UNDEAD WARLOCK STRATEGY 
The purging has made me hate writing threads. Now I have to remember everything I wrote… Better save it this time. Anyways lets get started… again. Like I said before, I'll assume you already have an idea as to what TOB is, via acronyms and such abbreviations. I also assume you've at least played the Warlock once and know the jist of his abilities. This guide is to help you better understand the Warlock's role and utilize his skills for the greatest efficiency in a game. 

The Warlock is a super awesome undead hero whose role is the most expressed, varied, and effective on his team. He acts as spawn control, hero killer, seige initiative, and heavy support. In the early game, the Warlock is an unmatched leveler with the exception of the Maiden. In mid game, the Warlock shines with OW kills and a few RDs. In late game, the Warlock's seige capabilities are emphasized and his other skills also become more and more active, except for Corpse Explosion which is altered reversely in usage. 

Level 18 Statistics 
1700 hp--- same as pirate, 25 more than warden/leto, rate medium 
885 mana---same as scion, just less than dr/malf/sh, rate medium 
10 armor---38% reduction, not really relevent 
64-74 damage---useless, use OW whenever a hero is around. 

SKILL OVERVIEW 

Open Wounds = OW 
This ability is "Unheal". You target an enemy that doesn't have full health, and when you're in range, OW is cast repeatedly by itself each second to deal exact, unreduced damage to the target. Per level the damage per second goes up. OW has a constant 1 second cooldown. OW's mana cost is constant at 15 per cast. OW's cast range is approximately 350. The damage per cast of OW is 20/35/50/65/80 per cast, again not reduced by either armor or spell resistance. The purpose of OW is to kill heroes, period. It has no other function. Because the indicated damage of OW can't be reduced, it has one of the highest damage potentials in the game, and deals massive effects over time. 

Devour Magic = DM 
This ability is a Dispel/Heal aoe in one. DM targets an area and dispels magic effects in the area, as well as deal damage to summoned units. For each unit effected, DM sends a missile to the Warlock that heals HP. The AOE, amount Healed per unit, and damage to summoned units is increased per level. The cast range is about 350. The mana cost is 100 constant. The cooldown is 11 seconds. At Level 1, the AOE of DM is equivalent to Call Lightning. At Level 5, the AOE is equivalent to Monsoon. DM deals 100-500 damage to summons. It heals the Warlock for 15/30/45/60/75 HP per buff. DM is the Warlock's primary support skill. It has many functions that people seem to overlook or negate as important. DM can essentially be spammed nonstop in late game. 

Corpse Explosion = CE 
This ability is a circular area of set, physical damage. The cooldown decreases per level. It targets corpses automatically. CE is autocast as Raise Dead is. It targets the nearest corpse within its cast range of about 350. If a corpse is outside of range, you must move close enough and then cast CE. CE does 300 physical damage at all levels. This starts off terrific, and gets worse as the game goes on. Physical damage is reduced by armor. Spawns have an armor reduction of an average 15-20%. This means they take from 240-255 damage from each casting. The area effect of CE is 300 for half damage, and 200 for full damage. Cauterize has an AOE of 400 for comparison. Units upon the periphery of the AOE take 150 physical damage instead of 300. Again, the damage becomes reduced easily. This spell is used solely for spawn killing, as it doesn't hit buildings. The cooldown of the spell lowers from 9/7/5/3/1.5. 

The Red Death = RD 
This is the cream of the crop for the Warlock's abilities. Not only does it look awesome, but its NOW one of the most effective Ultimate abilities in Tides of Blood. RD summons a unit with an 800, rapid unit attack speed, twice per second. It lasts for 30 seconds. The cooldown lowers from 180/150/120 at level 3. Essentially, there is only a 90 second gap between each time Red Death can be cast. This makes it spammable like TGP, because once the RD is summoned, the Warlock can do his own bidding. The RD has no command buttons, but can be targetted by selecting the unit, then Right-Clicking on the target in range to attack. This will shift the spectre's aim. The RD deals 53-63 magical damage per hit to units. It attacks rapidly, dealing approximately 200 damage per second streaming. The attack has a chain effect which deals 50 damage, bounces 4 times, and has a 15% damage reduction each time. When the RD targets a building, it attacks slower, and with a 53-63 Normal Attack instead of Magic. 

SKILL BUILD 
Here is how your Warlock's abilities should be leveled. No exceptions. 
1) CE 
2) OW 
3) OW 
4) DM 
5) OW 
6) RD 
7) OW 
8 ) DM 
9) OW Maxed 
10) DM 
11) RD 
12) DM 
13) DM Maxed 
14) CE 
15) CE 
16) RD Maxed 
17) CE 
18 ) CE Maxed 

UTILIZING ABILITIES, IN-DEPTH 

Casting Corpse Explosion 
CE targets the nearest corpse within range. It becomes most effective to target the corpse you want to by standing on top of it with the hero and then casting. This is most effective mid and late game when many spawn corpses can make random CE castings miss. Early on, when there are only the small bunches of corpses, you can stand back, and cast CE. Since the corpses are fairly close, the AOE of CE will still encompass all of the spawn wave. Stand at a different angle to detonate a closer corpse. When facing an enemy hero early on in a lane, try to hit the hero as much as possible with CE, but don't focus on it. Cast CE solely for killing spawns. If the enemy hero is melee, wait till he attacks, then CE to deal damage. If its ranged, then try and detonate an archer corpse near the hero, this will damage some of the soldiers, all archers, and the ranged hero. In late game, you don't cast CE by heroes, so just use it again to monitor spawns. Never use CE to try and damage heroes late game, its damage is nothing compared to OW, plus it's inaccurate and not continuous. 

Corpse Explosion Early Usage 
Corpse Explosion is taken as the level 1 ability, because it's the most effective, appliable ability at level 1. The warlock should be in an expo lane (Expanded later). The warlock should be able to outlevel whichever allied hero he faces, or will level rapidly if no hero is there. Corpse Explosion should be cast at the first spawn wave, at the first spawn death. Then again each spawn wave. It can be saved on the 2nd and beyond waves so you cast it and ensure gold and kills, since corpses already litter the floor from the first wave. Early game essentially ends when the Lock is level 9. 

Corpse Explosion Mid and Late Usage 
Simply put, you DONT use this Mid and Late game. Well, almost. Use only for spawn control. If hunting a hero with allies, dont CE. If your just exchanging damage between enemies, dont CE. If you're by yourself in a lane seiging, then yes use CE ONCE to weaken spawns. Dont spam it, because seiging requires lots of spawns, and more time = more spawns. If you're about to seige the allied expo but none of their heroes are out in field, then yes use CE to damage their spawns and aid your push. Once an enemy hero appears, there is no CE, only OW. 

Open Wounds Casting 
Remember, open wounds can't be cast on units with full health. This can sometimes be annoying with intelligent ranged heroes. A good malf or jean will not let you hit him/her with CE or an attack, to make sure you dont get any OW's started. Once a hero doesnt have full mana, OW is fair game. At level 1, OW should not be cast. It's damage is too low for effectiveness. Cast CE instead for more damage to spawns, and melee heroes. If you're lucky, or the opponent is dumb, you can hit a ranged hero too. Lock can outlevel an inexperience DOTA Maiden, who picks her to rapid kill with pluck. When she runs up to spawns to do so, use CE to deal more damage than she does. This will prevent her from point blank Plucking early on. Once OW is level 2, use it. Use it on melee from afar instead of attacking. Use it on range to irritate. At level 2, many heroes deny OW's effectiveness, and just sit and take the 35 damage per second. In 5 seconds, you deal 175 solid damage! Eventually, the hero will have to back off, giving you the advantage of the push. If the melee ever comes back, continue OW. If the range comes back, continue OW, but dont let spawns attack you. Continue to use CE if you have the mana to wipe out enemy spawns. If your health gets low, in the low yellow/red, then go heal. Most of the time you don't have mana in early game, so might as well get that back and your HP. Heal instead of using a mana pot (Expanded later). 

Open Wounds Combinations 
OW is most effective in conjunction with the heroes DOTM/Scion/SH/Warden. Stun + OW is very powerful. 2 stuns + OW = nearly ensured death. For example, we'll use level 5 abilities. DOTM only, 
202 dmg (reduced) CTM on a hero with 4 seconds of stun. In those 4 seconds, you drain 400 HP via OW, 320 over stun, and 1 as the hero recovers and starts to run, or more if he just decides to stand there idiotically. This totals to 600 damage, not counting any attacking or regeneration. With the scion, you have 5 seconds of stun, and a 262 (reduced) dmg nuke. In that time, you can cast OW 6 times. This means 480 damage, plus the 262 = 742 damage, not counting attack damage or regeneration. With a duo combination of DOTM/Scion, you can have 8 seconds of stun (considering 1 second overlap), which means 464 combined nuke damage (reduced) and 9 OW casts is 540, totaling 1004 damage directly to HP. This combination practically ENSURES a death of Jean/Malf, leaving them with only a bit more than 200 hp, which can be destroyed easily with attacks. This combo also devastates Sashi/Leto/Maiden/Blm if they dont have Belts, they are left with 475 hp, which is easy prey for another cycle of stun. In conjunction with the SH, you have 4 seconds of stun, 400 OW damage. This does not include again attack damage/regeneration, and also this time possible PW damage per second. The damage by the mine itself is too tiny for me to care, because it is physical also. With the warden, you have approximately 3-5 seconds of reliable slow, allowing you to cast from 240-480 OW damage, plus 187 SS damage, and 112 (all reduced) poison damage over 15 seconds totals 539 damage minimum. This doesn't include possible Blade Barrier damage per second. Of course, you can have a combination of three or more of these heroes for basic ensured kills on any hero. A maximum of 11 seconds of stun (1 second overlap each) and 3 seconds of slow can allow 15 OW casts. Theoretically, you will deal 1200 damage w/o interference. This is enough to bring the Inquisitor down to 600 hp. OW is by itself the MOST effective ability to deal damage to the inquisitor, except maybe JEW, but that has a 4 minute cooldown. 

Devour Magic Casting 
DM is probably the most overlooked ability in TOB. It is so effective in many, many, many ways. It shines in late game, but can be used sparingly in mid or early game. It acts as a huge WON, a healing spell, and a buff dispeller. Very important things DM can devour include AMS to chase enemy heroes, Invisibility, Boots of the Sprinter effect. Devour magic not only benefits your team for a measely 100 mana, but in a way can waste the gold of opponents, making sprint/assassin boots, and ams/ animate dead scrolls practically useless. It also makes the Sorceress much less effective. DM doesn't need to be used early game, except to devour necesity buffs like AMS or slow or tangle for either escape or hero killing. The warlock just doesnt have the mana. With a Level 5 DM, the AOE is HUGE, equal to Monsoon!!! which you KNOW can cover a whole expo. Basically you can eat any buff on the screen, its hard to miss with Level 5 DM. Its cooldown is also shorter than that of most of the abilities that it devours, such as entangle whose cooldown is 14 seconds. The lock can literally make malf's roar and entangle useless. Also, Devour has two, sometimes three, purposes. Heal, dispell, and sometimes for damage. I will list the buffs, and tell you for which purpose you devour it. 

Daily Devourables 
I know you all love this list. Here it is again. These are the buffs or units that can be devoured for one of the three reasons. Starred buffs are particularly important. The list is broken into regular game/rr. As you will see, the Warlock can dominate his own team more than the Allies. 
Regular Game 
*AMS: Dispel---Devour to help kill. Heal---Devour allied AMS to speed up your regeneration. 
*Scroll of Protection: Heal---Average 4 unit wave + self = 375 heal. 150 gold, thus more effective than HP pot a majority of the time. 
*Slow: Dispel---Save ally/self from death 
*Invisibility: Dispel---Cast in area as soon as you see the sparkly effect, or a Boots of the Assassin used. MOT solves this issue if you/ally has gold. 
Polymorph: Dispel---But really, who actually uses this? 
*Entangle: Dispel---Break allied stun chain, very effective. Fast reflexes needed for this, and low lag. Low DM cooldown makes tangle useless. 
Roar: Dispel---Ruin his spell. Heal---Heal for massive HP. 
Blood Elementals: Damage---Elementals have 1350 HP at level 5, so only use it to kill them quicker at towers. Heal---Well duh 
Nala: Heal---Nobody is killing any 2100 hp nalas anytime soon with DM. 
Accipitrems: Damage---Birds have 1500 HP at level 5 ...wow. Heal---This is really why you use DM on birds. 
Iceforged: Heal---Free 75 hp for 100 mana, not cost efficient, but nevertheless effective when you have full mana but not full hp. 
*Boots of the Sprinter: Dispel---Cast ASAP as the symbol appears. 
*Crab Mutation: Heal---300 HP for 4 crabs. 600 for 8. Do math. 
Unholy Frenzy: Heal---Cast it on allies at fountain, DM to speed heal. 
Curse: Heal---Like a permanent Scroll of Protection 
Faerie Fire: Dispel---Make Mages pointless. Heal---Like curse, but now you have no shame in devouring enemy buffs. 
Scroll of Animate Dead: Damage---Like a 500 damage instant monsoon-sized nuke to those seiging undead summons, gg. 
Random Race Games 
Cripple: Dispel---Save allies 
Unholy Frenzy: Dispel---Make Necros useless 
DR Skeletons: Damage---Skeletons have 540 hp at level 5, this leaves them on the brink of extinction. Heal---DR likes to mass Skellies, so lets say an average of 10 skellies = 750 hp heal. 
Galvanize Beetles: Damage---They're supposed to have 510 hp at level 5, but they dont. Use this for INSTANT KILL. Doesn't work on burrowed. 
Pain Wards: Damage---340 hp at level 5, INSTANT KILL. 
Ethereal Mines: Damage---200 hp INSTANT KILL. 
Crabs: Damage---450 hp at level 5 INSTANT KILL. 
Crab Mutation: Dispel---Yes. Heal---Combined with crabs is 600 heal. 

If you get the Warlock in a RR game, you're in for a treat. 

The Red Death Casting 
You get RD at level 6 to cast it at level 6. RD must be spammed ALL game. Why? WHY NOT! It deals a bloody 800 damage to towers. 500 to Castles/Keeps. 1000 to vault! The reason its so good is that it doesnt require channeling. Cast it, aim it, and walk away. Cast it at level 6 to weaken a tower of the expo. Three minutes later, it comes again, then again. A tower is dead after 3 RD's ensured. This will force the other side to get workers to repair, thus using their gold, and all you use is mana. RD needs to be spammed all game. 

The Red Death Targetting 
Though RD is ideal for seige, it's even more ideal for Hero Killing. Actually, RD is used best when you can do both. In late game, you want to kill Heroes with RD first before hitting towers. An expo with no heroes is easier to kill than an expo with one less tower. 
RD Early Game 
At level 6, RD needs to be cast on an expo tower. Thats the whole point of getting it at level 6, so you USE IT! This early on, just focus on the tower alone. It could be possible to kill a hero with it if he's already weakened with OW, and would have to run past RD to the fountain. Running past RD suffers 600 damage over 3 seconds, likely more. Cast RD again asap on the same tower. 
RD Mid Game 
When Lock is level 9, he is in the middle hero killing. I prefer to not use RD during the Hero Killing phase. You most likely would have to use it in the middle of the lane, thus wasting its duration potential. Its not likely that an enemy hero will stand in RD for its full 30 seconds. The time that RD stands just floating there is a huge waste. Its </3ing to watch a wasted RD. A good oppurtunity to use RD, would be when the allied heroes are fighting at the ramp up to their 4 towers. Run past them, and cast rd in range of the towers, but focus on the hero first. With this scenario, the hero can either run TOWARD enemy lines and get focus fired, or run past RD, which would take approximately 5 seconds since its at the ideal placement for distance, which also means 1000 damage. Once the hero is taken care off, the rest of RD can be used to weaken a tower. 
RD Late Game 
At Level 3, there is only a 90 second gap between potential RD's. This is like TGP. So what? So you spam RD. In late game, I'm more lenient to using RD for only partial duration, since its cooldown is so low. This means in late game you either use RD for defense or seige. 

Placing Red Death 
When seiging, you want to place RD down ASAP. In the top expo, run to the bottom ramp, and cast RD slightly to the left of the Fountain. This makes it so that RD range covers ALL of the expansion. Of course, target a hero first. Use OW CONSTANTLY in conjunction with RD. This means 280 DPS. Even at a fountain, the Hero's life plummets quickly. A dumb hero will stand there and believe he will survive 30 seconds of 280 DPS. Well, nobody can... Unless there is a Jean and Malf. A combination of Cauterize/Rejuvination/Fountain will overcome RD's damage. Two by themselves will not. Malf cannot juv everyone, so target a hero not being effected by the three healing factors. If the enemy heroes flee or die off, then RD can be used to further weaken towers. RD is the clutch for UD seige. Oh yea, on bottom, place RD on top of the second arrow tower. Once both frontal arrow towers are gone, place it between the cannon and keep to cover most of the expansion. 
When defending, you can either FEND OFF or STOP a seige. To fend off an oncoming seige at the top expo, place it at the UD side of the bridge. This will kill off spawns rapidly. No spawns = no seige. This will also make the enemy heroes fear to go further. On the bottom, place the RD slightly to the right of the main entrance ramp, since thats where the spawns come. 
To stop a seige at the top expo, place RD to the left of the Nerub and target the weakest hero. To stop a seige at the bottom expo, place RD just north of the nerub and again target the weakest hero. Remember, combine RD damage with OW. 

Ok this break in my strategy has made me lose stream of thought. 

Anyways, moving on to items. Follow the instructions, in order, all game. 
ITEM SET BUILDING 
I will make some options in this section, a necesity build, a growth build, and an item whoring build. I will expand on usage afterwards. 

Necessary Items 
1) Boots of Speed - 400 gold 
2) AMS - 75 / 200 gold 
Total - 475/600 gold 

Average Build (Includes Necessary) 
1) Pendant of Mana - 1000 gold 
2) Sobi Mask - 400 gold 
3) Scroll of Protection - 150 gold 
4) Scroll of Protection/ManaPot/Sobi/RoR - 150/150/400/200 gold 
Total - 1550 + 475/600 + 150/150/400/200 gold 

Item Whore Build (Includes Necessary) 
1) Belt of Strength - 1500 gold 
2) Frost Wyrm Shield - 3500 gold 
3) Pendant of Mana - 1000 gold 
4) Scroll of Protection/Mask of Truth - 150/1350 gold 
Total - 6150/7350 + 475/600 gold 

Item Expansion 
The BoS and AMS are obvious givens. AMS must be refilled as much as possible, but don't bother running down from an expo to get another one when you're seiging or about to be seiged. I prefer the 75 gold Singles, and usually buy two if I have the room, just to pinch pennies. Also refill Mana Pots or Scrolls as much as you can as well. The Lock is one of the few heroes that doesn't need a WoN, obviously because of DM. A Pendant of Mana and Sobi mask are near necesities as well. People might believe the Lock doesn't need that much mana, especially at level 18, but they are mistaken. Assume the Lock never casts CE again, and casts OW constantly on enemy heroes. OW will be a slow degeneration of mana for the Lock, which can be somewhat managed with a Sobi. As for the rest of his mana, DM spamming will quickly drain it away. DM can usually be cast at each cooldown, thus taking 100 mana per 11 seconds. This doesn't include RD, which would be instantaneous 2 DM's. With the Locks 885 pool, he can cast RD, and from 4-5 DM's based on the amount of OW's. The purpose of a pendant is to allow the Lock to stay in field longer with his allies, and not suffer from Smite as much in late levels. 
As for item whoring, the Belt is for more HP, the Frosty is to resist damage, the Pendant again, and the MoT is if they spam invisibility. You COULD get a Blinky, but Lock doesn't have much use for it except for escaping like any hero, or getting in 3 more OW's. Other items are a waste of money. I basically never whore items on Lock anyways. Spend the items better on towers and upgrades or mercenaries. 

Hero Leveling Phase Overview 
Pick the Warlock. Buy a Mana Pot/AMS with the money you have. Immediately run to either the top or bottom expo, the top is favorable for its simpler Expo Design, making RD seige more efficient. Cast CE once a spawn wave. Go to the fountain to heal mana, but don't when you have full HP, because then its a waste. Don't use your mana pot. The reason you get the mana pot is so you can make an early hero kill, such as a CE followed by a couple of OW's that the enemy doesnt expect. Early on CE does quite a fair amount of instant dmg to heroes. Do not use OW level 1. At level 2, use it from afar on melee heroes. And irritate ranged heroes with it. If they have full life, attempt to get them in range of a CE, then OW, or even try and attack the ranged hero (not dash cunning, but works). Keep using OW to weaken the hero, or force him/her to keep backing off the spawns. This is the time when the Lock is always zero on mana, but don't use the Pot unless you can kill the enemy hero ensured. Use RD ASAP on a tower, or an ensured hero kill + tower combo. DM has less use early on. 

Hero Killing Phase Overview 
Once the Lock has Level 4-5 OW, (Hero Level 7/9), move into the middle lanes to help kill heroes. Use RD sparingly, do not waste it. The Lock is very compatible with the DOTM/Scion/SH/Warden, but still effective with any hero. Spam OW constantly, start using CE less to conserve mana. Use it only if you're pushing back a large spawn wave. 

Expo Wars Phase Overview 
Spam RD nonstop for either Expo defense or seige. OW should usurp the role of your attack. DM should be spammed for high health at all times or dispelling or damaging summons. CE is not used anymore unless for reasons stated earlier. Keep Consumables plenty, build a Witch tower for safety, plus Witches own by themselves. The Lock shouldn't be high priority on Allies hero killing, above him include SH/DR/DOTM/Scion. Devour Tangles if they have Malf, not only off yourself, but everytime it is used. DM needs to be used frequently to maximize its efficiency. The Lock shouldnt be the hero that solo's by himself to take the other expo. Pair him up at least to split the expo war in half. Otherwise, he belongs with the main group. Solo heroes should be the Pirate/Pory/DR. 

Hero Compatibility 
Working with the Warlock, split from Regular to RR. 
Regular Game 
Jimmy: Fair. LITC/OW not excellent, but effective. Jimmy can be the meat so you can CE safely, but if its just you two, heroes will focus on Lock first. 
Pory: Good. Detonate + CE spawn killing. OW + Locust for DoT. A combo of RD and Antavahni in late game is VERY effective. Enemies will focus on Lock first. 
Pirate: Fair. JRH and OW, like LITC. Not much else. Effective seige combination with Quicksand and Crabs, RD fending off heroes. Pirate and Lock are both equal here in priority for killing. 
DR: Fair. Silence + OW is deadly if there is slow or stun involved. Life Drain OW combo nice as well. Enemies will focus DR first. 
SH: Excellent. Mines provide stun. Combined PW and OW damage is very powerful. BBV also works well in seige with RD to fend off heroes. Use heal wave on RD if Inq is about to kill it. Enemies will focus SH first. 
Warden: Good. SS provides slow. OW and BB combined damage is quick to kill heroes. Enemies SHOULD focus on Lock first. 
Scion: Excellent. CL and Cavea with OW is deadly. Throw in a Tornado and RD in seige or defense is even better. Enemies focus on Scion first. 
DOTM: Good. CTM stun, Grav slow for more OW. CTS is useless, but i guess can accent RD power. Enemies focus on Dotm first. 
RR Game 
BR: Bad. Nothing works with the BR. 
Leto: Fair. Not many combinations, Bindu OW? RD TGP? Enemies focus on Warlock first. 
Sashi: Excellent. Wind for stun, and then overlap Fire and OW damage for rape. Enemies focus on Sashi first. 
Cow: Excellent. Slow, Stun. Works very well when you Moove a hero under RD, then slow him. Enemies focus on Warlock first. 
Maiden: Fair. Pluck + OW? Maiden and Lock are equal priority, but the Lock is easier to kill since the Maiden is much more agile. 
Inq: Good. Purify and OW is a nice combination. Obviously the Lock will be focused on first. 
Malf: Bad. You might accidently devour tangle. But OW and tangle is ok otherwise. Monsoon RD isnt THAT great. You can Rejuv the RD gg. Enemies will focus on Malf first. 
Jean: Good. Flare RD is 1600 damage to a tower, add in a Wake and its an assured kill for most towers. 
BLM: Fair. Wake and OW? You cant devour friendly spawns. TOB and RD is ok, but BLM doesnt get to channel TOB on towers much. 

Anti-Warlock Tips 
Well, if you're against a good Warlock, you probably want to know how to get rid of him as well. Here are some good ways to fend off, nullify, and overcome the warlock. Again for Regular and RR. 
1) Stun chain. Wind, Moove, Purify, Tangle. (Tangle for last, since it can be devoured.) Its not too safe to use tangle/moove since it's so easily dispelled. Focus damage is good on any hero. 
2) Slow: Mad Cow cant be devoured, neither can Purify. AMS cannot dispel Mad Cow either. 
3) Wake: The Lock isn't high in hp, try to hit him with wakes as much as possible, but focus on the caster/healers first higher in priority. 
4) Purify RD: You cant kill RD with purify, even though it has 1000 hp, and purify does 500 damage. Its because RD regenerates HP (intended?). Three Purifies means 26 second lapse of cooldown, which means RD is practically over anyways. Just use it to stop RD's raping your expo for about 3-5 seconds. 
5) Always have AMS: Even though it's easily dispelled, the enemies finger might have arthritis or something, always use it just to be safe. An HP pot might work just as well or better. 
6) Smite: Smite owns all casters. 
7) Avoid OW: This means have FULL hp as MUCH as possible. 

The Do's and Don't's Against the Warlock 
DO carry AMS, incase the Warlock is slow or retarded about DM. 
DO have full HP as much as possible, avoiding OW. 
DO avoid CE early game, anticipate cooldown and back off corpses. 
DO carry HP pots when possible. 
DO carry Blink daggers if possible. 
DO NOT focus on Warlock first, stunners and healers are more important. 
DO NOT approach a duo of Lock and a stunner/slower alone. 
DO NOT cast scrolls of animate dead or scrolls of protection. 
DO NOT send Elementals OR Nala OR Accipitrems chasing after the Warlock if he runs with low hp. 
DO NOT cast Roar. 
DO NOT build a Mage tower. 
DO NOT stand in Red Death. Even at the fountain. Get out of its range, or have BOTH malf AND jean heal you. Unless you're INQ. 
DO NOT waste speed or invisi Boots near the Warlock. 
DO NOT stand in OW while healing with Caut or Rejuv. OW owns them.
