hit (eg. Vampires)

7 - Mana drain on hit (eg. Spectres)

8 - Stamina drain on hit (eg. Itchies)

9 - Stun on hit (eg. ThornedHulks)

10 - Random elem on hit (the BEST IMO, used by Oblivion Knights i think)

11 - Burning damage

ElMode: 5 - On Attack

ElType:

2 - Shocking hit (the bats with the Shocking Hit)

9 - Stunning hit

ElMode: 14 - Sequence attack

ElType: 4 - Cold on seq (the Claw Vipers i think)

Do note that these Mode values are used in hireling.txt to the same effect. The elemcode values can be referred from Elemtypes.txt where they are listed in order.

RESPONSE:

Actually 4 and 5 are both for "on hit", but 4 is for the A1 animation and 5 for A2.

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

49) IS DAMAGE HANDLED BY SKILLS.TXT OR MISSILES.TXT?

How do you know which skills damage are in missiles.txt. I remember someone saying that ome were in skills.txt and some in missiles.txt. How do you know which skills are in missiles.txt and which are in skills.txt?

THANKS!


ANSWER:


Look in missiles.txt, at column AY, "Skill". If there is an entry here, the game will use the damage values in that entry in skills.txt for the missile. If that's 0, the damage values in missiles.txt are used.

Also note column BA, "SrcDamage". This controls adding the weapon's damage (modified by equipment/dex/auras/etc) to the missile's damage, in eighths. This includes elemental adders.

Let's look at line 215, MultipleShotArrow, for an example. It has 0 in Skill, so we use this entry, not anything in skills.txt. It has 6 in SrcDamage, so it does 6/8 = 75% of the weapon damage. This multiplier is applied to everything, including elemental damage (even poison) added by other equipment. (Note - I tested that back in 1.08.) Leeching carries over as well and applies to the modified physical damage.

Now, if a missile IS linked to a skill, the game uses all the entries in skills.txt and ignores all the damage entries in missiles.txt. This is the case for LightningFury on line 208, the main bolt of LF, which is linked to skill 35 in skills.txt.

EXCEPT that, if SrcDamage in missiles.txt is -1, that overrides the entry in skills.txt and the missile ignores all weapon damage and effects. This is the case for FuryLightning on line 233, the spray bolts of LF.

So you see how Lightning Fury uses the same lightning damage entries for the primary and spray bolts, but only the main bolt carries physical damage and other effects.

One other peculiarity: It appears that when Skill and SrcDamage are both 0, no DAMAGE (and hence no Leech) carries from the weapon, but effects like Crushing Blow and Chance-to-Cast DO still apply. This is the case for Freezing Arrow's explosions on lines 90 and 91. You need the -1 in SrcDamage to prevent this.

(Thanks to Foxbat and TrueMuppet who did most of that research.)

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

50) HIDDEN STATS ON SET ITEMS 

For each item in a set there is a column labeled Item# Add. A better title for that column would be Item# PropMode. It can take three values or be left blank (blank = 0). 

· 0 - All item properties appear all of the time, in blue text, like the expansion sets in vanilla LoD 
· 1 - First two item properties appear all of the time, in blue text. The appearance of the next (up to) five properties is quite complex, see table:
	Code:

	             ---appears with item below also equipped--- 
Set Item    Prop A    Prop B    Prop C    Prop D    Prop E 
#1           #2        #3        #4        #5        #6 
#2           #1        #3        #4        #5        #6 
#3           #1        #2        #4        #5        #6 
#4           #1        #2        #3        #5        #6 
#5           #1        #2        #3        #4        #6 
#6           #1        #2        #3        #4        #5


· In vanilla LoD, this effect only appears on Civerb's set. The A through E properties are in green text. 

· 2 - First two item properties appear all of the time, in blue text. The appearance of the next (up to) five properties is similar to the partial gold bonuses, but specific to the item itself and appearing in green text. All of the other "classic" sets in LoD are like this. A appears when any two items are equipped, B appears when any three items are equipped, C for four items, D for five items and E for six items.

Personally, I think Property Mode 1 is a lot of fun in a set.

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

51) MAKING ELIXIRS WORK AGAIN IN 1.09+

In the misc.txt file, the first item listed is elixir. What does this item do and is it a valid item that can be included in monster drops and shops?


ANSWER 1: Elixers add 1-3 pts to a stat or sometimes do nothing. You used to be able to make them drop just by setting swanable to 1. I've heard that Blizzard has messed with them to make them not work. I don't know what else has to be done now (if anything) to make them work, the last time I used elixers was on version 1.03.


ANSWER 2: They still work, just put a 0 in the unique and magic column, and put a 1 in the normal column and make them drop. They gave 1-2 to a random stat(from what I've seen), or 1-4 to hp or mana. Sometimes it does nothing, not sure why.


ANSWER 3: I did a little testing with them and yes sometimes they work but sometimes crash the game too. All I ended up using them for was a very valuable cube output to sell to vendors in my cubaholics mod.


ANSWER 4: Crashed the game??? That's never happened to me and I've been using them for some time now.

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

52) LIGHTING / DARKNESS / COLORED LIGHTING

Colored lighting only shows for those running in a 3D mode such as Direct 3D or Glide. 2D Directdraw mode will not show colored lighting. The RGB columns control the color (and to a degree the brighntess) with each entry ranging between 0 and 255. Intensity controls overall brightness/darkness, with 0 you can't see a thing while with 255 it will be exactly the values in RGB. 

None of this affects the character light radius however. In objects.txt there are some columns that let you diminish the light from things like torches, and you can also diminish/remove light from non-boss monsters in monstats.txt, but I have no idea how to affect the player character themselves, apart from a little code editing (like sir_general's addition of a life drain character, except use negative light radius instead)

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

53) MAKING A “LONG-RANGE” MELEE WEAPON

I made a Tanto (a kind of jepanese sword) for my assassin and gave it the long sword gfx and a range of 1. After playing it a while, I found that the range was to much of an advantage when coupled with the speed skill. So I changed the gfx to short sword and set the range to nothing (space bar). When I went back into the game, all was well but when I clicked on an enemy to run to it and hit it, my assassin stood still, swung her Tanto and the enemy died. So I found that I was able to click on enemies and kill them from a distance like I was using a bow, exept it was instant and there was no object flying to it. I though this held great potential to create a 'gun' class item but so far, I've been unable to replicate the bug. The only thing I can think of that caused it was that my assassin was holding the weapon all the time. Anyone know how to re-create the bug?

RESPONSE 1: Could it be that you used a 'space' for range instead of leaving it blank (delete/backspace key or zero)?

RESPONSE 2: Your right, it is the space bar.This could prove....intresting. Whoo Hoo, it actually works quite well! I have a sword type callled 'Energy Blade' and it has a low damage (5-10) and only gains 50% bonus from str and dex but has a high attack speed. What I do is make it socketed (I have a cube formula for that) and load it up with Emeralds. Great for those lightning enchanted enemies and yet not practical enough to use as a normal weapon. In either case I think its quite well balanced so far, not too weak that its useless and not to powerful to make it boring

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

54) CALCULATING LEVELS OF CRAFTED ITEMS

Found at the Lurker Lounge forums: 

The level requirement for crafted items is: 

The requirement for the highest level random mod, plus 1, 

plus 3 for every other random mod, 

plus 9. 

The fixed mods have no effect. 

So if you spawn 3 random affixes, levelreqs 19, 23, and 8, the levelreq for the crafted item will be 

23 plus 1 (from the highest level random mod), 

plus 6 (for two additional mods) 

plus 9. 

Total level requirement: 39. 

An interesting effect of this is that if you spawn no random mods, your crafted item has a level requirement of 9. 

Watcher

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

55) UNUSED SUPERUNIQUES

(Can only be placed in game with a Level Editor of some kind)

Here are some unused superuniques (I think this list is complete): 

- Flamespike the Crawler 

- Anodized Elite 

- Axe Dweller 

- Vinvear Molech 

- Magma Torquer 

- Blaze Ripper

- Riftwraith the Cannibal

- The Tormenter

- TaintBreeder

- Winged Death(DeathWing

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

56) SUPERUNIQUE POWERS

(Used in superuniques.txt file)

5-Extra Strong 

6-Extra Fast 

7-Cursed 

8-Magic Resistant 

9-Fire Enchanted 

10-Poison Cloud 

17-Lightning Enchanted 

18-Cold Enchanted 

23-Poison Enchanted 

24-Theif 

25-Mana Burn 

26-Teleport 

27-Spectral Hit 

28-Stone Skin 

29-Multiple Shot 

30-Aura Enchanted 

36-Ghostly

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

57) ITEM LEVEL AND HOW IT AFFECTS AVAILABILITY OF ITEMS

The level of the item does effect its availbility for appearing in the vendor shops. The level does not effect the dropping of the item. 

For dropping of an item the appropriate code must be somewhere in the TC tree for that monster. If you do not specifically set the item in a TC it will normally be put in one of the weapXX or armoXX TC that are auto built at game startup (based on information in the itemtypes.txt file). I have had normal difficulty quill rats (mlvl=1) dropping any of the items want such as hydra bows (6lw). They would usually be of low quality when the monster is droping an item with a qlvl>mlvl though. 

For the vendors selling items, the ilvl needs to be equal or greater than the qlvl of the item for it to appear in the vendors inventory. The ilvl from vendor items is clvl+5 of the player that spawns the vendors inventory. There is a cap on the vendors ilvl in normal difficulty of 

act 1: 12 

act 2: 20 

act 3: 28 

act 4: 36 

act 5: 45 

The vendorMagicLvl will also play a part on when the item is available to be shopped at the vendor also.

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

58) MAKING SPELLS CASTABLE OR NOT IN VARIOUS DRUID SHAPES

Have a look at the State1-3 columns in skill.txt. You can also refer to the original druid skills in werewolf/bear form to find out which combination does what. 

0 1 2 = castable in all forms 

1 0 0 = castable when in werewolf shape 

2 0 0 = castable when in werebear shape 

1 2 0 = castable in werewolf/werebear shape, but not in human form

ADDITIONAL THOUGHTS:

the logic pattern seems to point to: 

0 stands for human 

1 stands for werewolf 

2 stands for werebear 

it starts with the left number and enables it for the corresponding form. 

then it goes to the second. if [first number] < [second number] then it enables it for the second corresponding form, too. same for the third. 

so there would be: 

0 0 0 -> human only 

1 1 1 / 1 1 0 / 1 0 0 -> werewolf only 

2 0 0 (and others) -> werebear only 

***

0 0 1 -> human and werewolf 

0 0 2 -> human and werbear 

1 2 0 -> werewolf and werbear 

***

0 1 2 -> all three forms 

well, this is just a guess... maybe i am right, maybe not.

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

59) MAGIC/RARE ARROWS & BOLTS

From RicFaith:

hiya~, we've got upgraded/magical/rare arrows and bolts in BG Mod. I'll explain a bit. 

we have arrows (normal d2 stuff), arrows +1 and arrows +2 (basically empowered versions) 

let me explain the arrows +1 

what you need to edit: 

misc.txt 

magicprefix/suffix.txt 

itemtypes.txt 

treasureclassex.txt 

---- 

let's start with misc. 

you should copy the line for the normal arrows and paste it right at the end. 

then edit the following: 

version = 100 (if you intend to use LoD) 

code = aq1 (any code will do, but it's clearer for arrows +1) 

type = bwq1 (any code will do, again it's clearer for arrows +1) 

depending on whether you intend for the arrows to spawn randomly or buyable or both, edit the seller lists and permstoreitem. 

---- 

magicsuffix.txt was the one I added stuff for, you can edit both prefix and suffix if you wish. Basically what you need to do is add your 4code (for me it's bwq1) to any of the affixes that you wish to spawn on your magic arrows. 

say, you could allow Burning Arrows from prefix, or Arrows of Storms from suffix. 

---- 

itemtypes.txt is essential 

again copy the line for arrows (bowq) to the bottom. then make these changes: 

Itemtype = (this can be anything, it's a naming column for reference) 

Code = bwq1 (or whatever you chose for a 4code) 

Magic = 1 

Rare = 1 (if you intend to allow rares, else 0) 

Normal = 0 

that's it for itemtypes. 

---- 

tcex is where you set the drops. I did a lot of changes here, but basically the line you need to edit is Ammo i think. Just add a possibility that your aq1 (or whatever 3code) drops. 

note: if you allowed rares, then you may need to have a separate drop line for the magical arrows. 

if so, read this, otherwise skip it: 

in the Ammo line, add: 

Item3 = Magic Arrow 

Prob3 = (you'll have to distribute your Probabilities for all the arrow drops anyway) 

ABOVE (make sure it's above, anywhere above will do, but ABOVE) the Ammo drop line, create a new line (or copy) and make it look like this: 

Treasure Class = Magic Arrow 

Picks = 1 

Unique/Set = <blank> 

Rare = chance for rare (1024 is a 100% or so it seems) 

Magic = chance for magic (1024 is a 100% or so it seems) 

Nodrop = <blank> or 0 

Item1 = aq1 

Prob1 = 1 

Better = 0 

Term = 0 

this will end up setting a possibility to drop a rare instead of magic. 

the game will put this edited Ammo drop everywhere else necessary anyway. 

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

60) MAKING IMMOBILE MISSILES

I've seen in a few mods (including Laz's Demon Trip) where skills have been tweaked so that their missile has no forward motion. In other words, if you cast your fireball spell, the fireball just sits ther at the point of casting and waits for something to walk into it a la modern day landmines almost. I tried setting the velocity of the missile to 0 but with no joy. Can this effect be created through the missiles.txt file or does it involve DLL editing of the missile's actual behaviour?

ANSWER:

well i have made a lot of immobile missiles in my modding carier all you have to do is set velocity yo 0 Maxvelocity to 0 and accel. to 0

RESPONSE:

Maybe that's what I was doing wrong, just reducing the velocity and not the other two. Thanks, I'll give it a go.

ANSWER #2:

well if you only set vel to 0 and you have (for example) MaxVel 30 and Accel 50 then the missile will start with 0 vel but it will accelerate until it reaches 30 vel or it run out of range

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

61) A COUPLE NOTES ABOUT LEVEL WARP CHANGES / LEVEL TYPE CHANGES

NOTE #1:

Here is what I know so far about level warping, and I´m afraid its nothing new to you.  You can connect diferent level but you MUST use the same vis column. For making the Den of evil the second level of the caves it looks like this: (The 2nd level of the caves will replace the old den of evil in this example (I think this is what you did also.) 

Wilderness 1: (Blood Moore) Change all the used vis colums from 8 to 13. (Thats the treasure level of the cave) 

Cave 1 (Den of Evil) Change the used vis column from 2 to 9(Level one of the cave) 

Cave 2 (Caves level 1) Change the vis column that is 13 to 8 (The Den of evil) 

Cave 2 Treasure( Caves level 2) Change the used vis column from 9 to 2( Wilderness 1).

NOTE #2:


Just another addition regarding changing level types: since you can't add/remove warps from a level, you need to use a level type with the same number of warps to change your level (otherwise you will get that annoying ptWarp warning). For example, the Underground Passage Level 1 in Act 1 has 3 warps (to the stony field, to the Dark Wood, and to the Under. passage lvl 2). you can change its level type to the Act 5 Ice caves with no problems, since they have 3 warps too. But, the most important thing to remember is: when you change the level type of a level, you MUST use the same Vis and Warp columns the level type you want uses. For example, the Act 5 Ice caves use Vis0, Vis1 and Vis2, so if you want to change the underground passage level type to the Act 5 Ice caves, you must adjust its Vis and Warp columns accordingly as well. If you don't, your warps will not work

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

62) CHANGING TEXT COLOR

Here is the colours list for strings. You put these four character strings BEFORE the actual string name in the .tbl files to make it change colour: 

Ã¿c0 - Light Gray (Item Descriptions) 

Ã¿c1 - Red 

Ã¿c2 - Bright Green (Set Items) 

Ã¿c3 - Blue (Magic Items) 

Ã¿c4 - Gold (Unique Items) 

Ã¿c5 - Dark Gray (Socketed/Ethereal Items) 

Ã¿c6 - Black? 

Ã¿c7 - Tan 

Ã¿c8 - Orange (Crafted Items) 

Ã¿c9 - Yellow (Rare Items) 

Ã¿c: - Dark Green 

Ã¿c; - Purple 

Ã¿c/ - White (Brighter than Light Gray) 

Ã¿c. - Messed Up White (Same as above but text is messed up)

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

63) CONTROLLING DROPPED ITEM LEVELS THROUGH LEVELS.TXT

The Monlvl#ex columns in Levels.txt columns are used to set the ilvl for the items from the chests and such in the various areas. It is probably also used for setting any trap levels also, not sure about this point. 

The items from these various sources will have the ilvl=Monlvl#ex value, except for the items from the racks and stands which will have an ilvl of 1 less than this value. There is also a maximum ilvl of 99 on items throughout the game (even if you set the monster levels and charaacter levels to go higher). 

The items from the vendor sales are set to an ilvl=clvl+5 with caps of normal act 1: 12, act 2: 20, act 3: 28, act 4: 36, act 5: 45 and a cap of 99 in nigthmare and hell. The ilvl of the items will be used with the values in the armor.txt, misc.txt and weapons.txt to determine what is available to be sold and if it is to be displayed for the the player. The Monlvl#ex columns do not affect this. 

Gambling is handled a bit differently with an ilvl=clvl-5+RND(10) for a range of clvl-5 to clvl+4 with a min cap of ilvl 5 and max cap of ilvl 99. Again this ilvl will be used to determine what is available usng the gambling.txt file also. 

The hireling levels are set by the lower of the clvl doing the hiring or the random range of HLevel+RND(5) where the HLevel is the hirelings base level for the its lowest 'breakpoint' fromt eh hireling.txt file. 

Quest rewards are set in the DLLs and are not effected by the Monlvl#ex columns.

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

64) NEGATIVE RESISTS AND OTHER NEGATIVE STATS
Find itemstatcost.txt. Change all SaveAdd values to 500 and all SaveBits values to 10/12/15 (as high as you can go without bugs). Presto! You will have to start new characters after that, cause leaving so much as a cracked cap spawned with different itemstatcost settings on a character causes a nice CANNOT ENTER GAME BAD INVENTORY DATA  error.  

What works: 

-% resistances. 

-% max resistances. 

-damage reduced (probably not -damage reduced% - the Stormshield one). 

-magic damage reduced. 

-gold %. (not below -100% please) 

-magic find %. (ditto) 

+target defense above 100% (eg. 'target defense 120%', the reduce-ac modifier) 

positive dmg-ac (eg. '+25 defense after each hit'). 

-light. 

-stats (str, dex, hp, mana, ac, att, etc). 

-block%!!!! Even if you end up with a shield with -25% chacne to block that gves your character -16% chance to block, it works properly and does not corrupt the character!) 

-regen. 

-dmg. (different from the untested dmg-norm and dmg-max, this increases total character damage) 

What probably works: 

-life %. 

-mana %. 

-regen-mana. 

What does not work: 

-skill levels. (displays correctly, does nothing). 

-dmg-demon. (same deal) 

everything that makes no sense below zero: life/mana steal, thorns, light-thorns, dmg-fire, etc. 

negatively increased walk/run, cast, swing, balance and block speed. (automatically round up to +5%)

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

65) MAKING THE HAREM LEVEL POPULATE-ABLE WITH MONSTERS 

(aka “Original” Harem Level)

From Nefarius:

I dont know whats up tonight, but i keep finding stuff, any way to make it short, currently the game only uses a single *.ds1 file for the act2 harem, that would be data\global\tiles\act2\palace\harem2.ds1, when i saw harem2.ds1 being the only one listed in lvlprest.txt i started wondering what happend to harem1.ds1, so i looked thru the *.mpqs and found harem1.ds1 in d2data.mpq, First of i loaded it in a map editor to see if its just the same as harem2.ds1 and what a wonder! its not, its a lvl nearly 2 times as large, I decided to try to use it (by switching harem2.ds1 with harem1.ds1, its also possibly to edit lvlprest.txt and change the entry from harem2.ds1 to harem1.ds1) and got some warning msgs (not errors) which simply say that the size and coordinates of the level listed in the txt are wrong and therefore part of the level wont display, anyhow i started looking thru levels.txt and finally discovered what the SizeX and SizeY columns in levels.txt really mean, they are standing for the amounf of Cells on X and Y, the old harem level was 16x and 19y, which was smaller then the currently new "unused" map hence only half of it displayed. I decided to change them to the right amount of cells which was 16x and 32y and what a wonder it works fine

Also, YOU CAN SPAWN MONSTERS in harem1.ds1!!! The original harem2.ds1 was unpopulateable, thru levels.txt

SIDE NOTE ABOUT CHANGING LEVEL SIZES: whenever you modify the size of areas or something like that in levels.txt, make sure you get the generated leveldefs.bin and add it to the mpq as well, and not only levels.bin. If you leave out leveldefs.bin, you will most likely get the first assertion failure you mentioned in your post.

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

66) SPINNING RAZORBLADE TRAP

From Nefarius:

First of there is a unused Trap (similar to the Fire Towers etc) in Act 3, but instead of shooting missiles it turns into a disk of razors that spin and do damage. It looks just like a Pillar from Mephistos Durance when inactive, the point of this is that the player goes and tries to open the stash and gets sliced by the blades, for reasons unknown blizzard left this PERFECTLY working thing out. any way: 

All you will need is monstats.txt, levels.txt and string.tbl 

Open up MonStats.txt and go down to row 356 (Populate ID # 354) the Code for it is "a trap" (and namco is “pillar”), change that to the string you want to use in strings.tbl, i called it FakeStash, set spawned to 1 and go over to the levels column change the 99 on normal to 30 or something etc. 

Scroll all the way to IsSel set it to 1 (note read my second post! if you dont want to see a red lifebar), now move over to the eSpawnCol column and set it to 2, thats basicly it, do stat adjustments and exit monstats.txt (after saving DUH) 

Now open up Levels.txt and go to durance of hate 1,2,3 rows, write down how many cells of M1-25 you have filled with monsters, and go on to the S1-S25 cells, now fill the S1-S25 cells in equal count to M1-25 aka: 

if you have M1 to M5 filled then enter 354 in S1,S2,S3,S4,S5 etc. 

Now save the file. 

Open string.tbl and add your new string code, enter the name Stash (as the Pillar object is called stash and we want it to look confusing dont we?) 

Save it and go into a game and enter durance of hate! 

An there you have it!

ADDENDUM:

Something i forgot before. 

To make it more confusing, simpy leave the "code" column blank this will make it have no string and will only let the player highlight it, if you give it a code then it will show a life bar (if you want a black lifebar like a object you can set its entry in killable to 0, but that will make it immortal)

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

67) UNUSED ITEM GFX IN D2

Here is a list of unused graphics that are already in the game, ready to go. All you have to do is enter the file name into the appropriate graphics column. 

invbas - 1x4 sword. Plain, but different. 

invbla - 1x2 dagger. Ditto. 

invblt - Belt. Really nice graphic. 

invbonr1 - 1x1 little pile of bones. Doesn't look that great but can do the trick. Also comes with a flippy file: flpbonr1. There is also a 2, 3, and 4 version. 

invbot - 2x2 boots. Look very similar to leather boots but is darker. 

invcndl - 1x1 candle graphic. I don't think it looks very good, though. 

invfary1 - 1x1 pile of gems. Very nice. Versions 2, 3, and 4 make the pile bigger. The also have flippy files: flpfary1, 2, 3, and 4. 

invfhp - red potion. 

invfmp - blue potion. 

invgla - javelin. 

invgl3 - three of the above graphic. 

invgldh - 1x1 stacks of gold coins. 

invgldm - same as above but more coins. 

invgmb - opalish gem, similar to flawless style of gems. 

invgmg - green version of above. 

invgmr - red version of above 

invgmv - reddish (purple?) gem 

invgmw - white gem 

invgmy - yellow gem 

invgrx - 1x3 axe. 

invgsb - smaller version of invgmb 

invgsr - smaller invgmr 

invgsv - smaller invgmv 

invgsw - smaller invgmw 

invhfp - red potion, similar to invfhp. 

invhpo - small red potion 

invja3 - three javleins 

invmpf - small blue potion, similar to invfmp. 

invnpl - black potion 

invpbs - small red potion 

invob - blue potion 

invpog - green potion 

invpoo - orange potion 

invpor - red potion 

invpotb - blue & orange potion 

invpotr - red potion, different style than the other red potions 

invpov - purple potion 

invpoy - yellow potion 

invslb - long bow 

invsol - cool glowing rock 

invta3 - throwing axe 

invtk3 - throwing knife 

invwpl - white potion, different bottle 

invypl - yellow potion

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

68) MAKING VALLEY OF THE SNAKES USEFUL AND BIGGER

Well then, you can make some levels larger w/o any need of map editing, now durning the d2 beta, valley of snakes was as large as the other deserts, but for reasons unknown blizzard decided to shrink it to a "preset" map, but i guess not alot of people like that so much. 

Well i am belonging to those people, 

In this tutorial we will learn how to resize valley of Snakes to be 64x64 cells without using a map editor. 

First of start by opening levels.txt (the only file we will need) 

Go down to Act 2 - Desert 5 Row. First off go to the SizeX and SizeY columns change them from 32 to 64 (you can make it larger but lets stay w this for now, as some times you will need to change the other levels if you exceed specific sizes) 

Now go to the SubType column change -1 to 9, next Change SubTheme from -1 to 3, leave subwaypoint and sunshrine as is. 

Go over to the portal column and change it to 1, 

Last we will change WarpDist from 2025 to 3800. 

Thats it, if you have "old" save files w old maps delete the *.ma1 file for that char, these store the act2 maps you revealed. now enter the game any enjoy your larger level. 

You can also populate the level with monsters now.

SIDE NOTE ABOUT CHANGING LEVEL SIZES: whenever you modify the size of areas or something like that in levels.txt, make sure you get the generated leveldefs.bin and add it to the mpq as well, and not only levels.bin. If you leave out leveldefs.bin, you will most likely get the first assertion failure you mentioned in your post.

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

69) “INSTANT CAST” METEOR SKILL

Can I edit meteor to be and instant cast? What I want is a you cast, it falls. In other words to remove the target indicator and have it instantly fall. I'm sure that I can probably do it with dll editing, but I'm hoping that I can with just txt editing.

ANSWER:

You can do this with txt editing. Open missiles.txt; Go to the Missile Ids 100, 101, 102 (Meteor, MeteorCenter, MeteorTail). Modify the Range column of these missiles to some other value you want (lower values will mean faster falling). There is a glitch though, if you put values too low in here you will see only the meteor exploding, not falling. Perhaps there is a way around it, but I'm not aware of it.

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

70) DAMAGE REGENERATION VALUES…THOUGHTS ON CALCULATING

THEORY #1:

regen#/10=hp healed per second (this is simplified, the actuall calculation is different, logically) 

this means 70 regen would be 7hp per second.

MY RESPONSE:

Hmmm...wonder why Diablo was regeneration so fast with 30. Are you sure the base hit points don't calculate into it at all to boost the actual regen?

THEORY #2

the regen formula i used is for characters, but i do guess monster regen is based on percentages (i have no idea thought, i never did enought testing on this) 

the base regen blizz uses for monsters was 2, if this translates into percentages then its 2% healed per second. (which is about what is currently in the game), 

so 70 was actually 70% per second, and your 30 was 30% (of course only if this assumption is correct). 

A good way to test it is to give a monster 100 regen 

To what I know only MANA regen is based on the base mana, but thats for chars only, and you have base mana regen, while you have no base life regen on players.

CHALLENGE TO THEORIES:

The data width for Damage Regen is a word, not a byte. If it is percentages, Blizzard screwed up. You could always trap a common monster's regen field with a memory breakpoint and see what code accesses it.

FORMULA OFFERED SUBSEQUENTLY:

The regen formula for monsters is: regen = (DamageRegen * HP) / 4096 This is done right after the increased hp per player in game. Note that the hit points have at this point been multiplied with 256. Then it is, as with players, one hit point regenerated per frame (1 sec = 25 frames).

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

71) NEGATIVE RESISTANCES AND NEGATIVE STAT VALUES

You have to mod the ItemStatCost.txt file. 

Each row of the file is an affix. 

2 Columns are importants : SaveAdds & SaveBits. 

The minimum value for a modifier is : 

Code:

-SaveAdds

The Maximum value for a modifier is: 

Code:

2^saveBits - SaveAdds.

For example an affix with SaveAdds = 15 and SaveBits = 8 

will range from -15 to 241. 

Beware that the SaveBits value can't exceed 10 (2^10 = 1024 largely sufficient)

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

72) MAP NAME MAKING

by deathfile
Note: This tutorial has not been tested.  It will be at a later date, so report problems with it to me (deathfile@planetdiablo.com) If you have ever tried to edit the name of a map, you were probably turned off pretty quickly when you realized that is wasn't just a simple txt change.  For those of you who don't know, a map name is stored in three places: levels.txt in the column "LevelName" (EZ on MS excel), "LevelWarp" in levels.txt (FA in MS excel) and in a .DC6 located in data/local/UI/eng/actX/aXlY.dc6, where X= the act number and Y=the level number.  You can find a guide to this right in levels.txt, column "EntryFile" (FB on MS excel). So great.  You know where the level names are stored.  How can you edit a picture file to look like the ones seen in the game and not be in the Times New Roman font?Well, by downloading this handy utility I made of course!  Lucky for you I have too much time to spend lol :-DWith this, you can put together letters that are provided for you with any picture editing program that supports copying and pasting (MSPaint works, though I recommend photoshop or Paint Shop Pro if you have them, I use photoshop).  Full instructions are this are available in the readme, which also comes with the download.  Convert the pictures made into a .dc6 (pictures because it will almost always go over 256 pixels where it requires a second picture.  Again, details are in the letters utility readme).If you have ever noticed, certain levels like the Secret Cow Level has a different name upon entering it ("Entering The Moo Moo Farm").  This is not hardcoded, despite what you may think.  Unlike many other things where all values for the same thing must be equal, levelnames can have three different values.  You could change, say, the jail level 2, to say "My Level" on the automap screen (at the top right by version and difficulty and stuff), say "To This Smelly Pit" when you move your mouse over the stairs, and to say "Entering The Crazy Pie Land" when you go into the level.Things to edit:1.
.tbl value corresponding to "LevelName" in levels.txt (EZ on MS excel) - this changes the value listed in the automap screen 2.
.tbl value corresponding to "LevelWarp" in levels.txt (FA in MS excel) - this changes the value of stairs and town portals and such 3.
data/local/UI/eng/actX/aXlY.dc6 (see above) - this changes the "Entering The..." picture displayed on the screen when you enter  level. 4.
"EntryFile" (FB on MS excel) and/or your .dc6 name - make sure these two correspond with each other.  If you dont like the aXlY system the game originally uses, change it.  You also can add .dc6s for levels like the Cave Level 1 and the Den of Evil which use the same file. After editing these things (all of which are optional of course - you can edit only some if you want), run the game in -direct -txt mode to generate the .bins.  then pack levels.bin, the .dc6 you editing, and the .tbl you edited into patch_d2.mpq if you are making and mpq version.

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

73) INTERESTING THINGS TO DO WITH MAKING NEW THROW POTIONS

After searching the file guides, tutorials and forums (new and old), and my own failed attempts, I have found that the current situation for throwing potions is this: 

You can increase damage through missles.txt 

You can change the effect of the potion by swapping skills through hex editing. 

You can create magical, rare and unique potions, but the modifiers on them will not have any effect. 

Has anyone found anything new on this? 


ANSWER: you can have magic/set/rare/unique potions that do show effect, but you must create a new item type that uses the tpot as a subtype (equiv1) this will also get rid of the throwing angle. 

how ever: one can just edit the missile's tables in d2game.dll and d2client.dll to make it release chain lightnings upon impact. 


RESPONSE: OK... so now I tried changing the missle to arrow and the effects look correct but no damage is displayed. This is getting annoying...


RESPONSE: if no damage shows on the char screen you must edit the SRCDamage column. avoid using ETypes other then fire, ltng, cold, pois and burn. 


RESPONSE: I really just think you can't apply modifiers to throwing potions. In any case, I'm working around it by using a different base type and customizing the missle and graphics.


RESPONSE: I think I know what you meant with the modifiers having no effect: stuff like +% damage wont work on throwing potions for one reason minmissdmg and maxmissdmg is not set in weapons.txt and hence they will use the missiles damage from missiles.txt, also throwing potions' missiles are set to 0 in the ToHit column in missiles.txt meaning they ignore AR. But these are the only ones (dmg and ar types) that wont show effect.


RESPONSE: Yeah, I was able to make all sorts of different types of throwing potions, all with their own special explosions and effects, like frost potions, potions that release an immolation, potion that casts nova when it explodes, etc

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

74)  POSSIBLE INTERESTING MONSTER CLONING ABILITY?

I by mistake added missile ID #24 to an expansion monster and found out that "Imp Spawn Monsters" in missiles.txt does exactly what It says it creats a exact clone of the caster , after only a few seconds my screen was FULL of lichs. 

1 -> 2 -> 4 -> 8 -> 16 -> 32 -> 64 -> 128 -> 256 -> 512 -> 1024 -> 2048 and so on. 

I couldent believe this when I saw it, wile this is not really helpful, as you will would overload your video memory due to too many instances. 

This is still a great thing. With some changing of this missiles function we may be able to increase the interval between the spawning, which would give ANY monster the ability to create a clone of itself! 

*Imp Spawn Monster is what baal uses to spawn those bosses I think. 

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

75)  HAVING RINGS/AMMIES (OR OTHER ITEMS?) TAKE COLORS AS UNIQUES/SETS

Is it possible to change the color of a ring or amulet. Like make a ring black or bright white. I believe there is more to it than just setting the color for something.


ANSWER: I guess you mean with rare/set/unique/magic amulets/rings . If so, look at Transform and Invtrans columns in misc.txt . Change those to a value between 1 and 8 to make them able to have colors (I use 5)

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

76)  “CHARGED” VALUES IN MAGICSUFFIX.TXT

First, if "max" is 0, then it does: 

slvl = (X + (ilvl - reqlvl) / 4) + 1 

X = 3 if ilvl - reqlvl < 0, else 0 

reqlvl is the reqlvl from skills.txt 

Then it checks if the slvl is at least 1, and 20 or less and modifies it according to that (so it will be a value from 1 to 20). 

If "max" is a negative value, it does: 

slvl = (ilvl - uselvl) / neg(99 - uselvl / max) 

99 - uselevel is always at least 1. it also makes sure that neg(99...) is at least 1 before the divison. 

uselvl is the highest of reqlvl from skills.txt and level from affix.txt. 

Now it only checks if it is at least 1, no upper cap. 

After it calculates number of charges, it gets slvl: 

num_charges = (neg(min) * slvl) / 8 + neg(min) 

min is just the value from min column in affix.txt. num_charges is then capped at 255. It then calculates the charges left when spawned: 

spawn_charges = 1 + (num_charges / 8 ) + rnd[num_charges - (num_charges / 8 )] 

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

77)  KICKING AND OTHER ANIMATIONS FOR SKILLS

What I thought was interesting here though was the kick animation. My amazon has an attitude and likes to kick monsters in the nads, drawing blood like the punch animation does. It's a right legged kick with knockback and no apparent damage value. I found it entertaining for some time... 

Now I'm curious if there is a reliable/repeatable way to produce a char with 'kick' or even if it's available on chars other than the amazon? Has this effect been seen or used in game by others? I can send the .d2s if anyone is interested in checking it out.

ANSWER #1:

If I remember correctly every char has a kick animation which you can easily assign to melee skills via skills.txt - just change the anim column entry to "kick". 

There are other (unused) animations, but I´m not fully sure each character has them. I remember there´s a triple kick animation (similar to the assassine skill), I think a least the Necromancer, Barbarian and Amazon have them. To get them you have to change anim and monanim to seq and enter a special number into the seqnum column - but I can´t find my list of them right now.  

There is also a charge animation for the amazon (for other chars as well, perhaps) which works perfectly if you swap the paladin´s charge skill over to the amazon... 

ANSWER #2:

Also There was a post in the Multimedia forum on the other unused sequences but I can't seem to find it  

Though Riparious' skill mod shows some very nice uses for these animations - again couldn't see it in the filecentre  

Here is the data I have in my files on that though: 

Assassin 

attack a2 0 - tiger strike, cobra strike, phoenix strike 

seq seq 6 = cast 

seq seq 11 = attack a2 0 

seq seq 12 = cast, pause 

seq seq 13 = flip - boot hit 

seq seq 14 = flip that crashes 

seq seq 16 = dual claw attack (crash for shadow master when changing Tiger etc to this) 

seq seq 17 = fast cast 

seq seq 18 = flip - boot hit 

seq seq 19 = dragon talon tripple kick 

seq seq 20 = flip (same as 13 and 1 - rip used 

seq seq 21 = dragon flight - cast then kick 

seq seq 22 = backward flip with low kick at the start 

seq seq 23 = cast 

Amazon 

seq seq 1 = Jab 

seq seq 8 = Impale 

attack seq 8 = use this to make Impale based on weapon speed 

attack seq 9 = Fend 

seq seq 4 = run, then thrust - looks like this could be used with the Paladin's Charge (I tested this with Charge and it seems the timing is slightly out but I'm sure someone could get it to work) 

seq seq 6 = cast 

seq seq 10 = starting an attack then gets interrupted 

seq seq 12 = cast then pause 

seq seq 13 = dodging - looks like 2 dodges put together in sequence 

seq seq 17 = cast then no armour flash 

seq seq 18 = the same as 13 

seq seq 19 = The Can Can - seriously  

seq seq 20 = the same as 13 and 18 

seq seq 21 = cast then kick 

seq seq 22 = the same as 13, 18 and 20 

seq seq 23 = cast 

SUPPLEMENTAL:

10 is fine for sorc cast (except for jitteriness and swipe noise) 

BUT. 

3 is a great one for paladin: smiteslash very cool as charge (Fury) 

6 is casting I guess (wave sword overhead), interesting with charge, but no biggie) 

seq seq 3 does the shieldsword swipe and casting sound (ie. sacrifice) 

seq seq 6 (does the sticktheswordintheairthing- conversion). 

barbarian--- 

4 is an amusing little moonwalk, then swipe 

6 is the warcry move 

10 is abbrev. attack 

11 is doubleswing 

12 is warcry 

13 is leap 

14 is leap/swing 

15 one-two overhand chops (double throw) 

16 major overhand chop 

17 is confusing and not useful 

18 is another leap 

19 is three kicks!  (on frenzy, this is cooooool) 

20 is another leap 

21 warcry move, then kick 

22 leap 

23 warcry then look right? 

24 crash (bad crash) 

--all others before 24 not listed are basic righthand attack 

--extremely not recommended to use different numbers for skills that have some special motion attached to them (leaps, whirlwind) 

18- flip forward kick leg extended (sometimes two charges) 

19- triple kick (on charge-up, get all three in one strike sometimes) 

20- 18 

21- stab/kick (dragonflight std.) 

22- drop then flip backwards kick 

23- shuriken throw 

24 crash 

17 on dragon tail- interesting... explosion, then slash. somersaults on dragon tail verrrry slow. 

amazon- 1 is std. jab. 8 is std. impale 9 is std. fend (not really... it 

isn't seq seq but attack seq) 

sk1 seq 0 (evade, dodge, etc.)- makes for a neat spear attack, kind of a 

quick swipe upwards with a sufficiently martial sound (ONLY spear... you 

can't hit a damn thing with a javelin, lol) 

2 is bad 1ht and bow 

3 is bad 1ht and bow 

4 makes 1ht lit jav (hmmm, now moonwalk then attack) 

5 is bad 

6 is 1ht casting anim 

7 is very bad 

9 is stuttery 

10 is foot-stomp feint 

11 is bad 

12 is extensive casting (a slight bit more waving) 

13 is bad 

14 is kind of an athletic double-hit (but eventually crashes. awww) 

15 is bad 

16 bad 

17 not good casting ainm 

18 bad 

19 triple kick 

20 maybe start of major throw? (crash with spear. crash eventually jav) 

21 casting, then kick 

22 20 

23 casting 

24 is bad thrust and bow 

25 is presumably bad thrust, definitely bad bow 

right. screw the amazon's anims... she just doesn't have any non-crashing ones not in use except for the triple kick, which makes no sense. 

barb and amazon both have a moonwalk then swing... I can EASILY see a 

running stab for amazon, and the barb is an obvious candidate for 

a charge as well

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

78)  TRICK FOR INCREASING PHYS DAMAGE ON SKILLS

you can boost the physical damage of any skill w/o hex editing, simply set SRCDMG to something larger then 8. 

aka: 

16 = double damage 

24 = tripled damage 

and so on. 

I’m using this for some skills currently. 

be aware that this will double all types of damage you do! aka if you have 1-2 fire damage and use DS with SRCDMG = 16 you will do 2-4 fire dmg. 

If you use this on a missile skill, like fireball fireball will in addition to the skill damage deal weapon damage and will be effected by leech and trigger on hit/gethit and such modifiers.


QUESTION: Nefarius, does it work for melee skills? 

Otherwise adding an invisible, short-range missile to the skill in question wouldnt be too much work.


ANSWER: yes, srcdmg is what tells the game to use weapon damage for an attack, you can make skills ignore weapon damage by setting it to 0 just for a note. (thats what blizzard did with freezing arrows ice explosion missile)

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

79)  CODE BUG?

crush/lvl and wounds/lvl are mixed up…use one and it displays the other. Not sure if this means the actual functions are also reversed. Probably best to use both on the same item and give the same per-level increases to prevent confusion.

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

80)  GETTING GOLEMS AND SKELLIES TO STOP ATTACKING BONE SPELLS

Try and set Align in monstats.txt to 1 for Bonewall and Bone Prison. This SEEMS to work to prevent summonables from beating on them…though it’s unclear if there are any side effects that are bad.

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

81)  CALCULATING UNIQUE DROPS

from Isolde:

U = unique (from itemratio.txt) 

UD = unique divisor (from itemratio.txt) 

M = multiplier (from treasure class) 

DL = drop level (level of monster dropping the item) 

IL = item level (level of the item as determined in weapons.txt et al) 

N = (U - ((DL-IL)/UD)) * 128 

N = N - (N * M / 1024) 

then it rolls between 0 and N and if the roll is < 128, the item is unique 

and so forth. 

thus if M = 1024 then N = 0 and the item will always be unique 

if M = 512 then the item will be twice as likely to be unique as normal. 

etc.

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

82)  NUMBER OF DROPS FOR TCs CAN EXCEED 6

positive values -> generate drop per #of picks, aka picks 1 would do all the drop calculation once and put out 1 item, picks 2 would do the entire calculation twice and put out two different items. limited to 6. 

negative values -> total_quota indicator, not limited as long as it dosent use sub TCs with picks larger then 1, (aka you cant have -99 of a subTc that has 6, this will only drop 6 items) in duriels case it has -2 which is larger then -6 logically hence it works, but if you would add 7 subTCs to duriels line and add -7 it wont work because the subtcs have picks that are larger then 1. However -99 on a item that is like box will indeed drop 99 cubes because it dosent load subtcs that have more then 1 picks.

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

83)  TURNING OUTDOOR AREAS INTO CAVES?

From Kingpin:

You can turn Tamoe Highland (and probably any overground area) into a cave. I have successfully turned Tamoe Highland into a cave and linked it to Blood Moor. 

Here is what i've done. 

in levels.txt change to the following. 

SizeX: 200 

SizeY: 200 

OffsetX: 1000 

OffsetY: 1000 

Rain: 0 

IsInside: 1 

DrlgType: 1 

LevelType: 3 

SubType: -1 

SubTheme: -1 

Vis0: 2 

Vis4: 13 (i've used 13 as a id for my second cave linked to it) 

Warp0: 4 

Warp4: 5 

We are also going to need to add a new row in LvlMaze.txt. Since this level don't normaly are a underground level we need to link a cave id to it. 

Copy the row from Act 1 - Cave 1 and change it's id to 7. 

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

84)  MISSILES THAT SPAWN MONSTERS

The MissileImPSpawn missile spawn random monsters using the m1-m25 column of levels.txt 

(NOT tested personally by me yet. I assume this means the missile on row 412 of missiles.txt. NOT sure if a simple change on missile in monstats.txt is enough for the effect. Also, are missile ID #s calculated like monster populateID numbers when expansion missiles are given to ACt 1-4 monsters (and Act 1-4 missiles given to Act 5 monster)?)

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

85)  “PITCH BLACK”

FROM *Astalion*

A way to make everything black without -light radius: 

Set intensity to 0 and R/G/B to 255 for all areas. 

Make an item with this mod: color/3/3/3 

Now the only way to see anything is from objects/missiles/overlays/monsters that have light radius (items wont help).

FROM ME:

Possible idea…monsters that are immune to all elements but one (probably magic). Weapon that deals out only magic damage that you must use to fight them in a pitch black area…said item has the mod the keeps you “blind.” So you have to fight through this one area completely without being able to see anything. Evil…but interesting.

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

86)  TXT FILE LINE LIMITS


FROM Myrhginoc: 


There is no comprehensive list of what files can be how long. 

Itemtypes is indeed 256 lines, although we hear it will be 65536 lines in the next patch. Weapons and armor are limited to 512 lines, but only because certain functions that choose random drops (e.g. armor stands and weapon racks) have that limit built into their code. Kato has pushed Cubemain over 6000 already, and is going gangbusters for more. Nobody has ever developed enough runewords or sets to bump up against any kind of limit. 

The old idea that there was a global limit of 4096 might have been true before 1.09, but there is no such limit in the standard txt file loading function with the current versions. 

Certain other files are restricted to the existing record counts. Difficultylevels.txt, levels.txt, skills.txt and missiles.txt are good examples. Other files can be expanded but without apparent effect, such as Objects.txt.

ADDENDUM – MagicPrefix.txt file (and presumable MagicSuffix as well), FROM CHAR: 

someone told me that it was 4096. it is. at least. 

BUT: 

if you add magic modifiers to the lines 2049 and higher, you will get the correct effects from them if they spawn, but it will display the prefix line from line 2049, along with the level requirement of line 2049. the level requirement is calculated correct, it's just the display that is wrong. 

an example: 

you move "meteoric" (121-200 AR, lvl req 20) to line 2049, and "strange" (201-300 AR, lvl req 28 ) to line 2050. now, the game spawns an item with "strange" prefix. it will show up with the correct AR modifier (anything between 201 and 300), but will be namend "meteoric" and show a lvl req of 20. however, a lvl 22 character will not be able to equip it even if he matches all the other prerequisites, because the real lvl req is 28. 

i just wanted to tell this because my mod needed the 4k lines, and now i am in serious trouble because they dont work. i wanted to save anyone else from getting into the same trouble.

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

87)  GIVING HIRELINGS (and summonables?) MORE (passive) SKILLS

Drac0: As for passive skills for hirelings, I have added them through monstats.txt & from the limited testing I've been able to do it appears to work. Give a rogue merc pierce in monstats.txt & guided arrow in hirelings.txt. Seems to pierce no problems, as if using low slvl pierce with a zon.


RESPONSE 1:


Through monstats.txt you said, using the Skill column ???


RESPONSE 2:


Yes. My rogues have critical strike & pierce, iron wolves get elemental masteries & act 5 barb mercs get iron skin & sword mastery. Couldn't figure out passive skills for act 2 mercs.  

With passives not requiring either sequence or animations, it all seem fine. I can't confirm they all work (only pierce really), but it doesn't crash either.

RESPONSE 3:

So the hireling use the Skills column and the passives works !!

RESPONSE 4:

Its quite logical skill1-skill5 work for hirelings, as the hireling AI gets appended later on (they are summons after all, thats atleast the way the game handles them) hence the normal monster code is not controling them, this means the skill columns are not pre-defined by their baseId.

RESPONSE 5:

does their (passive) skill lvl depend on their own lvl? if yes, how can that be controlled?

RESPONSE 6:

the monstats skill levels depend on difficulty + base level specified in monstats.txt 

the lvl per difficulty is controled by difficultylevels.txt 

So lets say they get +7 lvls on hell and the base lvl is 12 so they would have the monstats skill at lvl 19, skills in hirelings.txt increase based on a value based on 8ths in hirelings.txt.

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

88)  MAKE MINIONS STOP ATTACKING BONE WALL/BONE PRISON:

Bone wall/prison is an easy .txt change, just change their align from 2 to 1 in monstats.txt

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

89)  SPAWNING MONSTER AS NEST / SPAWNING NESTS IN GENERAL

you must set eSpawnCol to 2 before spawning something thru s1-25

if you have m1-m6 filled with monstats, for example, there is a chance that no nests will spawn if you only filled one or few “m” columns. To prevent this fill s1-s6 with nests, quite logical. 

Just be aware, s1-s25 use normal syntax, unlike m1-m25, this means if you want to spawn classic nests in act5, you don't need to use the negative numbers. the normal system will work there. (negs will crash actually in s1-s25) 

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

90)  CALCULATING PERCENTAGE FOR “FREEZE” MODIFIER ON ITEMS

Hit Freezes Target 

This bonus is pretty obvious. Items with Hit Freezes Target has a chance to Freeze Targets. Formulae: 

The chance of freezing is 50 + (AL + (B*4) - DL) * 5 

AL = attacker level 

DL = defender level 

B = freeze bonus from item (default is 1) 

-- if it's ranged, the AL has a -6 penalty. 

-- if it's ranged, the chance is divided by 3 

freeze length = (chance - roll) * 2 + 25 frames 

with a minimum length of 25 frames (1 second) and a maximum length of 250 frames (10 seconds)

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

91)  CUBEMAIN LVL COLUMNS

there are three fields. lvl, ilvl and plvl. 

lvl - sets the item level of the output item to the specified level. for example, if you set lvl to 75 and output to unique amulet, you can get any unique amulet except for mara's kaleidoscope, because it is a lvl 80 amulet. 

ilvl, plvl - calculates the item level of the output item dependant from input item level and / or character level. the output level will be itemlevelvl = int(input_ilvl*ilvl/100) + int(charlvl*plvl/100) 

these do only work if the lvl field is blank. 

example: itemlevel of input item is 50, character lvl is 60. lvl is blank, ilvl is 75, plvl is 25. the resulting item level will be: 

itemlevel = int(50*75/100) + int(60*25/100) = int(37,5) + int(15) = 37 + 15 = 52

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

92)  ETHEREAL MODIFIER IN CUBE

the eth modifier works fine, but you cannot add it to a existing item as it must be added while the item generates the first time (ratter then appending it) so you cannot use: "useitem,eth" but "usetype,rar,eth" for example would work fine.

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

93)  SILENT SPEECH

To get rid of sounds or speech, replace filename in sounds.txt with none.wav

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

94)  CHARGES ON ITEMS – SPECIAL NOTES

Skills that are auras don’t use charges, so 1 charge is sufficient

NOTE FROM A MODDER ABOUT PASSIVES AS CHARGES:


You can have passive has charges. One is sufficient. I got plenty of unique with charge of Natural Resistance, Critical Strike and the like and all is working nice

MAKING MONSTERS SKILLS INTO CHARGED SKILLS:


Maybe this has been discovered before, but I haven't been able to find anything in a search, so I'll post what I've done here. 

It seems you can make items have charges of monster skills, though there are some limitations. Here's how: 

In skills.txt, find your monster skill. Set the ClassReq and Monster columns to 0. Set the anim column to "cast". (You can supply any other animation that works too, but try this for now.) Now make a charged item with that skill, and you will have an item that says something like "level X attack (xxx/xxx charges)" In your speedbar it will appear as a blank icon with a number and will have no skill name or description: however, the number of charges remaining still displays, and you can also select and even use this button. This above method worked for the skill VampFireball, it likely will work for many other monster skills as well. 

Note you can also add a timer with the Delay column if you find it necessary, with many skills this affects players more than monsters since many monsters have AI such that they only use the skill occasionally. I think though that a monster is still subject to timers and thus a frequently used skill (such as skeleton mage attacks) may be affected. 

I have tried inserting entires like "skillname###" in patchstring and string.tbl to add some text, but this has not worked. This can make telling one charged skill from another difficult, maybe a code editing solution can be found, but there is a workaround. You can change the skill icon by inputting a class abbreviation in the charclass, then it will use icons from that character class's 30 skills. Then change the IconCel number to select which skill you would like it to look like. To keep it distinct from the normal character skills, you can use odd-numbered values for IconCel: these give you the graphic of a depressed skill button (which you otherwise only see when pressing a button to gain a new skill in the skill tree.) It may also help to have these effects only appear in magical affixes, and have the magical affix's name be descriptive of the skill (e.g., "of Baal's Frost") 

So it works now, though it's a tad ugly. Maybe someone can figure out how to pretty it up a bit. 

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

