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Go after the other guy’s healers first. It’s a simple tactic. Trust me, 
they’ll be coming for you. Heal the Marauder hacking at that silly 

Rune Priest. He’ll thank you with a grunt later.
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Abilities

Name Level Path Cost Range (in 
feet) Type Build Duration Reuse Description

Tzeentch’s Lash Level 35 Witchcraft 30 100 Magic - Hex 1s 5s 30s Deals 399 damage over 5s and Silences target for 5s.

Mark of  
Remaking Level 40 Core 25 100 Mark Buff - Bless 0s 60 min 10m Increases target group member’s Toughness by 2 for 60 

minutes.

Remaking =Sub Ability= Core Free Self Resurrection 0s 0s 0s Self Resurrect.

Ritual of  
Innervation Alchemy x5 Alchemy 25 80 Ritual Buff 2s 30s 30s GTAE Deployable. Group members in the radius have a 20% 

chance on attack to proc a 50 point AP heal. Radius: 65ft.

Boon of Tzeentch Alchemy x9 Alchemy 30 100 Magic 2s 0s 5s
Deals 299 damage to the bearer of your Harbinger. Heals 
Defensive target for damage dealt. Requires an active 
Harbinger of Doom

Aethyric Shock Alchemy x13 Alchemy 35 100 Magic 0s 3s 20s Deals 337 damage and stuns the target for 3s.

Ritual of  
Superiority Witchcraft x5 Witchcraft 25 80 Ritual Buff 2s 30s 30s

GTAE Deployable. Group members in the radius have a 20% 
chance when taking damage to proc a shield that will absorb 
375 damage for 10s. Can not proc more than once every 2 
seconds. Radius: 65ft.

Storm of Ravens Witchcraft x9 Witchcraft 10 / 0.5s 100 Magic 0s 6s 11s (Channel) Deals 94 damage to the bearer of your Harbinger 
every 0.5s for 6s. Setback chance: 100%.

Mirror of  
Madness Witchcraft x13 Witchcraft 40 100 Magic - Hex 2s 10s 10s Each time the target casts a heal, he takes 549 damage.

Ritual of Lunacy Dark Rites x5 Dark Rites 25 80 Ritual Buff 2s 30s 30s GTAE Deployable. Heals group members in the radius by 150 
every 3s for 60s. Radius: 65ft.

Chaotic Agitation Dark Rites x9 Dark Rites 13 AP/ 
Sec 80 Magic Attack 0s 9s 16s

Channel. Deals 250 damage to the holder of your Harbinger 
and all targets in the radius every 2s for 6s. Radius: 20ft. 
Setback chance: 100%.

Wind of Insanity Dark Rites x13 Dark Rites 15 AP/
Sec PBAE Magic Attack 0s 6s 16s Toggle. Deals 112.5 damage to all targets in the radius every 

second for 6s. Small knockback. Radius: 30ft.

Morale
Morale is granted as you fight, increasing through one of four ranks at your most powerful. Morale abilities come in four ranks as well, and you’ll 
eventually be able to equip a single ability of each rank with the Rank 4 abilities being the most powerful. Sound complicated? It’s less complicated 
than it sounds, and it helps that you only start with a single Rank 1 slot. You won’t even attain your first Morale ability until Rank 8: Divine Favor. 
It’s a strong, instant heal, very useful for pulling yourself back from the edge of the abyss, or ripping a Chosen from the jaws of death long enough 
to destroy his enemies.
Core Morale abilities are granted every four ranks, starting at Rank 8, and ending with the blissful Alter Fate. Alter Fate is a wonderful, wonderful 
ability, allowing you to resurrect all groupmates within 30 feet. Yes, your ears are not playing tricks on you, 
and our blessed allies are even brought back to life with slight heal over time to greet them! Aye, I used 
it once; I channeled the power of the Raven God through my every pore, my body taut, my soul 
tremulous, and from our gory lost battle I wrested a final gasp, enabling our forces to turn the tide 
of battle. We won that night and many souls infested my own. 
It’s also important to note that differing Rank 4 Morale abilities are also granted at the highest 
Mastery level. This means you can only learn a single Mastery Morale ability because it’s 
impossible to maximize two Masteries with only 25 points. Because I am fully specialized 
in the Path of Alchemy, I am able to use the Tzeentch’s Shielding Morale ability, enabling 
me to grant everyone in my group 250 action points and also shield everyone for 20 seconds 
from substantial damage. Perhaps not quite as powerful as Alter Fate, but in certain 
situations it could be the difference between saving everyone from dying instead of having 
to resurrect everyone within a hair’s width of your own self perishing upon the battlefield.

Know the ins and outs of every heal. By the time you’re Rank 40, you’ll have 
plenty of options. Knowledge is the key to living to fight another day.
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Morale

Name Level Rank Range (in 
feet) Duration Description

Divine Favor Level 8 Rank 1 150 0s Heals target for 1,800.

Rampaging Siphon Level 12 Rank 2 PBAE 0 PBAE that deals 600 and heals the group for 100% of the value.

Steal Life Level 16 Rank 1 100 9s Magic attack that deals 900 over 9s. Self heals 50% of the damage dealt.

Focused Mind Level 20 Rank 2 Self 10s For 10s, build times are reduced by 50%. Character purges and is immune to Silence, Disarm, Root, Snare, and 
Setback.

Divine Protection Level 24 Rank 3 Group 10s Group buffs each group member with an ablative that absorbs the next 1,500 of melee damage, with a 
maximum duration of 10s.

Tzeentch’s Talon Level 28 Rank 1 100 15s Lowers target’s Armor by 33/level and all resists by 12.6/level for 15s

Eye of Sheerian Level 32 Rank 2 Group 9s Heals group 720 over 9s.

Suppressing the Fragile 
Unbelievers Level 36 Rank 3 Self 7s Silences targets in the radius for 7s. Deals 1,200 damage over 7s. Radius: 30ft.

Alter Fate Level 40 Rank 4 PBAE 9s PBAE Resurrection for group members. Resurrected targets also get a HoT that heals 1,200 over 9s.

Tzeentch’s Shielding Alchemy x15 Rank 4 Group 20s Group absorbs 18,00 damage for 20s and gains 250 AP.

Tzeentch’s Scream Witchcraft x15 Rank 4 100 0s Deals 2,400 damage and knocks back enemies. Radius: 30ft.

Windblock Dark Rites x15 Rank 4 100 10s Deals 1,800 damage and reduces healing on targets by 50% for 10s. Radius: 30ft.

Tactics
Name Level Description

Warped Flesh Level 11 25% chance when attacked to absorb 262 damage for 10s.

Divine Fury Level 13 Increase damage dealt by 25%, reduce healing values by 20%.

Endless Gifts Level 15 Reduces cooldowns of mark temp abilities to 30s.

Tzeentch’s Warding Level 17 Increases Elemental resist by +6.3 per level of the character.

Discipline Level 19 Increases Willpower by +4 per level of the character.

Warping the Spirit Level 21 Self heal for 158 and gain 100 AP when the bearer of your Harbinger dies.

Backlash Level 23 25% chance to put a 5s 150 DoT on attacker. Non-stacking, non-refreshing.

Subtlety Level 25 Decreases threat by 50% on all heals.

Scourged Warping Level 27 Warp Reality deals 10% more damage and each tick has a 20% chance to make the next Scourge within 10 seconds instant cast.

Restorative Burst Level 29 Critical heals return 40 AP over 3s to the caster. (Non-stacking, non-refreshing).

Blessing of Chaos Level 31 Critical heals also place a buff on target that increases values of heals targeted at him by 25% for 10 seconds. (Bless)

Empowered Alteration Level 33 Leaping Alteration also gives the targets 50 AP over 9s. (Bless)

By Tzeentch’s Will! Level 35 Crit heals grant you +200 Morale.

Drink Deeply Level 37 Tzeentch’s Cordial will now heal the target for 180 when it ends.

Waves of Chaos Level 39 Rites will also pulse 112 damage every 3 sec. Radius: 20ft.

Chaotic Force Alchemy x3 Increases crit chance of Tzeentch’s Cry, Scourge, and Boon of Tzeentch by 15%.

Manipulation Alchemy x7 Any time you heal someone, 25% chance for your offensive target to take damage equal to 25% of the amount healed.

Changer’s Touch Alchemy x11 Each time you deal Corporeal damage to the bearer of your Harbinger, your defensive target is healed for 25% of damage done.

Lashing Waves Witchcraft x3 Tzeentch’s Lash gains a 20ft radius.

Tzeentch’s Refreshment Witchcraft x7 Heals have a 25% chance to give the target 50 AP. (Cannot give self AP).

Transference Witchcraft x11 Your Harbinger will deal 112 damage every 5s and heal your defensive target for damage done.

Sweeping Disgorgement Dark Rites x3 Demon Spittle reduces Corporeal resist by 9.45/level and Armor by 24.75/level for 9s. (Hex)

Swirling Vortex Dark Rites x7 Increases radius and duration of Mark of the Vortex’s temp ability. Radius increased by 10ft, duration increased by 6s.

Tzeentch’s Grip Dark Rites x11 Any time an ally hits the enemy with your Harbinger, there is a 25% chance they’ll become healed for 113 damage over 3s (non-
stacking, non-refreshing).


