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1. Skills

1.1 All 8 characters on level 61

Firesorc: http://diablo3.ingame.de/spiel/skills/calc113/index.php?lang=en&char=sor&lvl=61&diff=0&set=0,0,0,6,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,1,0,0,0,0,0,0,0,1,0,0,0,0,0,0,0,6,0,1,0,1,0,1,0,20,3,1,0,0,0,20,0,20,0,0,0
Nova/Static/Blizzardsorcs: http://diablo3.ingame.de/spiel/skills/calc113/index.php?lang=en&char=sor&lvl=61&diff=2&set=0,3,0,0,1,0,0,0,1,0,13,0,0,0,20,0,20,3,0,0,0,0,8,0,0,0,6,0,1,0,0,0,0,0,0,0,1,0,0,0,0,0,0,0,0,0,1,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0
Static/Blizzardsorc: http://diablo3.ingame.de/spiel/skills/calc113/index.php?lang=en&char=sor&lvl=61&diff=2&set=0,3,0,0,1,0,0,0,1,0,13,0,0,0,20,0,20,3,0,0,0,0,8,0,0,0,6,0,1,0,0,0,0,0,0,0,1,0,0,0,0,0,0,0,0,0,1,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0
Static/Blizzard/Chainlightningsorc: http://diablo3.ingame.de/spiel/skills/calc113/index.php?lang=en&char=sor&lvl=61&diff=2&set=3,0,3,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,1,0,8,2,1,0,0,0,20,0,20,3,1,0,0,0,0,0,20,0,0,0,1,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0
Static/Orbsorc: http://diablo3.ingame.de/spiel/skills/calc113/index.php?lang=en&char=sor&lvl=61&diff=2&set=0,0,0,0,1,0,0,0,1,0,1,0,0,0,1,0,1,0,0,0,20,3,20,0,0,0,20,0,1,0,0,0,0,0,0,0,1,0,0,0,0,0,0,0,0,0,5,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0
Assassin: http://diablo3.ingame.de/spiel/skills/calc113/index.php?lang=en&char=assa&lvl=61&diff=2&set=0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,1,0,1,0,1,0,1,0,1,0,0,0,1,0,1,0,0,0,1,0,1,0,20,0,0,0,3,0,0,0,0,0,20,0,0,0,20,0,0,0
Druid: http://diablo3.ingame.de/spiel/skills/calc113/index.php?lang=en&char=dru&lvl=61&diff=2&set=0,3,0,0,7,0,1,0,0,0,20,3,0,0,0,0,20,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,1,0,0,0,20,0,1,0,0,0,0,0,1,0,0,0,0,0,1,0
Paladin: http://diablo3.ingame.de/spiel/skills/calc113/index.php?lang=en&char=pal&lvl=61&diff=2&set=0,0,2,0,1,0,0,0,1,0,0,0,1,0,0,0,20,0,4,0,0,0,0,0,1,0,1,0,1,0,0,0,0,0,1,0,0,0,1,0,0,0,20,3,0,0,1,0,1,0,0,0,1,0,0,0,1,0,0,0,16,0,0,0
1.2 Detailed skillplan with respec until then

Firesorc: 

Level 2-13 + Den norm: Charged bolt 13

Level 14 respec norm: Fire Bolt 11, Fireball 3

Rada norm: Telekinesis 1

Level 15-17: Fireball 6

Level 18: Teleport 1

Level 19-22: Fireball 10

Izual norm: Inferno 1, Blaze 1

Level 23: Firewall 1

Level 24-29: Meteor 6

Level 30: Firemastery 1

Level 31 respec nm: Fire Bolt 1, Fireball 18, Meteor 8, Firemastery 1, Warmth 1, Teleport 1

Den nm: Fireball 19

Level 32-35: Meteor 12

Rada nm: Fireball 20

Level 36-41 + Izual nm: Meteor 20

Level 47-61 + Den/Rada/Izual hell: Firemastery 20

Static/Blizzard-sorc (Blizzard 1):

Level 2-4 + Den norm: Charged bolt 4

Level 5-6: Static 1, Frostnova 1

Level 7-17: Static 12

Radament: Telekinesis 1

Level 18: Teleport 1

Level 19-24 + Izual norm: Static 19, Warmth 1

Level 25 respec norm: Blizzard 2, Glacial Spike 8, Static 6, Teleport 1

Level 26-31: Blizzard 8, Glacial Spike 11, Coldmastery 1, Static 6, Teleport 1

Level 32-43 + Den/Rada/Izual nm: Blizzard 20, Coldmastery 8 (priority on Blizzard, just your surplus points + questpoints in here)

Level 44-50 + Den/Rada hell: Glacial Spike 20

Level 51-61 + Izual hell: Ice Blast 13

Nova/Static/Blizzard-sorc (Blizzard 2):

Level 2-12 + Den norm: Charged bolt 12

Level 13 respec norm: Static 8, Nova 2, Telekinesis 1, Frostnova 1

Level 14-17 + Radament norm: Static 10, Nova 6

Level 18: Teleport 1

Level 19-22: Nova 10

Level 23-30 + Izual norm: Static 20, Lightningmastery 1

Level 31 respec nm: Blizzard 8, Glacial Spike 11, Coldmastery 2, Static 6, Teleport 1

Level 32-43 + Den/Rada/Izual nm: Blizzard 20, Coldmastery 8 (priority on Blizzard, just your surplus points + all questpoints in here)

Level 44-50 + Den/Rada hell: Glacial Spike 20

Level 51-61 + Izual hell: Ice Blast 13

Chainlightningsorc:

Level 2-44: Just like Blizzard 2

Level 45 respec hell: Chainlightning 20, Lightningmastery 16, Lightning 6, Teleport 1, Warmth 1, Static 8

Level 45-49: Lightningmastery 20

Level 50-61 + Den/Rada/Izual hell: Lightning 20

Static/Frozen Orb-sorc:

Level 2-24: Just like Blizzard 1

Level 25-29: Static 20, Frozen Orb prereqs.

Level 30-31: Frozen Orb 2, Coldmastery 2

Level 32 respec nm: Frozen Orb 3, Coldmastery 3, Static 12, Teleport 1, Warmth 1

Level 33-45 + Den/Rada/Izual nm: Frozen Orb 16, Coldmastery 16

Level 46-49: Frozen Orb 20 

Level 50-51 + Den/Radament hell: Coldmastery 20

Level 52-61 + Izual hell: Static 20, Warmth 5

Assassin:

Level 2-4 + Den norm: Fire Blast 4

Level 5-6: Burst of Speed 1

Level 7-11: Fire Blast 9

Level 12-31 + Rada/Izual norm: Wake of Fire 20, Fire Blast 10, Cloak of Shadows 1

Level 32-37 + Izual nm + Den/Rada nm: Fire Blast 20

Level 38 respec nm: Death Sentry 9, Lightning Sentry 15, Shock Web 6, Burst of Speed 1, Mind Blast 1, Shadow Master 1, Cloak of Shadows 1

Level 39-49: Death Sentry 20, Lightning Sentry 20

Level 50-61: Shock Web 20, Charged Bolt Sentry 3

Druid:

Level 2-5 + Den norm: Firestorm 5

Level 6-11: Molten Boulder 6

Level 12 respec norm: Firestorm 7, Fissure 1, Oak Sage 3

Level 13-31 + Rada/Izual norm: Fissure 20, Volcano 3

Level 31-44 + Den/Rada/Izual nm: Volcano 20

Level 45-47 + Den hell: Grizzly 1

Level 48-61 + Rada/Izual hell: Oak Sage 20

Paladin

Level 2: Zeal 1

Level 3: Might 1

Level 4-5 + Den: Resist Fire 3

Level 6-11: Holy Fire 6

Level 12-14 + Rada norm: Zeal 4

Level 15: Holy Fire 7

Level 16: Resist Fire 4

Level 17-22: Holy Fire 13

Izual norm: Resist Fire 5, Holy Fire 14

Level 23: Holy Fire 15

Level 24 respec norm: Meditation 1, Holy Shield 1, Vigor 7, Charge 1, Conv prereqs.

Level 25-29: Vigor 12, Meditation 4, Holy Shield 4

Level 30-49: Conviction 20

Den/Rada nm: Vigor 14

Izual nm + Den/Rada hell: Holy Shield 8

Level 50-61 + Izual hell: Vigor 20, Holy Shield 16

2. Stats

Points altogether: 315 each character (Level 61 + 3*Lam Esen)
all points below are points you put into this stat, not the end-value.


Firesorc/Chainlightningsorc
Str: 15 (for Belt)
Dex: -

Vit: ~230
Ene: ~80

2*Blizzardsorcs/Orbsorc:
Str: 24 (for Large Shield with Ancients Pledge)
Dex: -
Vit: ~221
Ene: ~80


Assassin: 
Str: 5 (for Belt)
Dex: -
Vit: ~280
Ene: ~30

Druid:

Str: 10 (for Belt)

Dex: -

Vit: ~275

Ene: ~30


Paladin:
Str: 15 (for Heraldic Shield with 4 PDs)
Dex: 104 (for maxblock on Level 61)
Vit: 196
Ene: -


3. Items

3.1 Items for each char

Firesorc:
Weapon: TirRal in +2/3 Fireball-Staff.
Shield: -
Armor: TalEth-Armor
Helmet: 2/3-socket helmet with Rals, Orts, Tals or flawless/perfect rubies/sapphires or good rare helmet or +2/3 Fire circlet.
Gloves: Random found magic/rare gloves or imbued from Charsi norm/nm/hell.
Belt: Random found rare belt/demonhide sash/sharkskin belt or imbued from Charsi norm/nm/hell.
Boots: Random found rare boots or imbued from Charsi norm/nm/hell.
Rings: 2 rare fc-rings from Akara/Ormus norm/nm or found somewhere before hell.
Amulet: +2/3 Fire or random found amulet. 

2*Blizzard-sorcs:
Weapon: +2/3 Blizzard-Orb.
Shield: RalOrtTal in Great Shield
Armor: PulRalSol in Breast Plate
Helmet: 2/3-socket helmet with Rals, Orts, Tals or flawless/perfect rubies/sapphires or good rare helmet or +2/3 Cold circlet.
Gloves: Random found magic/rare gloves or imbued from Charsi norm/nm/hell.
Belt: Random found rare belt/demonhide sash/sharkskin belt or imbued from Charsi norm/nm/hell.
Boots: Random found rare boots or imbued from Charsi norm/nm/hell.
Rings: 2 rare fc-rings from Akara/Ormus norm/nm or found somewhere before hell.
Amulet: +2/3 Cold or random found amulet. 

Chainlightning-sorc:
Weapon: LumIoSolEth in +2/3 Chainlightning-Staff
Shield: -
Armor: TalEth-Armor
Helmet: 2/3-socket helmet with Rals, Orts, Tals or flawless/perfect rubies/sapphires or good rare helmet or +2/3 Lightning circlet.
Gloves: Random found magic/rare gloves or imbued from Charsi norm/nm/hell.
Belt: Random found rare belt/demonhide sash/sharkskin belt or imbued from Charsi norm/nm/hell.
Boots: Random found rare boots or imbued from Charsi norm/nm/hell.
Rings: 2 rare fc-rings from Akara/Ormus norm/nm or found somewhere before hell.
Amulet: +2/3 Lightning or random found amulet. 

Orbsorc:
Weapon: +2/3 FO-Orb or +2 Cold-Orb
Shield: RalOrtTal in Great Shield
Armor: TalEth-Armor
Helmet: 2/3-socket helmet with Rals, Orts, Tals or flawless/perfect rubies/sapphires or good rare helmet.
Gloves: Random found magic/rare gloves or imbued from Charsi norm/nm/hell.
Belt: Random found rare belt/demonhide sash/sharkskin belt or imbued from Charsi norm/nm/hell.
Boots: Random found rare boots or imbued from Charsi norm/nm/hell.
Rings: 2 rare fc-rings from Akara/Ormus norm/nm or found somewhere before hell.
Amulet: Any random found amulet. 


Assassin:
Weapon: TirRal-Short Staff in norm/nm, later +LS- or +Trap or +Assa-claw from Anya norm/nm or found somewhere.
Shield: later RalOrtTal in Great Shield
Armor: 2/3-socket armor with Rals, Orts, Tals or flawless/perfect rubies/sapphires or good rare armor.
Helmet: 2/3-socket helmet with Rals, Orts, Tals or flawless/perfect rubies/sapphires or good rare helmet or +2/3 Traps circlet.
Gloves: Random found magic/rare gloves or imbued from Charsi norm/nm/hell.
Belt: Random found rare belt/demonhide sash/sharkskin belt or imbued from Charsi norm/nm/hell.
Boots: Random found rare boots or imbued from Charsi norm/nm/hell.
Rings: Any rare rings from Akara/Ormus norm/nm/hell.
Amulet: +2/3 Traps amulet or any random found amulet. 

Paladin:
Weapon: +2/3 Conviction Scepter from Anya norm or found somewhere until act 5 norm.
Shield: 4 PDs in heraldic shield.
Armor: 2/3-socket armor with Rals, Orts, Tals or flawless/perfect rubies or good rare armor.
Helmet: 2/3-socket helmet with Rals, Orts, Tals or flawless/perfect rubies or good rare helmet or +2/3 offensive aura circlet.
Gloves: Random found magic/rare gloves or imbued from Charsi norm/nm/hell.
Belt: Random found rare belt/demonhide sash/sharkskin belt or imbued from Charsi norm/nm/hell.
Boots: Random found rare boots or imbued from Charsi norm/nm/hell.
Rings: Any rare rings from Akara/Ormus norm/nm/hell.
Amulet: +2/3 offensive aura or random found amulet.

Druid:
Weapon: TirRal in any 2-socket staff
Shield: -
Armor: 2/3-socket armor with Rals, Orts, Tals or flawless/perfect rubies/sapphires or good rare armor. 
Helmet: Rare +2/3 Fissure or Volcano-helmet from Anya norm or found somewhere or imbued or +2/3 Elemental skills circlet.
Gloves: Random found magic/rare gloves or imbued from Charsi norm/nm/hell.
Belt: Random found rare belt/demonhide sash/sharkskin belt or imbued from Charsi norm/nm/hell.
Boots: Random found rare boots or imbued from Charsi norm/nm/hell.
Rings: Any rare rings from Akara/Ormus norm/nm/hell.
Amulet: Any random found amulet. 

3.2 Where to get these items from?

- 2*any 2-socket staffs → find until act 5 norm or buy in act 1 or 2 norm.
- 1*2-socket +2/3 Fb-Staff → find until act 5 norm or buy in act 1 or 2 norm → sockets: Larzuk (works only with short-staff).
- 1*4-socket +2/3 Cl-Gnarled/Battle Staff → find until act 5 norm or buy in act 2 norm → sockets: Larzuk (works only with Gnarled/Battle Staff).
- 1*+2/3 FO-Orb → from Anya nm or found somewhere in nm
- 2*+2/3 Blizzard-Orb → from Anya norm or found somewhere before nm.
- 5*3-socket Great Shields → find until act 5 norm or buy in act 2 norm → sockets: Larzuk or already in it.
- 2*3-socket Breat Plate → find until act 5 nm → sockets: Larzuk nm or already in it.
- x*+2/3 amulets → cubed with pgs from hellforge quests or find until the end.
- x*+2/3 circlets → find somewhere or imbue from Charsi.
- x*2/3-socket armors/helmets → find somewhere until act 5 norm or buy in act 1 or 2 norm → sockets: remaining Larzuk sockets from norm/nm. 

3.3 Runes needed for these items


- 1 Lum → Hellforge nm
- 1 Io → Hellforge nm
- 2 Pul → Hellforge nm
- 3 Sol → Hellforge nm
- 4 Eth → Countess or Hellforge norm
- 3 Tir → Countess or Hellforge norm
- 10 Ral → Act 5 Quest 2 norm + nm
- 5 Ort → Act 5 Quest 2 norm
- 8 Tal → Act 5 Quest 2 norm

6 Rals, 11 Orts and 8 Tals from Act 5 Quest 2 norm/nm are not used in runewords and can be socketed in 2/3 socket armors/helmets as said above. 

3.4 Items to look out for during the run

Notice!: Looking out for all these items and always picking them up is NOT trivial and needs to be trained!!! In normal play nobody pays attention to these items, because they are worthless, but recognizing them in this speedrun here is INDISPENSABLE to get ANY kind of decent equipment for nm/hell (Unfortunately I saw many players ignoring this kind of loot in our training-runs so far, so please train to look out for these items more and pick them up, whenever they drop)! This is especially important in the early segments, because later there won't drop that many low-req. Items for imbuing/socketing/wearing!

- All normal or socketed low-req. Armors/Helmets, especially Breast Plates and Masks (both very low-req. 3-socket items!)
- All sorc-staffs and orbs!!!
- All amulets/rings for skills, fastcast and resistances!

- In act 1-3 normal all kinds of magic/rare items, to get some money basis for potion-shopping!
- all char-specific items like druid pelts, assa claws, pala sceptres, (especially heraldic shields with or without sockets), pala shields and necro-staffs for our chars or for cash
- big armors for cash

- Runes
- normal and flawless gems

- Demonhide Sashs and Sharkskin Belts for the 4 rows
- normal, magic and rare circlets for imbuing/finding of +2/3 skill-circlet.
- all magic or rare low-req. boots for frw and/or resistances
- all magic or rare low-req. gloves for some resistances
- at least normal gloves/belt/boots is a must-have for each character, because you need them to be able to imbue some useful items on all 3 difficulties. 

4. Rough segmentation

Normal:

Act 1:
Reach level ~14, do all quests except blood raven (and cow...), collect gold and some fc-rings, get some useful runes from the countess.

Segmenting (+shopping segments where we need them):
1.: den of evil (7 players), find wp cold plains (1) → joins den-team afterwards.
2.: rakanishu (8) → stony wp (8*1)

3.: underground passage (all), find wp dark wood and inifuss scroll (4*2).
4.: pure tristram-run (8)
5.: tristram-run (6) → countess-run afterwards, find tower + black marsh wp (2) → run to outer cloister wp afterwards.
6.: countess (4), find wp jail(4)
7.: countess (4), find wp inner cloister (2*2)
8.: countess (4), find wp catacombs (2*2)
9.: countess (4), find andariel (2*2) → Andariel-kill (4, 6 or 8)

Act 2:
Reach level ~19-20, do all quests. Find/buy belts with 3 rows.

Segmenting:
10.: Sewers (2), The Stony Tomb (2), Dry Hills WP (2*2)
11.: Halls of the Dead (2*2), Far Oasis WP (2*2)
12.: Lost City WP (2*2), Far Oasis (4)
13.: Lost City + Ancient Tunnels (4), Claw Viper Temple (2*2) (at least one Level 18 sorc in the end of this segment).
14.: Lost City + Ancient Tunnels (6), Maggots Lair (1), Arcane Sanctuary WP (1)
15.: Lost City + Ancient Tunnels (7), Canyon of the Magi WP (1)
16.: wrong tombs (6), Duriels-Tomb (2) (rest joines after Tal Rashas Chamber is open) → Duriel-kill (8)

Act 3 to act 5:
Due to the availability of teleport, we can split waypoints, quests and leveling here. We level in act 3 until 24 as leveling in act 4 is more difficult. No matter how long it takes to get this level, we continue teleporting to reach the ancients when we are 24. The council can be combined with very short teleport segments: sorc A teleports to the next wp (10-20s), sorc B teleports to the council (~3s), opens a tp and the remaining chars kill it. A and B start in act1 (not necessary for A in act4/5 teleports), all other chars can stay in act 3. 

22->24 are about 12 runs to travincal. 10-11 are planned, izual+cs+hellforge are equal to ~2 runs.

As we are divided into more than one act here, we'll have to coordinate the party for some quests, as shown in the segments.

Get some more items like some TalEth-Armors, TirRal-staffs, a +blizzard-orb (anya), a conviction-sceptre (anya), RalOrtTal-shields (act 5 quest 2).

Kill the ancients to get level 25, so we can do baalruns until level 30.
Complete the quests of act 5 and hellforge, do cow and blood raven.


Segmenting:
17.: Flayer Jungle WP (1) (TP-drop at some sideway in the Spider Forest), Spider Cavern (7)
18.: Kurast Bazaar WP (1), Flayer Dungeon (1), Flayer Jungle + Gidbinn (6)
19.: Travincal WP (1), Sewers (1), Ruined Temple (6)
20.: Ruined Temple-runs till all have reached level 22
21.: Travincal-run with Seal-opening (8) (leaving before finished)
22.: Travincal-run (7) with Mephi-teleport (1) and Mephi-kill (8)

23.: Travincal-run (7) with Izual teleport (1) and Izual kill (7) with City of the Damned teleport (1)
24.: Travincal-run (7) with Hellforge teleport (1) and Hellforge-finishing (7) with River of Flame WP (1)
25.: Travincal-run (7) with Chaos-Sanctuary teleport (1) and Chaos-Sanctuary teleporting to all seals at the same time (2+3+3) and Diablo-kill (8)

26.: Travincal-run (6) with Frigid Highlands WP (1), Hellforge teleport (1) and finishing (7)
27.: Travincal-run (7) with Arreat Plateau WP (1)
28.: Travincal-run (7) with Crystalline Passage WP (1)
29.: Travincal-run (7) with Frozen Tundra WP (1) <-- maybe split in two segments with the wp glacial trail
30.: Travincal-run (7) with The Ancients' Way WP (1)
31.: more Travincal-runs till all have reached Level 24 (if necessary)

32.: Ancients-teleport (1) with Shenk-kill (7), Ancients afterwards (8) and Worldstone Keep WP (8)
33.: Throne-teleport (1) with Barbarian-Quest (1), freeing Anya (6) and Baalrun afterwards (8)
34.: Throne-teleport (1) with Nilathak-kill (7) and Baalrun afterwards (8)
35.: Throne-teleport (1) with Blood Raven (1), Cowlevel (6) and Baalrun afterwards (8) and meanwhile finish all quests with NPC-talk, if necessary (x).


Nightmare:
The blizzard-sorcs start teleporting as they are able to kill bosses on the way quite fast with level 30. Later, the orb-sorc can help teleporting. Get level ~45 here, do all quests, get 7 runes from the hellforge and reach the ancients. We don't need much xp here, but have to split a lot to do all these tasks fast.


Act 1:
1. segment: Outer Cloister WP (1) → TP drop at Den of Evil (3), Cold Plains for Bloodraven and Dark Wood for XP and Inifuss (2) and Stony Field for XP and WP (2).
2. segment: Horadric Malus + Andariel teleport (2), Tower (2), Stony Field XP/find/open/finish Tristram (4) and kill Andariel afterwards (8).

Act 2:
3. segment: Radament teleport (1), Far Oasis WP + Lost City WP (2), Rocky Waste + Stony Tomb XP (5) → help killing Radament afterwards. Get Skillbook (all).
4. segment: Lost City + Ancient Tunnels XP (6), Maggot Lair (1), Claw Viper Temple (1) → talk with Drognan afterwards. 
5. segment: Lost City + Ancient Tunnels XP (7), Canyon of the Magi WP (1).
6. segment: wrong tombs XP (7), right tomb seal opening (1) and Duriel afterwards (8).

Act 3:
7. segment: wrong tombs XP (5), Spider Cavern XP + organ (2) Flayer Jungle WP (1).
8. segment: Flayer Jungle XP + Gidbinn (3) + Flayer Dungeon (1), Ruined Temple (2) + Sewers (1) + Travincal WP teleport (1) and Travincal afterwards (all). Leave before seal-opening-sequence is finished.
9. segment: Act 3 NPC talk for quests (6), Mephisto teleport (2) and Mephisto afterwards (8).

Act 4:
10. segment: Izual teleport + City of the Damned WP (2), Act 3 NPC talk for quests (2) and kill Izual (6).
11. segment: Hellforge teleport + River of Flame WP (2), Hellforge quest (6).
12. segment: Hellforge quest (2), CS teleport to all seals at the same time + finishing seal-bosses (2+2+2) and Diablo afterwards (8).

Act 5:
13. segment: Frigid Highland WP (1), Hellforge quest (7) and Shenk-kill afterwards (all).
14. segment: Arreat Plateau WP (1), freeing Barbarians (1), Hellforge quest (6)
15. segment: Glacial Trail WP + Anya teleport (2), Hellforge quest (6) → free Anya afterwards.
16. segment: Ancients WP, Hellforge quest (7)
17. segment: Ancients teleport (2), kill Ancients (8) → World Stone Keep XP (6) and World Stone Keep WP (2).
18. segment: Throne teleport (1), Nilathak teleport (1), Hellforge quest (6), kill Nihlathak and Baalrun afterwards (8).
19. segment: Throne teleport (1), Cowlevel (4), Hellforge quest (3) and Baalrun afterwards (8) and meanwhile finish all quests with NPC-talk, if necessary (x).

Hell:
Teleporting, teleporting, ... the sorcs will have to change more here as leveling on the way is difficult with a low level. As soon as we reach the ancient tunnels, leveling will be done here. Quests in act 3, 4 and 5 are done as fast as possible, as the whole party needs to be in the right act for that. 

Act 1:
1. segment: Outer Cloister WP (1) → TP drop at Den of Evil (4), Cold Plains for Bloodraven, Stony Field for WP and Dark Wood for Inifuss (3).
2. segment: Horadric Malus + Andariel Teleport (2), Tower (2), find/open/finish Tristram (4) → help killing Countess, kill Andariel afterwards (8).

Act 2:
3. segment: Radament teleport (1), Far Oasis + Lost City WP (2), Rocky Waste + Stony Tomb XP (5) → help killing Radament afterwards. Get Skillbook (all).
4. segment: Lost City + Ancient Tunnels XP (6), Maggot Lair (1), Claw Viper Temple (1) → talk with Drognan afterwards. 
5. segment: Lost City + Ancient Tunnels XP (7), Canyon of the Magi WP (1).
6. segment: Lost City + Ancient Tunnels XP (7), right tomb seal opening (1) and Duriel afterwards (8).

Act 3:
7. segment: Lost City + Ancient Tunnels XP (6), Spider Cavern (1), Flayer Jungle WP (1).
8. segment: Lost City + Ancient Tunnels XP (6) → Gidbinn afterwards, Flayer Dungeon (1) → TP-drop at Gidbinn, Kurast Bazaar WP (1).
9. segment: Lost City + Ancient Tunnels XP (7) → Ruined Temple afterwards, Sewers + Travincal WP (1) → TP drop at Ruined Temple.
10. segment: More Lost City + Ancient Tunnel-runs until all characters have reached approximately Level 58, if necessary.
11. segment: Travincal (all). Leave before seal-opening-sequence is finished.
12. segment: Mephisto teleport (2) and Act 3 NPC talk for quests (6) → Mephisto kill afterwards (8).

Act 4:
13. segment: Izual teleport + City of the Damned WP (2), Act 3 NPC talk for quests (2) and kill Izual afterwards (6).
14. segment: Hellforge teleport + River of Flame WP (2), finish Hellforge (6).
15. segment: CS teleport/open all seals at the same time → open 1 Tps at each corner (3) and then kill all 3 seal-bosses together (8), Diablo kill afterwards (8).

Act 5:
16. segment: Arreat Plateau WP (1), free Barbarians (1), kill Shenk (6). 
17. segment: Frozen Tundra or Ancients' Way WP (2) Anya teleport (1), help free Anya (5).
18. segment: Ancients teleport (2), kill Ancients (8) → find Worldstone Keep WP (2).
19. segment: Throne teleport (1), Nihlathak teleport (1), kill Nihlathak and Baalrun afterwards (8).
20. segment: Kill Cowking (8) and meanwhile finish all quests with NPC-talk, if necessary (x).


5. Detailed segment-plans

Some general comments:

About Leadership: All members of a group have to strictly follow it's leaders path everywhere he goes, kill only the monsters/groups the leader attacks and totally ignore all monsters the leader ignores. That way we can get a high degree of synchronicity in the run, which is always advantageous in terms of killing speed/running times/etc. Also we reduce the amount of strategic/running/whatever failures altogether (which always costs extra-time) the whole group can do, because the group will just make failures then, if the leader does a failure, not if one of the 8 players does a failure, which happens much more often. 

The leaders should then follow this rule of thumb for running forward: Before Level 12, never ever kill monstergroups below 5 monsters (only if they block your way and you can't dodge them), the xp you gain from them is simply not worth the time you need to static them down/finish them (den is an exception here of course)! After Level 12 you should increase this engagement-rule up to ~8-10 monsters, because you get much better aoe-attacks by then (fissure, firetraps, nova etc.). 

First of all, the 2-player teams (if we split up that way) should always be these in normal:
„Druid-team“ = Druid + Blizzard 1, leader = Druid.

„Assassin-team“ = Assassin + Orbsorc, leader = Assassin.
„Paladin-team“ = Paladin + Blizzard 2, leader = Paladin.
„Sorc-team“ = Lightningsorc + Firesorc, leader = Lightningsorc.

The 4-player teams (if we split up that way) should always be these in normal:

„Drusin“ = Druid-team + Assassin-team, leader = Assassin.

„Paso“ = Paladin-team + Sorc-team, leader = Paladin.

If we run all together, the assassin is the leader.

1. segment: den of evil (7 players), find wp cold plains (1) → joins den-team afterwards.
7 chars run to the den without killing any monsters in the bloodmoor, 1 char (druid) runs to the wp cold plains (also killing nothing) and joins the team via tp afterwards. The player in who is in the forefront of the den opens the tp. The druid has to signal this with sign: „tp“ shortly before he reaches the tp-spot in act 1. The Sorcs should focus on groups of fallens and fallen shamans, the pala/druid/assa should focus on single monsters mostly (zombies, wendigos).

2. segment: rakanishu (8) → stony wp (8*1).
Until we find raka, we split in two groups: Drusin takes the left side of the way and Paso the right side. When the path splits (to burial grounds and stony), the paladin takes the right one (the Assa should look at the map so that we don't follow the left path). Rakanishu (sign: "r" is done with the full party. After his death, we split and every char looks for the wp (sign: "w". Look at the map for coordination, every char should run in a different direction if the map allows this.


3. segment: underground passage (8), find wp dark wood and inifuss scroll (4*2).

All players have to get the Stony WP after this segment, so don't miss it after you joined the TP.

Find the way on stony as soon as possible (its above the wp most of the time) and kill rakanishu alongside the way before entering the underground passage if he is on the way to it. 
All teams should go in one direction for the underground passage and we cannot/should not split up here. If we are lucky (which we can manipulate) we find dark wood really fast! The assassin takes the lead in this segment.
When we reach dark wood we split up in our 4 teams and search the wp/inifuss scroll in every cardinal points, to find them as fast as possible. Try to avoid double-searching some place by watching the other teams position on the minimap carefully and go as far away from them as possible. Sign: "w" for finding the wp, sign: "i" for finding the inifuss-tree.
One more comment about the tree: Just ignore Woodhead Treefist, he's too freaky to be killed with 2 players only, just get the scroll and type „i“, so the host can leave immediately if both teams are ready. To get it without getting killed, the teamleader should lure the boss away from the tree while the other player gets the scroll.

4. segment: pure tristram-run (8).

Find the way on stony as soon as possible (its above the wp most of the time), split into two groups for each side of the way (Drusin on the left side and Paso on the right side) and kill Rakanishu, sign: „r“. The player with inifuss scroll talks to akara at the beginning of the segment. At Rakanishu, he directly activates the stones and ignores the monsters (killing Rakanishu is faster anyway). We can do some stat/skill/inventory-management and share found items (weapons for paladin, cb-staffs for sorcs, dagger for assassin etc.) or look for shrines nearby until the portal is open. In trist, split in two groups again, Drusin takes the upper route, Paso the lower one. Ignore griswold, his xp/killtime-ratio is just extremely bad.
White dots are possible champ/boss groups: http://i48.tinypic.com/30xbgc5.jpg
The sign: „w“ stands for wirrets leg, sign: „d“ stands for bosses done on the lower route.

5. segment: tristram-run (6) → countess-run afterwards, find tower + black marsh wp (2) → run to outer cloister wp afterwards.

The tristram team should do their run just like in the 4. segment, just without the Cain/Leg this time. Druid-team takes the upper route, Paso takes the lower route. The Assa-team does the wp-running in this segment. We will try to manipulate a very fast tower-find and enough bosses before/in tristram/in the tower (so that the tristram/tower-team gets very nice xp here and can join the tower immediately after tristram is finished) → restart immediately if one of these 2 conditions fail. At the end we also need a suitable rune from the countess of course (Tir, Eth or Tal) all without deaths and a good overall time (one of the hardest segments of all, but we somehow need to get through these pre-level-12-segments with good times, and this is the best strategy for it imho, tough, but unavoidable...) After finding both the tower and the black marsh wp, the assa-team has to run to outer cloister for the wp while the tristram/countess-team reaches the countess and kills her. Sign: „c“ for the dead countess + picked up rune and sign: „w“ for the outer cloister wp.

To be continued...

6. Keyboard-shortcuts/tricks for the run

- While fighting against Duriel norm/nm/hell one sorc should always teleport to Tyrael before Duriel is dead (here is how you do it: http://www.youtube.com/watch?v=QEhfyoB-WMc ), so she can talk to him immediatly after Duriel died and the party can therefore go to town immediately. Also in town there should be a harem1 tp prepared before the Duriel fight starts, so we almost completely save the time for the ways back and forth through the town to talk to Jerhyn/Meschif. 

- You must use Shift + left-click to refill your belt between the fights. Also you have to learn how to do it while running in any direction, so you never stand still and waste time on it! (not so easy, needs practice!)


- Shift + left-click also works on stats. If you do this, all points you have will be set into the stat you clicked on with this shortcut. This trick and also skillpoint allocation needs to be done while running, just like the potions.

- You must use the fast-potion-buy-tricks with unequipping/equipping the belt and Shift + right-click to refill your whole inventory with a few clicks within a few seconds!


- Before you have a 3-row-belt, leftclick-spam is a faster way to buy many potions (faster than rightclick-spam) or using the belt-trick.

- To sell stuff as fast as possible, you have to use Ctrl + left-click, that will sell every items immediately with just 1 click! 


- Use telekinesis for waypoints and town portals where it is possible, pick up potions, gold, ... with telekinesis if it saves time.

- Using tk puts the stone on the forge if it's in the inventory which most probably know, but if the hellforge hammer is equipped, three casts of tk will break the stone on the forge. This should save a little time because casts are faster than swinging, but also because the forge will start dropping while you teleport there.


- Use tk for the monoliths to open the tristram-portal.

- Also, tk can be used to go into duriel's chamber, I know clicking on that thing can be pretty lame in the first couple seconds. 

- Long teleports especially straight ahead in one direction (in act 5 open areas for example) can be done much faster with an open inventory/questlog/... (here is the explanation how and why: http://speeddemosarchive.com/forum/index.php/topic,9655.msg291995.html#msg291995 )

- Starting in act 3 means that you have to run in town, going to act 1 at the end of the previous segment can save time (depending on segmentation).


- If we start in act 2, travelling to act 1 with warriv (and back to a waypoint) is faster than running in Lut Gholein. You can open a tp at any waypoint to come to the tp area.


- Use a hotkey to open the "skill-selection" for the right mouse button to be able to assign new hotkeys „on the fly“- and hotkeys for every skill you use, of course.


- Multiple status points can be assigned with shift + leftclick with 1 click. (assigns all points that you have open on the stat you click on).

- When selecting skills at level ups you can just click on the skill you just selected a second time and it'll pop into your 'right mouse' skill button, ready to use.

- Put your tp-foliant on a hotkey, so you can open up tps much faster.

- Focus your items almost exclusively on resitances, if you have the choice between multiple items (besides fc and +skill of course)! This is THE most important affix/suffix we all need as much as possible of, because it's so desperately needed to survive in hell!

- More shortcuts can be found here:

 http://speeddemosarchive.com/kb/Diablo_II:_Lord_of_Destruction#Shortcut_Keys
All these tricks combined should already save several minutes during the whole run, so you have to learn and use them! 

7. Guide: How to find dungeon-exits/wps/quest-spots as fast as possible?

How to find stairs/wps/quest-spots without knowing the map? Well, there is a guide in the german indiablo-forum here: http://diablo3.ingame.de/forum/showthread.php?s=&threadid=844075
Here is an english version of it (no direct translation, but the explanation of the guide): 

All players HAVE to understand this guide for the run, especially the sorcs, because it's almost as good as having a maphack running, if you almost always know in advance in which direction the stairs/wps/quest-spots are and we will save dozens of minutes/hundreds of retries during the whole run with this knowledge!

So please READ and UNDERSTAND it! I can answer your questions in the forum or in irc, if you don't understand something of it!

The relative orientations of stairs/wps/quest-spots to each other are fixed, so if you know the orientation of the entrance/wp/quest-spot in any dungeon, you almost always know the direction you have to go to directly reach the exit/wp/quest-spot in the shortest way!
However, this can only be applied in underground levels as for open areas these rules can't be applied! And if you enter a level somewhere in the middle like in the catacombs or worldstone-keep, there is also no known pattern. (yet)

To use this knowledge on where you have to go for the next level/waypoint/quest-spot you need to understand what "to the left" means, so here is the definition:
Just look at the arrows in both drafts in this graphic: http://diablo3.ingame.de/forentechnik/pictures/844075/test.internetwebmaster.deupload1124744384.jpg
You take the orientation of the entrance (here: to the upper right corner), turn it 90° to the left and you get the orientation of the exit (here: to the upper left corner). So „to the left“ always means 90° counterclockwise to the orientation of the entrance, you enter the dungeon in.

As a rule of thumb: It is useful to run or tele along the left wall - in most cases, this is the shortest way. The second case in the picture is much more rare (~10% or less) but it still means "to the left", because there is no alternative way and the orientation of the exit is still the upper left corner and the orientation of the exit is 90° counterclockwise to the entrance.

„straightforward“ and „to the right“ definitions are similar to the explanation above, so if you understand what „to the left“ means, you should be able to understand the other two directions as well.

In caves in act 1 and 5 finding out the orientation of the entrance is a litte bit more tricky, the orientation of the entrance is defined by a larger area here, as you can see at the boxes in these two graphics: http://diablo3.ingame.de/forentechnik/pictures/844075/test.internetwebmaster.deupload1124744441.jpg
http://diablo3.ingame.de/forentechnik/pictures/844075/test.internetwebmaster.deupload1124744450.jpg

In act 2 dungeons (stony tomb, halls of the dead, clawviper temple, tal rashas tombs) there are always 3 ways from the entrance, that you can follow. The middle way of them is always"straight forward" and "to the left" is explained in this graphic here: http://diablo3.ingame.de/forentechnik/pictures/844075/test.internetwebmaster.deupload1124744428.jpg

In most underground areas, "to the left" is the right strategy to find your way to the wp/stairs/quest-spots. 

Here is a list of all relevant directions for our run (there are also rules for extra-dungeons, but they are of no relevance for our run here):


to the left:

forgotten tower1-4 entrance → exit

jail3 → inner cloister

act 2 sewers3 → Radament

ancient tunnels → unique chest in that level

stony tomb1 → stony tomb2

halls of the dead1-3 entrance → exit

claw viper temple 1 → 2

tal rashas tomb → Duriel

flayer dungeon1-2 entrance → exit

act 3 sewers2 → chest with the organ

durance of hate1 → durance of hate2

durance of hate2 → durance of hate wp

durance of hate wp → durance of hate3


straightforward:
underground passage → dark woods (lvl2 is to the left)
jail1 → jail2 (wp is to the left)
jail2 → jail3 (pitspawn is to the left)
act 2 sewers2 → sewers lvl 3 (waypoint is to the left)
maggots lair3 → staff
durance of hate2 → durance of hate3 (waypoint is to the left)

to the right:
catacombs wp → catacombs3
maggots lair1 → maggots lair2

maggots lair2 → maggots lair3
worldstone keep wp → worldstone keep3


The caves in act 5 are kinda special and a little bit more complicated. But they have fixed scheme too. The system is shown in the following graphic: http://i49.tinypic.com/qs38mu.jpg

 HYPERLINK "http://i49.tinypic.com/qs38mu.jpg"
 (WP+Entrance can be switched in the glacial trail) 

Also look at this graphic again as an example on how this schema can look like in the real game: http://diablo3.ingame.de/forentechnik/pictures/844075/test.internetwebmaster.deupload1124744450.jpg
There is also another exception. The ways through the act 5 halls down to Nilhathak and Nilhathak himself in the last level are also static. I can explain it to the teleporting sorceress, if we are there.

In the final run, equipped with this knowledge and several retries we can really make the teleporting-segments VERY short, if we have a lucky map. Here are 2 pictures as an example of what „to the left“ can mean on different maps on the durance of hate wp → durance of hate3 passage for example. http://necro.ben2k.com/meph2.jpg and http://necro.ben2k.com/meph4.jpg 

We'll manipulate the map for the topmost example in our run of course, which just on this one passage of the game will already save dozens of seconds.

To learn the essence of this guide, just open a few games and run through these areas trying to follow these direction rules and you'll see how they apply in the game on different maps in different situations so that you can apply them in the real run much more easily and faster!

