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Diablo 4 Season 13: Every New Thing You Have to Learn
Our Friends · Wednesday, May 20th, 2026

Season 13: officially named Season of Reckoning: launched on April 28, 2026, alongside the full
Lord of Hatred expansion. This is not a light update; it is the kind of release that makes your old
character sheet feel like a museum exhibit. If you have been away for a season or two, diablo 4
boost on Boostmatch is worth a look before you spend a week grinding back to viability. Here is a
full breakdown of every new system, class, and mechanic you need to understand.

Two New Classes: Paladin and Warlock

Two entirely new playable classes arrive with the expansion, bringing the total roster to eight.

The Paladin is a returning holy melee warrior focused on Light magic, shields, defensive auras,

and strong frontline survivability.

The Warlock is a brand-new dark caster that uses two resources: Wrath and Dominance: and

revolves around summoning and sacrificing demons, battlefield control, and burst damage.

The Warlock’s class mechanic is Soul Shards: binding yourself to a Greater Demon that fights

alongside you and provides passive bonuses based on the chosen Shard type.

Skill Tree Rework: Free For Everyone

Every class got a full skill tree restructuring in Patch 3.0.0, free for all players. Each skill now has
up to three Bonus Skill Variants: build-defining modifiers that scale with invested Skill Points.
Base game players choose from two Variants per skill; expansion owners unlock a third. The level
cap increased from 60 to 70, Item Power ceiling moved from 800 to 900, and Torment now runs up
to Tier 12 instead of 4.

The Horadric Cube: The New Core of Crafting

The Horadric Cube returns from Diablo II as a permanent expansion feature, unlocked during the
campaign and available afterward in Temis. It is the central crafting system for endgame content.

Add, remove, and reroll affixes on any gear, including Uniques: which now roll affixes from a

random pool instead of having guaranteed stats.

Craft Unique Charms and reroll Set Charms for the new Talisman system.

Create two new gem tiers: Horadric Gems and Flawless Horadric Gems: via the Amalgamation

Recipe.

Target-craft specific Legendary Runes for Runewords and Mythic Unique crafting.
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All Cube recipes consume Primordial Dust, which comes in six tiered variants. High-tier dust only
drops in Torment content, so save Enhanced and Pure Primordial Dust for Torment-level gear. Best
farming spots are the Undercity and War Plans in Skovos.

Talisman and Charms: A New Power Layer

The Talisman is a new item slot using Seals and Charms. Apply a Seal to unlock between two and
six Charm slots, then fill them to stack affixes and activate Set Bonuses. Unique Charms let you
carry a Unique item’s effect without occupying a gear slot: enabling build combinations that were
physically impossible before.

War Plans: Structured Endgame Progression

War Plans is a permanent endgame playlist system unlocking after the campaign, accepting the
quest “The War for Sanctuary,” and reaching Torment difficulty. It lets you build a custom
sequence of up to five endgame activities: Helltides, Nightmare Dungeons, The Pit, Kurast
Undercity: and pays out consolidated loot at the end of the run.

Each activity in a War Plan has its own Activity Skill Tree with seven points and branching paths
that permanently alter how that content plays. Recipes for the Horadric Cube drop from completing
War Plans, Undercity Tributes, Whisper Caches, and Elite monsters.

What Is Free and What Requires the Expansion

The patch 3.0.0 update ships free content alongside paid expansion features. Here is the
breakdown:

Free: Patch 3.0.0 Paid: Lord of Hatred Expansion

Skill Tree rework (base restructure) Paladin and Warlock classes

Level cap 70, Loot Filter, Pathfinding Skovos campaign, Temis hub, new bosses

Gem overhaul, Unique affix rework, 12 Torment tiers Horadric Cube, Talisman and Charms, War Plans

Lair Boss rework, Pit overhaul, Map Overlay Echoing Hatred, Fishing, Bonus Skill Variant (3rd option)

Echoing Hatred and Fishing

Echoing Hatred is the new infinite-wave survival mode, accessed through the Sightless Eye in
Temis with a rare Trace of Echoes item. Enemies scale indefinitely, a density bar tracks how many
are alive on screen, and overfilling it ends the run. There is no fixed endpoint: just the moment
your build stops keeping up.

Fishing is available at any beach or large body of water in Skovos. Fish are collectible, tradeable,
and yield crafting materials. It is the game’s first true low-intensity side activity: the calm before,
during, and after the storm.

Other Changes Worth Knowing About

Several smaller but important changes affect everyday gameplay:

The Loot Filter (free for all) lets you hide, show, or color-code gear by type, affix, or power

level: a long-overdue quality-of-life addition.

Lair Bosses now use a unified key system: Lair Keys for Ladder Bosses, Greater Lair Keys for
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Greater Lair Bosses, removing per-boss key management.

Damage affixes across all gear shifted from additive to multiplicative bonuses, changing how

builds stack damage and making itemization math meaningfully different.

Uniques can now be Tempered like regular gear, and their base affixes roll from a random pool:

meaning even top-tier Uniques can be bad rolls that need the Cube’s attention.

The Skovos Region

The expansion adds Skovos, described in Diablo lore as the ancient birthplace of the firstborn
civilization and the former home of Lilith and Inarius. Its capital, Temis, is the post-campaign
endgame hub: centralizing War Plans, the Horadric Cube, the Sightless Eye for Echoing Hatred,
and fast travel to all major activities. Completing the campaign is required to unlock it.

Where to Start

If you are returning for Season 13, the priority order is straightforward:

Roll a new seasonal character: both Paladin and Warlock are strong starting choices.

Complete the Lord of Hatred campaign to unlock Temis, the Horadric Cube, and War Plans.

Reach Torment difficulty to enable War Plans and high-tier Primordial Dust farming.

Set up your Talisman with a Seal and build Charm combinations around your class’s Set Bonus.

Season 13 is the biggest single update Diablo 4 has shipped. Two classes, a new region, a rebuilt
crafting system, a new progression layer, and an infinite survival mode: all on the same day. The
structure is logical once you separate the free 3.0.0 changes from paid expansion content, and the
game guides you through the campaign before opening the full endgame. The Horadric Cube alone
will keep dedicated players occupied well past the season’s end.
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