
TIME SINCE THE HUNT BEGAN
green = fixed

I don't care about this game 
anymore

this spreadsheet is no longer edited
and represents a snapshot of the 

state of the game

but actually who cares

5 years,
 11 months, 

24 days, 
7 hours, 

50 minutes,  
18 seconds

(helper cells)
the hunt began on the date and time right now
16/11/2018 16:00:00 09/11/2024 23:50:18
(this is the time the 2019 sneak peek was released which is probably when they started to give a fuck?)









Champion

Androxus
Reversal deals 0 damage 
at point blank but procs 
card effects

Androxus ult munches if 
activated at the end of a 
dash and cannot be used 
until death

Moving against an 
elevated corner without 
holding spacebar (in 
corners where it lets you 
do this without falling) 
causes the model to 
desync and fall to the 
ground while the player 
never falls

Your movement will briefly 
stop if the Nether Step 
timer expires

The first Nether Step per 
life / per round always 
triggers Sleight of Hand 
regardless of ammo count

Reversal can absorb some 
shots like Sha's explosive 
arrow from the front but 
also let them go straight 
through at the same time 
(different from the typical 
situation where reversal 
doesn't absorb anything 
and gets you hit) [1]

Power of the Abyss does 
not activate when 
destroying a shield

Reversal visual effects 
sometimes persist until 
reversal is used again, 
blinding its user [2]

Androxus has no postfire 
after Reversal and his 
Ultimate with the Cursed 
Revolver talent

Reversal sometimes lets 
shots go through it [3]

Stuns and cripples don't 
interrupt dashes anymore 
since they implemented 
input-queueing on dashes

Ash
Ash's shield will deploy 
behind her if placed on 
stairs

Ash's shield will 
sometimes deploy inside 
walls and begin riding up 
the wall

Shoulder bash will pass 
through walls, and cause 
the player to rubber band 
to their real location which 
is in a physically 
impossible location from 
where the bash started (try 
bashing left through the 
timber mill portals over 
point)

The stun zone of Assert 
Dominance can detach 
from Ash and be displaced 
if affected by a knockback 
while using it (that's my 
guess) [4]

Assert Dominance's visual 
radius is smaller than its 
effective radius [5]

Shoulder Bash will hit 
targets touching Ash from 
an angle other than in front 
of her

Ash ult can stun banished 
targets

Atlas

Chrono cannon can 
charge a full shot but do 
the damage that a single 
uncharged pellet will do

Second Chance is not 
affected by cripple

Atlas can sometimes go 
invisible (he only has a 
nameplate) after using 
Second Chance

Setback will fire even if 
stunned during it [6]

Setback card effects 
(ammo on hit, lifesteal on 
victim) apply to targets 
who were CC immune to 
the ability and didn't 
rewind

Projectiles will hit players 
standing very close to a 
Stasis Field instead of 
being deleted  [7]

Second Chance does not 
cleanse any stuck Sticky 
Bombs

Wrecker and Bulldozer 
always assume the gun is 
dealing 60 damage 
regardless of how charged 
the gun is, resulting in 
massively reduced effects 
from these items

Deja vu allows you to 
affect targets that should 
otherwise not be able to be 
setback, including 
banished enemies, and a 
countering Zhin from the 
front

Setback can be broken out 
of by attempting to jump 
forwards while rewinding; 
this returns all control 
except movement to the 
player [8]

You can sometimes shoot 
while being setback (may 
be related to the previous 
bug)

Unstable Fissure instantly 
kills shields that it hits [9]

Second Chance can end 
inside of map geometry if 
the destination has an 
Impasse placed over it [10]

Using Second Chance 
while void gripped desyncs 
Atlas on his POV

Atlas's shield can munch 
[11]

Setback without Deja Vu 
can rewind multiple people 
if they stand close to each 
other [12]

Exile's first charge will 
munch if fired too soon 
after the ult pre-fire with no 
ult charge lost but you 
cannot fire your third real 
shot [13]

Barik

Barik turrets will apply a 
fake, permanent reveal 
debuff to the person they 
are targeting at the 
moment they despawn due 
to barik dying

Turrets will grant Kill to 
Heal bonuses to enemies 
that kill them despite them 
not being players

Flamethrower turret stops 
acquiring new targets and 
fires in the same direction 
after its target dies from 
any source

Bowling Ball will only reset 
the shield duration and not 
the shield health if applied 
again while the first 
activation is running

BK
BK bombs will sometimes 
do 0 damage, most often 
when they are direct hits

BK bots are incapable of 
detonating their bombs

Grumpy bomb can skip the 
projectile traversal and 
instantly teleport to where 
it would land (but the 
explosion is delayed for as 
long as the traversal would 
take) [14]

Poppy bomb will 
sometimes munch and not 
knock you back if you 
mash the button

If you stick someone with a 
bomb, then they get a 
personal shield, then you 
detonate, Chain Reaction 
will proc from a single 
sticky

King Bomb snapshots 
movement speed bonuses 
the moment the ult begins 
moving, and will not 
update when those 
bonuses expire (most 
noticed with Shock and 
Awe 5)

An ulting Imani can only be 
stuck by one bomb at a 
time, any others will 
disappear completely [15]

Sticky Bombs stuck to 
spawn doors never deal 
damage even to players 
that are not inside the 
spawn

Cosmic and Obsidian 
skins make you blinding 
white when in game

Grumpy Bomb can stun 
banished targets [16]

Sticky Bombs explode on 
contact with Damage 
Immune players or players 
with Personal Shields 
(prevents proccing chain 
reactions)

Buck
Buck Wild applies its 
effects before the ult 
charge is consumed, and 
its effects also stack

Stacking Buck Wild more 
than three times crashes 
the game as it tries to fire 
with a negative fire rate 
(Buck Wild just subtracts a 
number instead of 
multiplying which is why it 
goes negative)

Bounce House ignores 
Resilience but does not 
ignore CC immunity

Buck ulting and holding left 
click causes your ammo to 
be stuck at 3, unable to 
reload, and ammo regen 
will not work until you 
shoot again

Jumping the frame that 
you land after a Heroic 
Leap causes the leap to 
continue until you land 
again (and also causes 
animation bugs?)

Trying to reload with 0 
ammo and using Buck ult 
forces a reload at the start 
of Buck ult

Bounce House interrupts 
several mobility abilities 
whereas other knockbacks 
do not interrupt them  [17]

Buck ult can begin firing 
shots that register hits far 
later than the visuals 
dictate

Buck T-poses if you rapidly 
switch between default 
and buck wild in the 
champion menu

Bully does not take 
damage dropoff or 
damage immunities into 
account, only pellet dropoff 
(which is trinary: 0, some, 
or most), and will give 
huge amounts of lifesteal 
at very long ranges

Bounce House can knock 
up banished targets

Bounce House doesn't get 
blocked by Deployable 
Shields but it gets blocked 
by Reversal

Cassie

Onslaught does not take 
damage immunities into 
account and can be used 
on immune targets to gain 
lifesteal from shots that do 
no damage

Using Scout when an 
allied Maeve has their 
Midnight active will reveal 
your team to the enemy

Hitting someone with 
Disengage drops the 
bonus damage from 
Exaction

The "Revealed" debuff 
icon from Cassie ult 
doesn't show how long the 
reveal lasts

The game stutters/lags for 
1s after using Scout

Dredge
Dredge’s portals cant be 
used if you have ultimate 
level CC immunity

WEIGH ANCHOR LAND 
TRAVEL everytime you 
mount/dismount from the 
alpha speeder + when 
chickened

Shortcut can be used to 
endlessly lock out a 
teammate by placing new 
portals as your teammate 
travels through them 
(since placing a new portal 
resets the internal 
cooldown for teleporting)

Crow's Nest gives Dredge 
100% air control at all 
times as long as the card 
is in the loadout

Shortcuts do not render if 
you are too far away from 
one, and this will cause a 
shortcut that is traversible 
to appear intraversible 
(closed instead of open)

THE FUCKING KRAKEN 
DOESN'T FUCKING GO 
WHERE YOU POINT IT 
THIS CAN'T BE ANY 
MORE CLEARER THAN 
IT IS

Holding RMB while exiting 
a shortcut, or exiting an 
emote, will cause you to 
fire less than 3 broadside 
projectiles

Harpoon can munch if 
used straight after an LMB 
[18]

Shortcut can be placed 
inside your spawn room if 
you begin placing it just 
outside of the spawn 
doors, then move inside 
them

Expansive Vault (and 
presumably Haul on the 
Bowline)'s timers begin 
slightly before the player 
regains control, which 
means the durations 
displayed on the cards are 
inaccurate

Chronos doesn't affect 
Shortcut's 10 second 
teleport cooldown but it 
affects the 1 second portal 
placing cooldown (not 
what the user wants)

Buying Chronos with Hurl 
causes Harpoon to be 
delayed slightly after every 
use

Hitting a Harpoon at the 
right angle into an enemy's 
legs straight into the 
ground behind them with 
Abyss Spike doesn't create 
a harpoon where it lands

Dredge throws his reload if 
he is reloading while 
stunned

Harpoon can pierce walls 
[19]

Dredge becomes blinded 
by particles that stick to 
the player such as any 
burn effect, maldamba 
heal...

Hitting a Harpoon stops 
your momentum if you are 
running Abyss Spike (This 
includes hitting wallls)

Drogoz

Normal rockets can 
sometimes do salvo 
damage (250 damage) 
instead of normal damage

Using spacebar a split 
second before touching 
the ground as drogoz 
causes him to rise to the 
skybox (the moonjump 
bug)

Combustible sound plays 
every time your health 
updates or you perform an 
action (with a minimum of 
about 1 second between 
any sounds) if you were hit 
by combustible this life

Drogoz rockets 
(dreadhunter weapons) 
can sound like salvo 
explosions instead of 
normal explosions

Drogoz rockets and spit 
can get stuck on corners at 
very specific firing angles

Opening the scoreboard 
while using boosters will 
force the boosters to keep 
going until you hit 
spacebar again

Using thrust when 
touching a rooftop will 
cause thrust to suddenly 
stop

Fire spit's damage 
increase debuff increases 
damage taken from all 
sources and not just 
drogoz

Fire spit will apply its 
damage debuff effect on 
targets that are immune to 
all harmful effects

Activating salvo just after 
getting a full reset via 
Spitfire can sometimes 
play the salvo loading 
animation but not set your 
gun into salvo mode

Having salvo loaded and 
being automatically 
mounted by the game 
causes that salvo to 
disappear, whereas 
mounting manually retains 
the salvo

Being knocked back while 
airborne will not return full 
control of your aerial 
movement until you land

Booster sound of Dragon 
Punch is silent on all 
Drogoz skins except for 
Abyssal Lord and DZ-03 
Draco

Evie

Picking wormhole, blinking 
once, then switching off of 
wormhole causes the 
infinite blink bug where the 
second variant of blink 
(that has no cooldown) is 
now the Q skill until you 
switch back to wormhole 
and try to blink

It is possible for Evie to 
generate no blink trails for 
the rest of the game 

Ice Storm's effects can 
persist infinitely without 
any particle effects 
(extremely rare bug with 
no known repro) [20]

Blink sometimes moves 
you to the same place you 
are standing in

Evie bots can jump in Ice 
Block and shoot instantly 
after exiting Ice Block

Ice Block model can 
sometimes persist after 
Evie exits Ice Block and 
move with her

Fernando

Furia

Wings of wrath projectiles 
will sometimes seek 
nothing, or oversteer into 
walls

FORWARD VENGEANCE 
RISES everytime you 
mount/dismount from the 
alpha speeder

Kindle soul will munch if 
the target leaves line of 
sight just after attempting 
to cast it on them 
(reportedly fixed earlier)

Solar blessing beams will 
sometimes pass over 
friendly targets

Pyre Strike beams 
sometimes become 
invisible apart from the + 
signs from Solar Blessing; 
alternatively the beam 
visuals are delayed from 
the hitbox [21]

Fire Siphon's healing does 
not show on the received 
healing indicator and is 
uncautable

Grohk

Grohk mastery emote 
cannot be bought from the 
store even if you meet the 
requirements

Tempest can be locked out 
until death if interrupted 
just before it activates (this 
might affect every ult in the 
game but i've only seen it 
on grohk so far) [22]

You cannot place a totem 
while mid-air, even after 
the totem was given a 100 
unit range and can be 
placed on surfaces way 
higher or lower than you

Shock pulse can travel 
through certain walls, 
observed on Jaguar Falls 
and Brightmarsh so far 
[23]

The LMB's gradully 
increasing damage 
mechanic also ramps up if 
you use your staff to heal 
with Spirit's Domain 

Grover The vine crash

The healing indicator only 
accounts for the base 
healing radius and does 
not extend with Verdant 
Expanse

Using vine in some 
specific ways can cause 
Grover to bounce toward 
and away from his 
destination infinitely [24]

Crippling Throw isn't 
affected by Resilience Pick Up card doesn't work

Imani

Using imani ult just before 
the game ends causes you 
to be stuck in hell with no 
arms until you close the 
game (alternatively you will 
be stuck in dragon form 
unable to move or do 
anything but press E; 
either way you are 
softlocked and must close 
the game)

Imani can fire 3 full 
damage fireballs if landing 
a fireball 2 ticks away from 
full mana inside a mana rift 
and mashing left click (the 
clearcast buff sets your 
damage to max regardless 
of the charge time, 
but the second fireball 
doesn’t consume 
clearcasting, then the third 
one consumes 
clearcasting)

Imani can fire a frostbolt 
from the dragon’s camera 
if she is holding LMB when 
the dragon dies (which is 
literally all of the time)

Chronos does not reduce 
the cooldown of frost bomb

Imani gains permanent 
wallhacks through death if 
imani summons her 
dragon during cassie ult, 
and cassie ult expires 
when the dragon is still up

Imani’s dragon will 
sometimes not melt away 
and will stay in the air until 
it sinks into the ground

Imani bots are incapable of 
using the fireball

The dragon's range 
dropoff starts very close, 
picks up, then drops off 
again very far 
(intentional?)

Using inferno cannon to 
interrupt frostfire glide 
causes a player location 
desync where the visible 
model drops to the ground 
while the hitbox stays 
floating

Frost Bolt and Pyreball are 
not mitigated by blue items

Mana rift displays 25 
healing a second in game 
but does not restore any 
health

Imani has no visible 
nameplate or health bar 
while ulting [25]

Fire LMB causes FPS 
drops in the same manner 
as sha lin's LMB

Inferno cannon will be 
munched if used straight 
after hitting a fireball on 
somebody

Sometimes the dragon will 
be unable to go down and 
can only go upwards

Mana rift has no icon on 
the scoreboard

Being hit by a Frostbolt will 
not displayed the 'slowed' 
debuff on the screen, but 
will play the slowing sound 
effect

Frost Bomb can desync 
much like Willo's 
Seedlings, and appear to 
explode far earlier than it 
actually lands

Inferno Cannon can 
activate, do no damage, 
then its floating physics 
can linger after using it and 
cause the player to float 
around and be unable to 
fire for about 20 seconds 
[26]

Pyromania converts all 
Pyreballs into blast 
damage rather than just 
the ones that benefit from 
the effects of the talent

The dragon can buy its 
own items from the 
player's credit total and 
most of the items work, but 
the items are gone when 
the dragon dies

Imani can fall off the map 
while controlling her ult 
and the player will get 
credit for killing themselves 
[27]

The camera will 
sometimes fail to go back 
to Imani's perspective after 
the dragon dies [28]

Frost Bomb can root 
through shields

Inara

Inara’s Summit card is 
affected by her own 
sources of CC reduction 
and immunity whereas 
other self-knockbacks are 
not affected

Attempting to place an 
Impasse while aiming 
through another Impasse 
will force the wall to be 
placed at maximum range, 
including in illegal 
locations such as 
underneath the map [29]

Crippling someone with 
Treacherous Ground who 
has already been crippled 
will refresh the cripple that 
is on them and will not 
apply its own cripple 
afterwards [30]

Io Io can catch banished 
players with her ultimate

When Io "dies" with the 
Sacrifice talent she can 
interrupt the dying 
animation by shooting. 
This allows her to finish off 
enemies while being 
damage immune for about 
2s.

Luna can get healed while 
she stands in dead zone

If there are 5 teammates + 
Luna on the capture point 
the capture point progress 
will stop 

Luna can't get damage 
reduction from Io's talent 
"Goddess' Blessing"

Healing made by Luna 
doesn't count towards the 
total healing on the 
scoreboard. It also 
probably doesn't contribute 
to ult charge and credit 
gain from healing.

Spirit Arrows also reduces 
the cooldown of the initial 
deploy of Luna (the 18s 
cooldown) on top of it's 
intended effect of reducing 
the cooldown of redeploy 
(the 8s cooldown)

Luna receives increased 
damage from Headhunter

Moonlight cannot heal 
through Atlas's Stasis Field

Luna is affected by the 
antiheal from Tyra's Fire 
Bomb

Goddess's Blessing grants 
25% damage taken debuff 
instead of 25% damage 
reduction buff.

Luna has no visible health 
bar and outline until you 
attack her

Crescent will not proc if Io 
is under the hp threshold 
when the internal 
cooldown ends until she 
takes damage

Sacrifice will not proc if Io 
is stunned or polymorphed 
or if she dies to Ash ult, 
Lex ult or Street Justice

Io's ultimate can cause 
affected players to get 
stuck in a wall [31]

Io can heal through Inara 
Impasse

Friendly Atlas Stasis 
Shield stops Begone

Io ult can be avoided if you 
dash into it [32]

Luna doesn't get blinded 
by Midnight

Io becomes blinded by 
particles that stick to the 
player such as any burn 
effect, maldamba heal...

When repositioning Luna, 
the selected area becomes 
solid to everyone during 
Luna's travel time

Luna can get healed by 
Ying's card "Fracture"

Enemies can't see when a 
player is being healed by 
Io (the arrows)

Luna can stun through 
walls

Jenos

Jenos will see marks on 
teammates when they 
have no mark applied, 
almost always happens 
after a death

Falling Star sometimes 
fails to proc even under 
the correct conditions

Void Grip can go on 
cooldown without applying 
its effects if the victim 
breaks LoS at the right 
moment (but it is possible 
to grip someone who isn't 
in your LoS...)

It is possible to retain the 
impulse given by an 
enemy knockback during 
the ultimate where you 
should be spacially locked, 
which moves the ultimate 
hitbox along with the 
player but not the visual, 
by being knocked back in 
the split second between 
ulting and being given CC 
immunity

Void Grip's damage and 
duration are both affected 
by resilience so Void Grip 
will only do one tick of 
damage at 10% of normal 
damage when used on 
someone with resilience 3 
(torvald's nullify is affected 
only in its duration)

Void Gripping a target 
shortly before they 
become untargetable 
cancels the grip but Jenos 
does not regain control

If a void gripped player 
gets bounced out off the 
grip by a Bounce House 
Buck early in the grip 
animation he will be free to 
move but Jenos will not 
regain control

Jenos bots can move in 
their ultimate

Voide Gripped players 
cannot chose which 
direction they wanna dash 
in by pressing directional 
keys

Khan

If a victim of khan ult is 
dragged through a corner, 
their hitbox disconnects 
and goes... somewhere, 
and the victim appears to 
be ethereal

If Khan ult hits a shield it 
will count as a hit and khan 
will be completely locked 
in place unable to act until 
he dies

Khan ult sometimes works 
but then khan will be 
unable to throw or move 
their victim but he can 
shoot...

...or he won't be able to 
shoot  [33]

Commander's grab will 
sometimes not play any 
animation or switch to third 
person [34]

Commander's grab will 
sometimes attempt to 
grab, but will brush off of 
someone and cause you to 
be stuck in the animation

Ulting a CC immune target 
causes the victim to be 
stuck in a grabbed pose 
and will cause the rope 
glitch while in third person

Other players will hear the 
khan ult line late resulting 
in impossible grabs 
connecting? [35]

If the Overpower victim 
dies from another source 
of damage while being 
held, you must attempt to 
throw them (which will do 
nothing) to exit the ult 

If the Overpower victim 
dies while being pulled 
towards Khan's hand, 
Khan will be unable to do 
anything [36]

Khan can sometimes 
move while the victim is 
being pulled towards his 
hand  [37]

Khan can sometimes 
commander's grab 
untargetable players, 
usually soon after they 
enter the untargetable 
state

Khan can't wall jump when 
holding someone with his 
ultimate

Kinessa

Kinessa’s teleporter will 
cancel if you fire at any 
point during the teleporter’
s travel time

Kinessa can still somehow 
apply reveals with her 
shots?  [38]

Switching to third person 
camera while scoped 
zooms out the scope

Teleporter can go through 
several seams of several 
maps including into 
killplanes

Killing Kinessa while she 
has an active oppressor 
mine ticking on you will 
destroy the mine but not 
stop the DoT until you die 
[39]

Using Transporter no 
longer generates trails 
along the teleporter path

Affecting 6 targets with 
Opressor Mine with 
Octorppressor 5 crashes 
the game

Restore procs when 
Kinessa has full health

Koga
Stunning koga while he 
wallclimbs forces him to 
keep wallclimbing

If khan ults koga while he 
wallclimbs he will fall 
through the map and die 
from the killplane

The innumerable cases 
where koga’s abilities will 
munch

Dragon Fangs sometimes 
doesn't cost any health (or 
costs a very low amount of 
health)

Agility cannot be used 
while crippled, but being 
crippled during Agility does 
not end the skill

Skewer can rubber-band in 
similar scenarios to 
Shoulder Bash

Trying to ult in Dragon 
Stance switches back to 
SMGs and doesn't activate 
the ultimate [40]

Lex
If lex kills his bounty, 
anyone who got an assist 
on the bounty receives the 
full bounty reward as well

Lex slide sometimes snaps 
your aim in the completely 
opposite direction when it 
ends, more often during 
the end-of-round 
slowdown [41]

Sometimes a shot made 
during combat slide does 
not count towards Wicked 
Don't Rest (but it does in a 
no-lag environment)

Dying will sometimes paint 
someone with a 
permanent, map-wide 
reveal that persists until 
that person dies; this is not 
mutually exclusive with the 
normal reveal caused by 
being a bounty, and this 
can apply to many people 
if you die a lot

In Pursuit targets the 
closest enemy rather than 
the enemy nearest to your 
crosshair

The first Combat Slide per 
life / per round always 
triggers Requip regardless 
of ammo count

In Pursuit only fires 4 
bullets instead of 6 if used 
immediately after firing 
with Death Hastens

If you pick a talent that is 
not Death Hastens then 
activate In Pursuit then 
quickly switch to Death 
Hastens when In Pursuit is 
active will cause you to 
keep 12 bullets until you 
die or the round ends

Lex with Death Hastens 
can get into a state where 
he has 6 bullets but keeps 
the default fire rate. In this 
state only every second 
shot will deal damage but 
every shot will consume 
ammo.

Resilience reduces the self 
slow from Lex ult

Lian

Eminence bugs out (by 
only doing 800 damage 
irrespective of range) in 
VERY SPECIFIC 
situations involving the 
enemy strafing (as of yet 
undetermined)

Valor will sometimes miss 
targets that can be seen 
partially but their center of 
mass is not visible [42]

Delete Valor [43]

Enlightenment no longer 
grants immunity from 
instant kill mechanics, and 
suffers diminishing returns 
with blue items, making it 
fall below 100% damage 
reduction [44]

Killing Luna with 
Enlightment refunds 50% 
ult charge

Maeve
Nine Lives shows its 
animation but does nothing 
(reportedly fixed earlier)

The street justice indicator 
will sometimes show on 
targets that are not under 
35% health

The blackening effects of 
Midnight can be 
completely removed 
through an .ini modification 
(enemies and allies will still 
not render beyond the 
given radius)

Cat burglar will fail to proc 
if prowl is activated 
immediately after throwing 
two daggers (in a way that 
the animation of throwing 
the daggers ends 
prematurely) [45]

Maeve has more air 
control if a controller is 
being used [46]

Pounce will hit targets 
touching Maeve from an 
angle other than in front of 
her

Maeve's lmb can 
sometimes play its 
animation but not actually 
fire any daggers [47]

Prowl can sometimes 
activate but not play its 
animation and the timer 
won't appear

Maeve bots have no 
lockout timers after using 
abilities

Makoa Makoa still pulls hooked 
enemies while stunned

Makoa’s shield 
occasionally does not 
block projectiles and they 
will pass straight through

Makoa's hook will 
sometimes not settle in 
front of makoa where it 
should and instead the 
target will rubber band 
around the intended 
position

Being very close to 
someone in Ancient Rage 
can make melee hits 
aimed straight at them 
miss entirely

Hooking the victim of a 
Zhin ult causes you to be 
locked out until the Zhin ult 
finishes and the hook can 
complete

If Shell Shield is fully 
destroyed Barrier Reef will 
not refund twice its listed 
cooldown if you have no 
points in Carapace

Spamming hook straight 
after activating Ancient 
Rage can cause the hook 
to munch

If a victim of a hook gets 
rooted he can't get pulled

Mal'damba
Damba throws his reload if 
he is reloading while 
stunned

Throwing a new gourd 
while an old gourd is active 
will disable the old one 
when the new gourd lands 
(only one gourd can be 
ticking at once)

Damba can heal any 
friendly deployable, 
including Imani's dragon, if 
he has Wekono's Curse 
equipped

Neither Ritual Magic nor 
Possession work when 
using Wekono's Curse [48]

Ritual Magic continues 
ticking after the ally you 
heal dies, while 
Possession ends on their 
death, but they both have 
the same conditionals to 
activate

Wekono's Curse damage 
is not mitigatable by 
anything but immunities

Slither's untargetable 
status can linger for an 
entire round while retaining 
full control, essentially 
being invincible [49]

Wekono's Curse doesn't 
make any sound when hit 
by it

Moji
Stunning moji while she 
scampers forces her to 
keep scampering

Moji fires her left click even 
if interrupted by Q or F

Moji becomes blinded by 
particles that stick to the 
player such as any burn 
effect, maldamba heal...

Moji’s magic barrier 
immediately stops and 
doesn’t go on CD if you 
eat someone during it

Bunny hopping after using 
scamper carries on the 
momentum for far longer 
[50]

Targets that have CC 
reduction and break out of 
polymorphed state are 
damage immune for as 
long as they would be 
without any CC reduction 
[51]

Moji ult will make CC 
Immune target damage 
immune for 4s

Damage increases applied 
to Moji are applied to the 
base 100 damage of 
Familiar Spit regardless of 
any bonus damage earned 
from marks, while damage 
taken increases applied to 
targets do apply to the 
total, after-mark damage

Magic mark bonus 
damage is not mitigated by 
haven if not using boom 
boom

Targets that are both 
banished and 
polymorphed can still be 
eaten by making contact 
with them 

Magic Marks are not 
visible on targets who 
have disconnected in the 
current match (even if they 
reconnect)

Magic Marks don't 
detonate if you fire a spit 
and die before it hits 
someone

Pip

Pip potion will jam for as 
long as the cooldown if 
someone is too close to 
your left hand when you 
throw it

Dying in pip ult will 
sometimes cause massive 
fps drops until you 
respawn

Acumen does not take 
damage dropoff or 
damage immunities into 
account when giving 
lifesteal; the card always 
assumes you direct hit 
someone with the potion

Evil Mojo making contact 
with Power Siphon 
chickens Terminus but 
nobody around it

Shooting and using 
weightless at the same 
time cancels weightless 
[52]

If explosive flask hits a CC 
immune target, it will not 
apply a slow to anyone 
else in the AoE regardless 
of their CC status

Weightless cannot be used 
while crippled, but being 
crippled during Weightless 
does not end the skill

Targets that have CC 
reduction and break out of 
polymorph state retain the 
increased speed from the 
chicken form for as long as 
they would have if they 
had no CC reduction

Hitting yourself at a 
specific frame before 
landing with any explosion 
causes you to launch 
upwards massively [53]

Raum Raum ult stops at friendly 
atlas shield

Raum's health UI is fucked 
in so many ways I can't 
even understand it

Ruckus

Switching to third person 
during hexa fire will stop all 
the miniguns from firing, 
but the rockets will keep 
firing

Hexa fire can be locked 
out until death if it is 
interrupted just before 
activating [54]

Advance frequently 
stutters the moment it is 
used when used on live 
games irrespective of 
direction

Seris

If there are soul orb stacks 
on imani's dragon when it 
despawns, you will have 
fake soul orb stacks for the 
rest of the game; rend soul 
is usable but does nothing 
and doesn't incur a CD

Pressing LMB the frame 
that a soul orb stack is 
applied causes you to fire 
the rest of your ammo at 
once, but it does no 
damage and sometimes 
will desync and cause you 
to fire blanks until you 
reload again

Restore Soul works 
through friendly and 
enemy Inara walls

Convergence is subject to 
lobbed projectile desync 
issues [55]

Mounting while casting 
Shadow Travel causes you 
to go invisible until you use 
another ability, or a long 
time passes

Convergence's danger 
indicator sometimes does 
not appear until just before 
it activates 

Restore Soul will not heal 
Ghost Walking or Billowing 
allies (may apply to all 
untargetable states)

Sha Lin

Silencing Sha Lin at a 
specific moment during 
Planted causes him to be 
unable to move during the 
silence

Sha Lin banana arrows 
where the client and server 
disagree on if the shot had 
midair inaccuracy or not 
and the arrow is corrected 
mid-flight

Sha Lin's default emote 
cannot be equipped

Cancelling Impaler Arrow 
on the default bow does 
not stop the sound of 
rushing sand and several 
looping instances of this 
noise will stack on top of 
each other

Impaler Arrow does not 
always push the target 
away from you, it can 
move them in any direction 
including towards you

Heat Haze will sometimes 
fail to stealth you and you 
are permanently revealed

Impaler Arrow stun can 
happen in a delayed 
manner, after the target 
has already made contact 
with the wall

Impaler Arrow can stun 
targets who are not CC 
immune but are knocback 
immune such as targets 
using certain F abilities; 
they will be stunned if they 
touch any wall shortly after 
the arrow hits them even 
though the arrow failed to 
push them

Heat Haze will no longer 
give Sha Lin stealth if he is 
silenced at any point 
during it

Hitting an Impaler Arrow 
with Explosive Arrows 
equipped will cause the 
player to briefly stop when 
it hits

Shimmer goes on 
cooldown without providing 
any effect if Withdraw is 
used below the health 
threshold or if Sha Lin falls 
below it during the 2 
seconds of Stealth

Withdraw will sometimes 
fail to stealth you

Skye Hidden sometimes does 
nothing and goes on CD

Time Bomb's danger 
indicator sometimes does 
not appear until the bomb 
has already started ticking 
for about a second

Strix

Using redux strix skin and 
phoenix talon rifle causes 
the rifle to sound like the 
redux sniper rifle

Unauthorised use does not 
prevent the flare from 
revealing if combined with 
flare XL

Unauthorised use does not 
prevent the flare from 
revealing if combined with 
flare XL, after one death

Switching to third person 
camera while scoped 
zooms out the scope

Switching to pistol while 
scoped and firing straight 
away with high enough 
levels of Dexterous causes 
the pistol to show up 
behind the scope visual 
(everything functions fine 
but the FOV is severely 
reduced)

Being flashbanged with 
DX11 enabled causes the 
screen underneath the 
flash effect to be 
completely black until the 
entire blinding effect ends, 
thus the flash bang 
duration is extended by 
about 3 seconds, but this 
is inconsistent between 
users under the same 
conditions

The effects of White 
Knuckle persist after 
switching loadouts if you 
switch loadouts while the 
pistol is equipped

The white screen effect of 
Flash Bang can be almost 
nullified by an .ini 
modification (if the flash 
bang lands close enough it 
will still derender all 
players)

The sniper rifle does not 
apply its movement 
penalty 

Strix's weapon fire shots 
don't leave a tracer after 
shooting if you shot an 
unscoped shot this match

Swap animation from pistol 
to Talon rifle can be 
canceled by shooting

Talus

Talus overcharge fires 
nothing and has increased 
recoil if used with 0 ammo 
until the game completes a 
reload behind the scenes

Placing a talus teleporter 
in the spawn doors, then 
trying to teleport back 
while punching will cause 
the teleporter to munch

Talus punch knockback is 
based on the direction the 
player looks in, instead of 
the direction the punch 
travels in

Talus punch has a second 
hitbox a fixed distance 
away from the normal one 
which acts as an explosion 
away from its center which 
goes through all surfaces

Talus can cause his ult to 
go off several times while 
teleporting to a rune by 
mashing the ult button 
while teleporting

Talus bots are incapable of 
using their ultimate 
correctly

Rune of Travel sometimes 
does not teleport you 
anywhere but applies all its 
other effects

True Power sometimes 
knocks the victim directly 
upwards instead of 
backwards [56]

Imani's portrait doesn't 
appear during True Power 
but she can still get 
targeted

Talus can punch Zhin 
through his counter

Talus can use Rune of 
Travel when Silenced or 
Polymorphed

Talus can use Rune of 
Travel for a very short 
amount of time after 
getting stunned but he will 
not get the cooldown reset 
from Inner Strength [57]

If Talus tries to ult a CC 
Immune target his left 
hand will get stuck in the 
animation

Terminus

The invisible terminus 
glitch where dying to a 
gold/shatter weapon in the 
previous life and 
attempting to ult in the 
current life causes him to 
appear invisible, in the 
fetal position, etc.

Killing an enemy with LMB 
does not proc It Watches 
nor Forsaken [58]

The suite of bugs that they 
already know about and 
are addressing in the first 
'hunt' including: all abilities 
locked out, can't ult on 
death, siphon drains while 
mounted [59]

Terminus does not give kill 
credit to the correct person 
if he has an ultimate ready

Shatterfall can continue 
infinitely if it tries to drop 
against a ledge 

Dying then ulting after 
being caught in Khan's F 
causes the 'walking on ice' 
glitch

Being Dragon Punched 
while mounted forces 
Terminus to ult

Terminus will die instantly 
and explode for full 
damage if Reanimating 
against a spawn door [60]

Reanimate can go off 
without any sound cues 
[61]

A terminus that is dead 
and able to revive will still 
contest an objective [62]

Terminus can disappear 
from view (in his view he is 
far beneath the map) on 
death, then explode where 
he was once he ults [63]

Terminus's weapon 
animations are bugged 
and can blind him when 
using the power siphon 
[64]

Tiberius

If you spam rmb when 
recalling a blade you can 
shoot another one out the 
moment you catch your 
blade [65]

Heavy Blade doesn't 
damage CC Immune 
enemies

Striking Tigron can 
sometimes deal its 
damage twice to the same 
target in a single attack

You can gain ult charge in 
spawn with Honed Senses

You can recall/detonate 
your blade when its mid air

Exploding Heavy Blade 
with Tigron's Fury talent 
shortly after throwing it 
locks you out of using any 
abilities (swinging arms 
rapidly when trying to 
shoot)

Vicious Assault Talent 
doesn't display damage 
numbers on hits

Torvald

Torvald Q applies healing 
and shield healing before 
checking if the shield was 
applied, therefore the card 
effects can be applied to 
yourself infinitely

Torvald silence will 
sometimes last 
permanently until death

Switching to third person 
while in Hyper Beam will 
end the effects of Hyper 
Beam while still reducing 
movement speed

Attempting to end an 
emote with Recharge 
causes it to restore 1-2 
ticks of shield and end 
prematurely

Nullify can be 'blocked' if it 
is activated to the side of a 
Power Siphon (where 
Nullify shouldn't be able to 
be activated because it 
can't go through shields) 
[66]

Tyra Tyra's default emote 
cannot be equipped

The actual effective area 
of Fire Bomb is not clear, 
and can go through walls

Burn Monster doesn't 
show the "Crippled" debuff 
icon to its targets

Viktor Compensator persists if 
you switch loadouts

Using burst mode then 
switching away from burst 
mode causes a hybrid gun 
glitch where short clicks 
fire bursts and long clicks 
fire automatically (this also 
causes your bullets to 
desync and deal damage 
way later than normal)

If viktor is stunned while 
cooking a grenade, his 
next grenade will be 
thrown as if fully cooked, 
but the grenade hitbox 
travels completely 
differently [67]

Barrage indicators on the 
ground sometimes do not 
disappear

Iron sight FOV can be 
changed in the .ini files, 
working online

Scramble's DR doesn't 
show an effect on enemy's 
damage number popups 
(they will read as if he has 
0% DR), but does take 
effect (he will take reduced 
damage in reality)

Barrage will sometimes 
refuse to fire on a valid 
target despite the UI 
indicating that it should be 
able to fire

Barrage will refuse to fire 
on a valid target, the UI will 
not indicate that it can fire, 
but it can then fire on an 
empty location which will 
then fire on someone 
else's location [68]

Grenadier will activate and 
go on cooldown if you hit 
only yourself with a 
grenade, but give no 
cooldown reduction to 
Frag Grenade

Vivian

Eyes on the Prize, Hidden 
Reserves, and Unchecked 
Ambition persist if you 
switch loadouts, however 
the latter two do not 
actually save ammo 
despite it showing your 
ammo not going down

Iron sight FOV can be 
changed in the .ini files, 
working online

Sentinels can sometimes 
keep firing while you are 
reloading [69]

Deflector Shield can be 
permanently disabled and 
any attempts to activate it 
display a fake shield that 
doesn't block anything, 
doesn't exist in third 
person, and doesn't incur 
cooldown [70]

Willo

Seedlings will still desync 
between client and server 
when thrown just 
below/above roofs/floors 
[71]

Hitting yourself at a 
specific frame before 
landing with any explosion 
causes you to launch 
upwards massively [72]

The initial seedling can be 
invisible, and then create 4 
seedlings out of nowhere 
[73]

Blast Flower procs on 
players that are 
untargetable

Blast Flower bonus dmg 
doesn't benefit from dmg 
amps

Dead Zone cannot be 
cleansed

If an enemy stands in your 
Dead Zone you can't get 
out of combat

Ying

Shattered illusions will 
sometimes take an 
impossibly long path rather 
than the clear, shorter path 
[74]

Illusions can ignore 
players that are valid 
healing targets [75]

Illusions will grant Kill to 
Heal bonuses to enemies 
that kill them despite them 
not being players

Focusing Lens doesn't 
proc on deployables

When running Carry On 
Illusion will stop healing 
players after the original 
duration runs out [76]

Zhin
Zhin projectiles collide into 
nearby walls if you fire too 
close to them

It is possible to ult and not 
lose any ult charge [77]

Whirl can munch (the act 
of an ability being inputted, 
the ability beginning to 
play out for a few 
milliseconds before 
cancelling without incurring 
cooldowns) straight after a 
billow

Dying during the ultimate 
windup, or cancelling a 
killcam while your camera 
would be in third person, 
causes you to be stuck in 
third person until another 
death or another ultimate 
[78]

A client/server 
disagreement can happen 
during Spite where an ult 
that should have 
connected slides off, and 
Zhin teleports wildly; the 
player is then stuck in third 
person until they ult again

Countering a Shoulder 
Bash results in one of 
many outcomes, where 
counter may or may not 
end and the damage may 
or may not be blocked

Spite can rubber-band in 
similar situations to 
Shoulder Bash

The Yomi strike can collide 
with an enemy but do no 
damage and not pierce 
them [79]



Map

Ascension Peak
The bottom spawn gate has a hole at the very top 
that allows anything to pass through it, including 
teleportation abilities

Drogoz can hide inside of these rocks outside of the 
map [80]

Bazaar Numerous wallhack spots around the map [81] Some walls can be shot through Some characters can get stuck inside of gates [82] When "Victory" or "Defeat" appear after a payload 
push the wrong side of the map is shown

You can't jump on top of he flower pots in spawn on 
one side of the map but you can on the other (HIGH 
PRIORITY)

Brightmarsh There is a hole just outside of the greenhouses 
where projectiles will pass through  [83]

The small platforms located here, and the small 
doors on top of the point building, will cause 
broadside projectiles to not rise up [84]

Bouncing abilities (shock pulse, splitting ice) go 
through several walls and objects

Fish Market

Invisible walls around various rooftops (Collision 
extends way further than the model which makes 
these rooftops clunky to manouver around with flying 
champions)

This roof doesn't have rooftop physics so Kinessa 
can just teleport and stand there  [85]

Drogoz can hide inside of this tree outside of the map 
[86] Drogoz can hide inside of this part of the building [87] The collision of these trees doesn't match up with the 

model, allowing you to see through walls [88]

Frog Isle The cube in front spawn will block some champion's 
shots 

Jumping into a small gap between the railing and a 
large rock near rubble can cause some champions to 
fly to the skybox 

This rock in front of one of the spawn doors can be 
used to hide inside [89]

Frozen Guard You can hide inside of this cliff behind either of the 
spawns [90]

Ice Mines
The gates that fall during the payload push do not 
block several abilities including Khan ult, Imani ult, 
and auto-aim heals [91]

Jaguar Falls
The ground can be entered by airborne champions 
by jumping into the small cliffs either side of the 
jaguar room

This ledge exists behind both of the spawns [92] These small walls now exhibit rooftop physics when 
they didn't before [93]

Bouncing abilities (shock pulse, splitting ice) go 
through several walls and objects

Serpent Beach

Shattered Desert
Kinessa's Ult creates target boxes on every enemy, 
through walls, giving her walls on every enemy on 
this map

Touching the rock (the sprayed one) while walking up 
this hill kills you instantly as if you were in the enemy 
spawn room [94]

Bouncing abilities (shock pulse, splitting ice) go 
through almost every wall and object

Splitstone 
Quarry

Stone Keep This specific pillar has a 'hook' that prevents "go 
forward" skills from passing  [95]

Timber Mill

Warder's Gate Warder’s gate’s callouts are incorrect in some areas Odd physics interactions with shoulder bash and the 
crystal [96]

You can stand on top of the arches above the white 
spawn; the piece connecting the arches causes the 
'earthquake' effect to happen [97]

The trees near the point and near old spawn can be 
sat on top of [98] The effects of the crystals are reduced by resilience

Foreman's Rise
Drogoz can Dragon Punch either elevator and lose 
all ult charge (anyone standing in the back of an 
elevator cannot be punched)

This small overhang of the spawns has no collision 
[99]

Magistrate's 
Archives

Several walls and pillars are fake and you can stand 
inside of them [100]

Kinessa can breach through the skybox through a 
specific teleporter spot and then access many game-
breaking locations [101]

This wheelbarrow is a rooftop (bots can get stuck on 
here permanently) [102]

Drogoz can hide inside of this wall behind either 
spawn room. [103]

Io can make people breach through the skybox with 
her ult and let them acess many game-breaking 
locations [104]

Marauder's Port
The marauder’s port point fails to recognise that you 
are on the point at seemingly random points (it can 
also recognise that you are on it twice)

Kinessa can teleport inside the crates on top of 
marauder’s port and be stuck inside the map 
geometry, unable to kill herself or get back out for the 
rest of the game 

Flying champions can access the entire underside of 
the map by flying around the invisible walls on the 
kraken side of the map [105]

Inara can go through the roof of the spawns using 
the wall and be on top of the ship

You can enter the underside of the map via the water 
and attack enemies that are standing on ground (not 
wood) with explosives (as Drogoz) [106]

No spawndoor damage

Primal Court

Abyss

Dragon Arena
The stadium walls can be passed through by going 
around the barrier (left of the spawn that has the 
stadium to its back) [107]

The skybox can be escaped by going out far enough 
with the previous map breach, and be sat on top of 
[108]

The arch on the opposite side to the arena has no 
collision and can be stood inside of

Throne These spikes cause you to walljump unexpectedly 
[109]

Trade District You can stand on top of every tree

Snowfall 
Junction

End Times Imani can retain the effect of any modifier if she is in 
dragon form while the modifier falls off

Spawn algorithm will spawn you in direct line of sight 
or otherwise very close to enemies

Ultima Engine will stop applying to you if you die 
(inconsistent with every other modifier)



















 Bug description Post-round Slow Mo bugs

All Stealths cancel if you spray/emote in them (except Heat Haze) Multiple dash abilities don't go anywhere (you dash in place)

Objects that bounce off of walls that land on the ground will bounce off stairs since they are made of tiny walls 
(gourd, fire bomb, broadside, seedling...) All projectiles aren't slowed

Using weapon inspect while firing enables autofire Reversal's animation is slowed but the functionality isn't

Damage events can trigger on enemies that have teleported away ON YOUR SCREEN and affect the other player despite it not 
being a hit

If you start charging a shot as Atlas before the round ends and 
finish it in the Slow Mo it will not fire and charge progress will 
reset

If a killcam is cancelled while the sound of a gun with looping audio (nearly all fast firing guns) is playing, the audio continues until 
you hear that audio again [110] Ice Block's duration isn't slowed

The game can spawn you on a mount but your client disagrees with this and thinks you are walking and lets you do any action while 
mounted at a ridiculous rate (none of these actions do anything nor do they dismount you) Kinessa doesn't charge shots slower

Several ‘rope’ effects such as makoa hook, torvald silence, and khan ult will persist between rounds and connect to an enemy across 
the map, giving away their position

Switching from fullscreen to windowed (or vice versa?) on champ select will cause the menu to disappear if you haven’t selected yet

The game decides if a shot has midair inaccuracy when LMB is pressed, not when a projectile leaves the player

The payload sometimes ignores legitimate contesting from the attacking team (seen at end of push of warder's gate and underneath 
the last bridge on the push on jaguar falls) [111]

Danger indicators (grumpy, frag grenade, time bomb) sometimes lie and you will be hit while they are yellow [112]

Cards that apply reload speed sometimes apply on the client but not on the server; this causes your next shot to fire duds really fast 
for a split second to compensate for the client/server desync

Bots are unable to leave the spawn room until another player is nearby

Bots can do actions that real players are unable to do, such as move inside ice block or ignore the postfire delay from reversal

In certain situations champions who are on opposite teams and on top of each other will vibrate violently and levitate towards the top 
of the map, while their hitboxes do not move

Bots will buy items that the player would otherwise be unable to afford

Several instances of projectile models existing on the ground long after the projectile has done damage

No voice packs have a VSAE and VSDE voice line, even those that do have a voice line recorded for it

Ranked says it’s season 3 when its actually season 2

Opening one champion’s customize tab and then opening another will still show the old customize tab

Numerous inconsistencies in what counts as a hit exist when firing around corners in first person and third person

Shooting range eventually prints “you have joined a match queue” in the chat; waiting at the main menu for about 3 minutes will enter 
the player into an infinite loop of being alerted that a match is ready for shooting range but never entering it

Custom games will suddenly switch regions (according to the ping counter [which in itself is bugged]) mid-game, and after a pause

Shadows will bleed through surfaces e.g. your shadow appears on the other side of a wall if you are too close to it

There are still placeholder ranked borders in the game

Ascension peak is not present in the custom game menu

The wrong map name is shown at the end of game scoreboard, consistently

The ping counter can only display one of a few fixed numbers and doesn't update in real-time

Some ability descriptions have no stopwatch near the cooldown number (strix stealth, dredge shortcut, term power siphon)

Certain players in game will be unable to send messages to the team 

Damage recap will show people who were in other games that aren't in the current game, this happens mainly when leaving a 
custom game before it ends

Tabbing out of the game from fullscreen during the spawn room countdown will cause the displayed countdown and the announcer 
to desync (the spawn doors will come down far earlier than 0)

Destroying a shield with an ability prevents you from proccing any cards that would otherwise take effect if you hit something else 
(the ability that breaks the shield) [113]

If you are banning in ranked, and you try to access a menu in the split second before the 10th player readies up, you cannot use your 
first ban (part of being able to access menus behind other menus)

Opening the options will hold an input if you are holding the input while opening them

Disconnecting from a custom game then rejoining can sometimes make you load in on the wrong team [114]

Changing graphic options mid-game will cause VGS voice lines to play from where you changed the options (they start playing from 
a world location)

Sometimes a weapon model will not render on loading into the game and nobody in the game (including the wielder of it) will see the 
weapon, and all of its decals will be untextured squares

Picking a champion at the very last moment in a ranked draft will cause autopick to pick a champion for you despite autopick being 
disabled in ranked

It is possible to select the deleted 4th talent for a champion

Card cooldown icons will show up to six times for the same card, all displaying the same cooldown; sometimes they will also display 
no cooldown and persist long after the card cooldown has expired

The chat will stop parsing all code and start spewing out plaintext, rendering VGS and chat unusable [115]

If a team consists of a mixture of crossplay disabled and crossplay enabled players there's a chance that players will have all of their 
controls removed for the entire match

Voice chat will not terminate connections with everybody in the lobby after the match is over, meaning you will hear random people's 
microphone activity elsewhere in the game [116]

If you enable voice chat you will sometimes find yourself muted permanently with no way to unmute yourself

Ranked mode rewards very low TP for a victory, while removing triple that TP for a loss [117]

Loading profile will freeze the game sometimes and force a restart

Killing a bot imani sometimes makes it disappear from the game but still be in the scoreboard. When the player who was replaced by 
a bot reconnects to the game, there will be a duplicate version of them. In some cases of this bug, the point will be seemingly 
captured by a ghost which guarantees a loss for the other team [118]

Healing increases such as rejuvenate can sometimes truncate the end of a healing spell that ticks over time, causing a net loss in 
healing

Equipping the alpha speeder as BK, Ash, or Barik (there may be more) causes sound effects from different champions to start 
playing on every action [119]

Changing graphic options can corrupt certain elements of the UI to show random pieces of images and also trigger 'bad module info'  
[120]

Khan bots attempt to pick Firing Line and end up picking no talent at all (may stretch to other bots)

 'Superheavy' walls exist in many maps (far too many to list individually with screenshot evidence but an example is the telescope in 
Magistrates Archives) that will slam you down to the ground if you attempt to jump against them

The game will sometimes respawn you without a horse [121]

Several 'dash' abilities (grace, whirl, dodge roll) will not carry momentum (they will stop as soon as the skill tries to return to a first 
person view) if they are executed while airborne, but will if executed while grounded

Sprays will stick to (non-personal) shields if someone tries to spray through the shield onto a wall on the other side

Any buttons that are used to control the spectator client will be unusable if those buttons have been rebound to some other key (e.g., 
you use E to ascend upward, if you rebind the default ult key to something else, you can't ascend upward)

The item shop can bug out and display an invisible item in place of an item that has been bought, and also prevent purchasing higher 
levels of that item [122]

Skin boosters and battle pass boosters use the same icon when displayed to the left of a player in champion select

The only way to invite players to your party on PC is through steam, the ingame menus do not work (basically party invites don't 
always work)

 'On hit' cards do not proc off of Zhin's counter

Voice packs that you already own from the founder's pack can be obtained again from chests

Champions capable of stealth can sometimes have stealth textures applied to them even though they are not stealthed [123]

Unlock conditions for some talents (scorch, street justice, possibly more) are inaccurate [124]

Push to talk voice chat is disabled in champion select and replaced with voice detection (which means breathing noises)

There is no option to re-enter party voice chat when you are inside a match lobby, you are put inside the lobby voice chat instead

Several 'on hit' cards tied to AoE abilities will proc on untargetable enemies (billow, slither, shadow step...) and/or immune enemies 
(ice block, magic barrier...) [125]

The indicator that shows who is talking on voice chat during a game sometimes does not show up during the span of a game

The game can automatically activate your ultimate if you briefly disconnect from a game just after ulting (where it appears that 
everybody stops firing and begins running in one direction) [126]

Auto-buy can buy Master Riding in TDM (where it is disabled for all champions) [127]

Citizen of the Realm achievement cannot be earned after meeting the requirements

Deal of the Day can still be bought with crystals

Picking your loadout and talent before the initial 2-3 second pause at the start of the game where the champion does their spawning 
animation will force you to repick a loadout and talent again after that pause (just pick it really fast)

After selecting a talent and loadout, in the screen where it shows you your five cards and a confirm button, you can click through the 
frontmost UI element and through to the loadouts behind and select another loadout by accident

Using /restartlevel in champion select gives you deserter, but it is possible to enter a queue before it does so and you can play a 
game as a deserter (the deserter timer keeps ticking down while you play and you can't play a second game until the timer is up) 
[128]

Reload animations can play twice if something that plays a first person animation is used just after a reload begins [129]

The Activity Center displays some alerts (such as friend requests) dozens of times resulting in a very large number of notifications

When playing as a champion that has multiple weapons, the outline on enemies will change colour (to denote effective range) only 
depending on the weapon that is default to that character

Hard Carry and possibly other achievements can be unlocked in the wrong game mode

The Featured page on the store shows bundles that are no longer available for purchase if the store is opened very soon after 
logging in [130]

Spawn barriers will appear to be up if you reconnect during a round, but you can't move through them

Atlas and Imani are not in their respective categorised champion chests (damage battle chest, frontline battle chest)

Closing the death recap just before respawning causes you to respawn with no UI until you re-open the death recap

Rerolling a quest gives you the rewards from the quest that was replaced

The champion select will sometimes show nothing but a button that says 'EQUIP' and force the game to pick for you when the timer 
expires

Kill to Heal activates when killing turrets and illusions

Disconnecting while having an increased maximum ammo capacity causes you to reconnect with the default ammo capacity [131]

Killing a target via environmental damage will not give anyone kill credit if all the damage applied to them was done to a personal 
shield

There is no equip button in the Champions menu

Dark Lord Torvald and Cut Throat Kinessa don't have splash arts in the loading screen even tough they have them when selecting a 
skin



Bots don't target emoting players

Unrelenting avatar earned by winning 25 ranked games is blank and shows up as Champion portrait on loading screen

Some of the newer Champions don't count towards The Insane, The Dedicated and Variety is a Spice of Life achievements

Sunstone Inara has missing textures on her hair

Players can sometimes rejoin into the wrong team in custom games forcing you to restart if you don't want to play 4v6 [132]

Ying Illusions are made of Unreal Engine missing textures :)

The spawn algorithm on TDM can spawn you outside of the map on Dragon Arena multiple times in a row if it can't find any place to 
spawn you in [133]

If you are rotating a champion in the champion menu and a match pops up you can rotate the champion you pick while in champ 
select

Game paused overlay doesn't scale properly to resolutions other than Full HD [134]

When you are in kill cam and open the scoreboard your ult charge and credits are in the past

Almost all dash abilities will stop mid air and not carry any momentum if you jump before using them

If you dismount or get dismounted while falling you will drop straight down instead of inheriting momentum

Selecting an emote after you locked in your champion in ranked mode will wipe the bans from the UI

Entering options during champ select will wipe the Champion names from the UI

Buttons in the bottom right corner in champ select are not layered properly

The notification bell UI element sometimes appears in the wrong place

Certain cards appear as Level 10 in the post match scoreboard

Party chat sometimes doesn't appear until someone writes in the lobby chat

The Damned Frontier Update broke the ability to name Loadouts

When skin boosted, clicking on a skin you don't own will equip the skin and then tell you that you have to buy it

When changing bindings champions in the menu arent sorted alphabetically

Shattered Desert is still in ranked and Frog Isle isn't (The Damned Frontier patch)

You can kill people before the round begins on Dragon Arena with Dredge by shooting over the mid tower

You can't make a loadout for Raum if you don't own him, which means you can't make a loadout to test in shooting range or have a 
loadout when he is in free rotation

Eternal Reliquary, Spirit Arrows and Phantom Pain descriptions were changed to be wrong as of The Damned Frontier Update

You can get stuck on the scoreboard unable to do anything except for moving after rejoing a match. Can't escape can't anything





Pay to win cosmetics Effect Pay to lose cosmetics Effect

Huntsman Andro Dashes are inaudible Pumpking BK Voice 
Pack

All non-VGS voice lines can be heard by everyone in the 
match across the map, giving away your position at 

random, and also when you respawn
if there's no specifier it means the body

Fallen Andro Dashes are inaudible: the clone wars Dreadhunter Drogoz

The booster makes an incredibly loud noise, but it is so 
loud that it can be considered pay to win as well (it also 
makes abyssal lord particles and i don't think the wings 

are even rendering properly) [135]

Battlesuit Godslayer 
Andro Dashes are inaudible: revenge of the sith DZ-03 Draco Drogoz

This skin causes a looping audio bug when skipping a 
killcam while the ult noise plays at a far greater frequency 

than other skins

There are currently several skins that have been 
noted down for causing a derendering glitch in 
tandem with golden/shatter guns, rendering the 

model completely invisible:

Xeno-Buster Ash Weapon Kinetic Burst revving noise is completely silent to 
enemies Neon Demon Grohk Totem's particles are visible through walls Every skin named "Merrymaker", Remix Strix, Redux 

Strix, Bad Mother Clucker Strix

A-bomb-inable BK 
Weapon Blinds enemies that are hit by it Gentleman Jenos Stellar wind emits a louder ambient noise 

(SHSHSHSHSHSHSHSHSHSHSHSHSHSHSHSH)

A-bomb-inable/Love 
Machine/Battle Byte BK 

Weapon

Grumpy bombs don't line up the audio when using 
accelerant and thus don't sound like accelerant 

bombs
Remix Jenos Allies with an astral mark emit a very loud stellar wind 

noise that gives their position away
Here are weapons known to cause derendering 

issues:

Merrymaker Dredge 
Weapon

On low graphics, the reload projectile has no 
particles and is just a 2D texture; explosions are 

opaque instead of translucent
Soul Eater Jenos Stellar wind emits a louder ambient noise than the other 

skins Every golden weapon, Shattermaw, Shatterstar

Omega Dredge Ult voice line is as quiet as a regular voice line Demonette, Street Style 
Maeve

When using midnight, the player's position is given away 
by music or other sound effects for the duration of the 

ultimate [136]

Abyssal Lord Drogoz Supposedly causes frame drops to others Cuddly/Dragonborn Moji Both of these skins have very loud (and longer sounding) 
scampers

The de-rendering has allegedly been fixed, pending 
any further reports of it happening again (this cell 

contains legacy evidence) [137]

Samba Rocket Launcher Blinds enemies that are hit by it Omega Sha Lin Planted reduces your effective FOV by about 50% by 
putting needless graphics on top of your screen

Snowdrift Imani Weapon
All sound effects except frost bomb and the 

ultimate are nearly inaudible to both the player and 
enemies

Omega Sha Lin Weapon
The sound of drawing an arrow is audible and locatable 
across half a map; shots made during heat haze create 

particles visible through walls

Gentleman Jenos Ult voice line is as quiet as a regular voice line; the 
wrong ult line plays for enemies Outlaw Sha Lin Weapon Activating impaler arrow emits a very loud sound 

compared to other skins

Soul Eater Jenos Stellar wind is far quieter than all other skins and 
emits no idle noise Mermaid Ying Weapon Mirror can be seen through walls

Battlesuit Eagle Eye 
Kinessa

Teleporter trail is thinner and less opaque; ult 
sound effects are quieter Ebon Star Zhin Billow sound does not loop seamlessly, so it is easy to tell 

when he exits billow [138]

Battlesuit Eagle Eye 
Kinessa Weapon

Shot tracers are almost invisible when looking 
straight at them, and still incredibly thin when 

viewed at an oblique angle
Omega Zhin Effects of entering and exiting billow and when beginning 

Spite are visible through walls

Omega Koga Inaudible dashes and agility, nearly transparent 
skewer graphics on first person All Speeder Mounts

The mounts are visible through walls if they are parked 
next to a thin wall because the nose of the vehicle bleeds 
through the surface; the sound of movement and idling is 

incredibly loud compared to all animal mounts

Shore Patrol/Beach Bash 
Lian Weapon Every ability is inaudible Nightmare Mount The flame effects on the horse are visible through all 

walls

Merrymaker Lian Weapon Presence is inaudible Shattermaw + 
Shatterstar

These weapons are tied to the invisible champion bugs 
where enemies do not render and can only be spotted by 

their nameplate and thus shouldn't be used  [139]

Lian Lounge Emote Can be used next to several walls to become 
completely invisible [140]

Raeve Maeve Ult music is very loud and convers all sound 
effects

Wickerman Mal'Damba

Friendly and hostile ult lines are swapped which 
causes confusion for both teams (but generally the 
enemy team get the shorter straw from being the 

targets that are misdirected)

Outlaw Sha Lin Heat haze does not emit a constant noise during 
the ult 

Omega Sha Lin Planted + Heat Haze is inaudible to other players

Heartbreaker Skye Smoke screen is far smaller than normal but the 
effective radius is the same

Madame Seris Shadow travel is far quieter than the other skins

Jotunn Terminus Has a glitch where he has no outline nor health 
bar which also removes his headshot hitbox

Omega Terminus Ult line is almost inaudible to other players until 
the very last word + the same as jotunn terminus

Heartbreaker Tyra Hunter's Mark initial apply doesn't make any 
sound

Archangel Tyra Weapon
Has a sound glitch that repeatedly plays several 

loops of the weapon fire over each other and 
becomes insanely loud (unconfirmed) [141]

Reaver Viktor / V1-KTOR 
Weapon

The only viktor guns to display a crosshair while 
aiming down sights

Firecracker Willo Dead Zone has no visible outline

Ebon Star Zhin Weapon Shots are far quieter than other skins



























Champion LMB RMB Q F E Passives Cards

Androxus Reload speed
Cooldown, range, it can hit 
many enemies, not "a" 
enemy

Doesn't block melee attacks

The time between dashes 
and what the timer means if 
it expires, the distance 
covered

Radius, partial ult 
consumptionule How much slower you fall

Featherweight - nothing is 
called 'Drift'
Godslayer - Clarify that the 
800 damage is damage that 
is already stored

Ash Ammo count, reload speed, 
max range, radius

Pre-fire time, knockback 
power, range

Pre-fire time, knockback 
power, distance covered Stun duration, stun radius

Atlas Ammo count, reload speed, 
fire rate

Self-slow, partial ult 
consumption rule, can be 
cancelled, duration of ult, 
three charges, fire rate

Deja vu - radius
Temporal divide - how much 
larger in height and width
Unstable fissure - radius, 'up 
to 900', knockback

Barik Ammo count, reload speed Deploy time, turret health, 
placement range

Speed bonus, control 
scheme, it is a channeled 
ability

Cast time, that its damage is 
applied through DoT

BK Ammo count, reload speed, 
radius

The fuse only begins when it 
hits a floor

Knockback power, damage, 
how to detonate, who can 
be knocked back

Stun duration, control 
scheme, CC immunity, cast 
time, how to detonate, how 
to detonate early

Buck Ammo count, reload speed, 
reload scheme It is a channeled ability Jump power Infinite ammo

Bully - no lifesteal duration 
mentioned
Exhilarate - reword it to 'for 
every enemy you land near' 
because default leap doesn't 
hit anyone

Cassie Ammo count, reload speed Knockback power Distance covered Megaton - who can be 
knocked back

Dredge
Ammo count, reload speed, 
behaviour when it hits a 
floor, radius

Fuse only begins when it 
hits a floor, weapon attack, 
radius, that it consumes 
ammo

Pre-fire time

The more important 10 
second cooldown after 
teleporting, that you are 
untargetable while using it, 
which portal gets destoryed 
when you teleport [142]

Knockback power, radius

Abyss Spike - knockback, 
arming time, explosion 
radius, trigger radius, how 
many can be up
Expansive vault - jump 
height

Drogoz Ammo count, reload speed, 
radius Size of projectile, radius Weapon attack, radius Horizontal and vertical 

distance covered

Cast time, duration, control 
scheme, CC immunity, 
refund clause

Maximum fuel, fuel 
consumption rate, fuel regen 
rate

WYRM jets - literally 
anything it does
Combustible - knockback 
power; should say "up to 
300 bonus damage, 
proportional to range falloff"

Evie Ammo count, reload speed, 
radius

Channeled ability, CC 
immunity Distance covered Channeled ability, control 

scheme, speed bonus

Slow power, cast time, that it 
moves forward from where 
you place it, radius

Fernando
Ammo count, overheat 
lockout time, self-slow %, 
range

Self-slow Distance covered
CC immunity, goes through 
walls and floors, locks out all 
but LMB

Furia Ammo count, reload speed, 
pellet count Range Duration/distance covered 

by the beam, radius Distance covered
That it adds ammo to all 
affected teammates equal to 
your max ammo

Slow fall
Wrath's attack speed bonus, 
decay time, time before 
decaying, how much you 
need to heal to max it

Grohk

Ammo count, overheat 
lockout time, recharge 
speed, that it uses the same 
overheat system as nando

How far it bounces, how 
many times it bounces

Radius, that it goes through 
walls and floors

Speed/slow power and 
duration, channeled ability, 
control scheme, that it heals 
you, range

Grover Fire rate
That you can heal yourself 
as well, radius, goes through 
walls and floors

Cooldown refund clause, 
range

That it goes through walls 
and floors, radius

Deep roots - how many 
times it bounces, how far it 
bounces

Imani Frostbolt - slow power, slow 
duration

Frost bomb - radius, 
channeled ability
Inferno cannon - 3D root, 
range

Time taken to switch 
stances

Speed, channeled ability, 
control scheme

Control scheme, duration, 
damage, self-slow, health, 
cc immunity, that your body 
is vulnerable, that it ends if 
your body dies, that the 
dragon is a deployable, cast 
time

Mana generation from any 
skill

Splitting ice - how far it 
bounces, how hard it hits
Pyromania - the radius of 
the explosion

Inara Ammo count, reload speed, 
self-slow

Placement range, health, 
that it can be cancelled 
early, that you can cancel 
placing it altogether

Placement range, health, 
duration, that it can be 
cancelled early, radius

Cast time, 3D root, radius

Io Ammo count, reload speed Range
Deploy range, Health, can 
be healed by Io, Captures 
objectives

Damage and CC immunity Passive Moonlight regen Healing range on Luna

Jenos Ammo count, reload speed Range Channeled ability, range Jump height Range

Khan Ammo count, reload speed

Recharge rate, that it cannot 
be used if it breaks until it 
recharges to 50%, self-slow 
%

Length of damage immunity, 
range Distance covered Duration, damage, refund 

clause, range

Kinessa Ammo count, reload speed

Self-slow, ammo 
consumption, how long it 
takes to charge a shot, how 
long it takes to scope in

Range, how many targets it 
hits

Time before teleport 
happens, range

Generates 5 ammo, charges 
shots quicker

Steady aim - should clarify 
that any shot below full 
power stops the card 
working

Koga SMGs - Ammo count, reload 
speed

Time taken to switch 
stances (different both 
ways)

Jump bonus Cast time, that you can 
move during it, range

Energy consumption during 
Dragon Stance

Lex Ammo count, reload speed, 
fire rate Range

Reveal range, that your killer 
becomes your bounty if you 
die, how many credits you 
get in relation to their 
killstreak, that it doesn't 
break stealth

Distance covered, that you 
can do other things than fire 
your weapons

Cast time, self-slow, what 
the icons above people's 
heads mean, the targeting 
mechanism, range

Lian Ammo count, reload speed Distance covered Damage immunity, 3D root

Precision - it doesn't reset 
on a miss so it's not 
"consecutive shots"
Heir to the Throne - 
rephrase to "grace 
completes 50% faster"

Maeve Time between shots in burst

That it goes where you look 
not "forward", knockback 
power, that it knocks you 
back, that it lets you double 
jump again, distance 
covered

Jump bonus Double jump ability

Makoa Ammo count, reload speed
Damage, that it stuns for as 
long as they are hooked, 
range

That you can only shell spin 
and cancel it during it Distance covered

That it refills your health, 
cast time, that it can be 
cancelled early, the fire rate 
inside the ult

Sea Legs - lifesteal duration, 
that it only applies to the 
hooked player
Pluck - how long you have 
to claim the bonus
Leviathan - reword to make 
it clear that you gain hp 
outside of ult

Mal'damba

Ammo count, reload speed, 
the time that enemies can't 
be stunned for after being 
stunned, speed of reload 
projectile

That it is an aimed ability, 
not a summon, range Duration, radius Distance covered

That you can remotely 
detonate it, that you need 
line of sight to be feared, 
duration of ult itself, radius

Swift Spirits - duration
Wekono's Wrath - speed 
bonus

Moji Damage classification Self-slow, how long magic 
marks last

Channeled ability, CC 
immunity Duration, control scheme Polymorph duration, that 

victims are damage immune
Toot - how to actually make 
the cloud appear

Pip Ammo count, reload speed, 
radius Radius Radius, that it goes through 

walls and floors

Needs an explanation of its 
special control scheme, 
radius

Combat medic - how much it 
heals for (spirit's domain 
says this)

Raum Reload speed, self slow Windup time Windup time
Subjugation- Increases the 
duration of Juggernaut and 
not the distance

How long until your Soul 
Armor starts to decay

Ruckus Ammo count, reload speed, 
self-slow Radius Distance covered Movement penalty%, 

duration

Aerial Assault - that the 
cooldown between 
Advances is reduced

Seris Ammo count, reload speed, 
soul orb duration

The radius of the heal 
spillover, channeled ability, 
range

That you can be seen if too 
close to an enemy, cast 
time, that it refills ammo

That it stuns

Sha Lin
Fire rate includes post-fire 
(makes recurve look better), 
slow% while drawing bow

The damage decrease to 
800, prefire timer, fire rate 
(the current one is wrong)

Damage threshold to break 
stealth, that you can be 
seen if too close to an 
enemy

Skye Ammo count, reload speed
That you throw a projectile 
that deploys the smoke, 
radius

Damage threshold to break 
stealth

Fuse time, that the fuse 
begins when it lands on a 
flat surface, that it goes 
through shields (the law 
uses the same phrase but 
doesn't go through shields), 
radius

Strix
Ammo count, reload speed, 
fire rate (pistol), speed 
penalty with sniper rifle

Flare cooldown, damage, 
DoT, duration, radius, that it 
even does damage
Scope self-slow, time to 
scope in

Damage threshold to break 
stealth, that you can be 
seen if too close to an 
enemy, rate of stealth 
consumption

Damage, radius

Talus Ammo count, reload speed

If the knockback bug is not a 
bug then dont say "knocks 
straight back", distance 
covered

Partial ult consumption rules

Terminus Range

That you have a resource 
bar, the maximum duration 
the siphon could be up (from 
a full bar), the self-slow

Distance travelled, range How long you have to ult 
after dying, radius

Tiberius

Torvald Ammo count, reload speed Self-slow, range Range Damage, knockback power, 
range

Personal shield is not 
mentioned, or how much 
you have

Tyra Ammo count, reload speed Radius, pre-fire time Radius Range That your ammo is refilled

Viktor Ammo count, reload speed Time to raise sights
Radius, knockback, direct 
impacts can happen, cook 
time

Self-slow%, radius, delay 
between clicking and 
damage going out, partial ult 
consumption rules, how 
many shells you fire, can be 
cancelled, duration of ult

Burst mode - damage per 
bullet, fire rate

Vivian Ammo count, reload speed Time to raise sights Reveal range, How many 
can be deployed

Booby trap - knockback 
power, arming time

Willo Ammo count, reload speed

Differentiation from regular 
'reduced healing' debuffs 
(that it is absolute 0 healing 
received), radius

Fuse of the first seedling 
begins when it hits a flat 
surface, radius

CC Immunity, Infinite ammo, 
control scheme

Blastflower - duration of the 
damage debuffs

Ying Ammo count, reload speed Time before clones 
detonate, radius

Health, duration, how many 
can be active, placement 
range, healing range of 
illusions

That you can teleport to an 
illusion you look at, postfire Slow fall

Life Exchange - targeting 
mechanism, range
Focusing Lens - should say 
"up to 200 bonus damage, 
proportional to range falloff"

Zhin Ammo count, reload speed, 
combo reset time

That it fires a ranged 
projectile Distance travelled

Refund clause, that you and 
the target are knocked 
backwards, how many 
melee attacks, CC 
Immunity, range

Yomi - that the heavy hit 
doesn't decelerate, that it 
has a range limit, how long 
is the range limit
Guillotine - reword to match 
Blood Reaper since you 
don't know how many hits 
Spite does

Unexplained 
mechanics

Becoming 'untargetable' 
cleanses debuffs on its own, 
but only Grohk's Ghost Walk 
mentions separately that it 
cleans debuffs, therefore it 
would be assumed that no 
other ability can cleanse 
debuffs, when they do

The effects of Cripple, 
Silence, Fear, Stun, Root, 
Reveal, and Disarm (if it 
comes back) are not defined 
anywhere 

Comeback mechanic is not 
explained anywhere (it's not 
written anywhere on PC 
since we have no loading 
screen tips)

Item shop is not explained 
anywhere and the only hint 
to it existing is a UI prompt

The relationship between 
elimination streaks, slay 
streaks, credit gain for 
ending elim streaks, and ult 
charge gain ending slay 
streaks is not explained (it's 
so convoluted i can barely fit 
it in one cell)

The presence of diminishing 
returns, the formula to 
calculate it, where it does 
and doesn't apply, and the 
hard caps on different 
bonuses aren't explained

The credit gain bonuses are 
not mentioned, and that 
each class gets a bonus in 
one of these (damage gets 
40 credits for 8k damage, 
while others get 20 credits 
for it, healers get 40 credits 
for 8k healing...)

Loadouts are not explained 
or pointed out to a new 
player

The several tiers of CC 
immunity are not explained

The fact that you are forced 
to play with bots until 
account level 5 is not 
explained

The rule where deployables 
and non-personal shields 
are destroyed on their 
owner's death is only stated 
under some abilities, 
implying some aren't 
destroyed on death



Other 
descriptions and 

terms

Resilience can be read as 
'reduce the effectiveness 
and duration of slows' and 
'reduce the effectiveness 
and duration of CC', when it 
only weakens the slows and 
shortens the CC 
respectively

Team Deathmatch's 
description is a leftover from 
when onslaught and TDM 
were condensed into the 
same playlist

First win of the day bonus 
should explicitly say that it 
can be gained once a day 
from every eligible playlist 
(so, 6 times a day)

The 'reduced healing' debuff 
(and the discoloured health 
bar for third parties) doesn't 
give any indication to how 
badly reduced the healing 
is, the icon can mean 30%, 
60%, 90%, 50%, or 100%

Movement speeds of all 
champions are not defined













































Champion Ammo count, reload speeds, and movement speeds are not mentioned for any champions (except andro's ammo count congrats) to fix most of this a 'unit' must be defined, and force ('knocks you up for 1400') must be defined

General 
requirements 

of 
descriptions

A knockback must be made 
known if it exists on an 
ability and quantified in 
some way, (and these 
values need defining, a 
number doesn't mean 
anything yet)

If something applies a 
knockback, and it is capable 
of hitting both yourself and 
enemies with it, it must say 
who can be knocked back

Any 'dash' ability must have 
some length of one 
universal defined 
measurement (no more 
using 5 different 
measurements to mean 1 
unreal unit)

Anything that can be 
modified by a talent or a 
card must have some base 
value to contextualise from 
(radii, jump height, speed, 
shield health, literally 
anything)

Any special control 
schemes or other kinds of 
forced movement within 
ultimates should be made 
clear that they at least exist

If it can be cancelled or 
detonated early, state it (this 
includes things like blink 
and impasse)

If it is channeled, or restricts 
some abilities from being 
used, state it

If a skill has a long pre-fire, 
or if an ultimate has a cast 
time, it must be specified

If an ability or any of the 
effects it produces has a 
duration then it must be 
specified

All weapons should have a 
fire rate so that a DPS can 
be calculated

If it is a deployable, its 
health, time alive, how far 
you can place it, what it 
does, and that it is a 
deployable should be 
specified

Special ult refund rules 
(dragon punch) or partial ult 
consumption rules (barrage) 
should be mentioned when 
they apply, with their values

All passive traits should be 
fully defined (andro drift, 
ying and furia's slow falls, 
imani's mana and its 
generation)

Androxus
Featherweight's description 
mentions 'drift' but there is 
nothing named that in his 
abilities

Nether Step doesn't 
mention that there is a timer 
that ticks down after using 
the first and second dashes 
that will prevent you using 
any more dashes if it 
expires (the length of the 
timer is also unspecified)

The length of one Nether 
Step is not specified

Godslayer should say that it 
begins every reversal with 
800 damage already stored, 
as it implies that incoming 
damage doesn't count until 
that incoming damage goes 
over (800 / 0.75)

Defiance should be written 
to reflect that it is a small 
explosion in front of you and 
can hit many enemies at 
once

Defiance's cooldown is not 
listed (the UI doesn't work 
for doubles?)

Ash Assert dominance's stun 
duration is unspecified

Shoulder Bash doesn't 
imply that it has a windup 
time (or how long it is)

Burst Cannon's projectile 
range is not specified

Kinetic Burst's windup time 
is not mentioned

Atlas (not entering anything until i 
can read it ingame)

Barik Base turret deploy time is 
unspecified

Base turret health is 
unspecified

Turret's placement range is 
not mentioned (as in, there 
is none)

Rocket Boots doesn't 
mention how fast you move 
during it

Rocket Boots doesn't 
mention that you can cancel 
it

BK
King Bomb's stun duration 
and cast time are not 
mentioned

Grumpy Bomb doesn't 
mention that it only begins 
when it touches the floor 
once (it can bounce off the 
floor and move while 
ticking)

King Bomb doesn't state 
any way to detonate 
yourself, be it through left 
clicking or by touching an 
enemy

King Bomb should mention 
that you are forced to move 
forwards and you can steer 
moderately with the camera

Sticky Bomb's explosive 
radius is not specified

Poppy Bomb's knockback 
amount and damage 
amount are not mentioned

Poppy Bomb doesn't say 
how you detonate it

Poppy Bomb does not 
explicitly say who can be 
knocked back by it (every 
other knockback specifies 
'enemies' or 'you')

Buck
Bully does not explicitly 
state a length of time that 
lifesteal applies for

Buck wild does not mention 
infinite ammo

Heroic Leap's jump power is 
unspecified

Exhilarate should be 
reworded as baseline 
Heroic Leap doesn't "hit" 
anyone - "Gain X health for 
every champion Y units 
near your landing location"

Recovery does not imply 
that you cannot fire while 
the ability is active

Cassie Dodge roll's distance is not 
specified

Disengage's knockback 
value is not specified

Megaton does not specify 
who can be knocked back 
by it (in the context of the 
ability you can hit yourself 
with blast shot)

Dredge

Shortcut displays its 1 
second cooldown rather 
than the more relevant 10 
second cooldown after 
teleporting

Shortcut does not mention 
that teammates can pass 
through it [143]

Kraken's knockback 
component is not mentioned

Abyss Spike's arming time, 
explosive radius, trigger 
radius, duration, the fact 
that only one can be active, 
and the fact that it has a 
knockback is not mentioned

Shortcut does not mention 
that you are immune to 
damage and CC while 
teleporting

Expansive Vault doesn't say 
how high you jump 

Kraken's ability to travel 
interdimensionally and find 
edges that only exist in 
other dimensions not visible 
on the player's screen which 
only simulates the 'real' 
dimension is not mentioned 
Krappa [144]

Broadside doesn't mention 
that the fuse time begins 
when it touches a floor

Broadside is not listed as a 
weapon attack

Drogoz
WYRM jets could mean 
literally anything, we have 
other talents with 
paragraphs too

Ult duration is unspecified
Combustible fails to mention 
that it scales with the fire 
spit damage falloff

Dragon Punch's 30% ult 
refund clause upon 
cancellation (the act of 
which is not mentioned) or 
expiration

Thrust's distance vertically 
and horizontally is not 
specified

The entirety of Dragon 
Punch's description makes 
it look like you're meant to 
walk up to someone and 
punch them on the spot, it 
fails to mention the 2 
second windup, 4 seconds 
of free and faster 
(unboostable) 3D 
movement, or CC immunity

Salvo is not listed as a 
weapon attack

Combustible's knockback 
power is not specified

The maximum amount of 
fuel, and how fast it is 
consumed, is not specified

Evie
Ice block blocks movement 
and attacking, but what 
about ability usage

Blink range is unspecified
Ice Storm's slow component 
and cast time are 
unspecified

The fact that Ice Storm 
moves in the direction you 
look when you press E is 
not mentioned

Ice block's CC immunity is 
not mentioned (they are not 
the same, Khan can claim 
damage immunity but is still 
CCable)

The fact that Soar is 
channeled and can be 
cancelled early is not 
mentioned

Soar's speed bonus and 
forced forward/ camera-
based movement are not 
specified

Fernando

Immortal does not mention 
that Fernando is CC 
immune, nor that all skills 
except LMB are locked and 
you move slower

Shield and Flame Lance's 
self-slowing component is 
not mentioned 

Charge's distance is not 
specified

Immortal should say that it 
goes through walls and 
floors

Furia

Inflame does not mention 
that it adds ammo to all 
affected allies (including 
yourself) equal to your 
maximum ammo

Furia's passive slow fall is 
not mentioned anywhere

Wings of Wrath distance is 
not specified

The effects on attack speed 
by the Wrath resource are 
not specified

Pyre Blade does not 
mention that it is a shotgun 
(all other shotguns state a 
pellet count)

Wrath itself is poorly 
explained in terms of how 
fast you create it, how long 
it takes for it to start 
decaying, and how fast it 
decays

Kindle Soul's base range is 
unspecified

Pyre Strike's maximum 
distance travelled 
(alternatively how long it 
lasts), and its radius, are not 
specified

Grohk

Tempest does not mention 
how fast/slow 
allies/enemies become, and 
for each, how long those 
effects last

Shock pulse doesn't 
mention how many times it 
bounces nor how far it can 
bounce

Healing Totem's base 
radius is unspecified

Tempest does not mention 
that you cannot do anything 
but move or cancel the 
ultimate while it is active

Tempest should clarify that 
you are forced to move in 
the direction you are looking 
in (compare this use of 
'flight' to Accursed Arm's)

Tempest doesn't say that it 
heals you at the same rate 
as allies

Healing Totem should say 
that it goes through walls 
and floors (and probably 
that it is a sphere, too)

Grover Whirlwind lasts 4 seconds 
but is shown as 5 seconds

Deep roots doesn't mention 
that it still cripples for the 
original duration on top of 
the added root (it doesn't 
say "also" in the description 
so it implies a replacement)

Throwing Axe's fire rate is 
unspecified

Vine does not mention the 
all-but-1s cooldown refund 
when the vine fails to grab 
onto something

The effects and usefulness 
of Vine Grasp can't be 
quantified because the base 
Vine range is unspecified

All of Grover's healing 
abilities imply that he is 
incapable of healing himself

Deep Roots doesn't say 
how many times it can 
bounce or how far it can 
bounce

The range of Blossom 
should be mentioned, 
alternatively the visual 
showing the range in game 
should be mentioned

Blossom and Whirlwind 
should say that they can go 
through walls and floors

Whirlwind's radius should 
be specified (and that the 
green circle around you is 
not whirlwind's radius)

Imani
Pyre ball damage is 
incorrect (1000 instead of 
1100)

Splitting ice does not 
mention its damage nor how 
far it can bounce

Draconic Avatar's 
description is cut off

Frostbolt's slow component 
is unspecified in terms of 
duration and power

In comparison to Sha Lin's 
LMB, Pyre Ball's charge 
time is correct but there is 
no post fire mentioned

Neither Frost Bomb nor 
Pyromania specify the 
radius of their explosions

The time taken to switch 
stances is not specified

The fact that Frost Bomb 
locks out all your other 
abilities until it detonates is 
not mentioned

Inferno Cannon's self 3D 
rooting component is not 
mentioned

Dragon's Call is missing its 
duration, its damage, its 
health, that it is a 
deployable, the fact that 
your body is left behind, the 
fact that it ends if your body 
is killed, the self-slow while 
firing, and cc immunity for 
both body and dragon [145]

Frostfire Glide's speed, 

Inara Deployable health is 
unspecified (both of them)

Stone Spear's self-slowing 
component is not mentioned

The duration of Warder's 
Field is unspecified

The ranges of Impasse and 
Warder's Field (none) are 
not mentioned

Seismic Crash's long 
windup time and self 3D 
root are not mentioned

The fact that Impasse and 
Warder's Field can be 
cancelled early is not 
mentioned

Jenos
Void Grip does not mention 
that all of your skills are 
locked out while using it

Base range of Astral Mark is 
not mentioned

Stellar Wind's jump bonus is 
unspecified [146]

Khan
Overpower damage 
components are not 
mentioned

Overpower's duration is 
unspecified

Overpower's 30% ult refund 
clause upon a miss or if the 
victim dies within 2s of 
being hit is not mentioned

Bulwark doesn't mention 
that it can't be used when 
broken until it recharges to 
50% 

Bulwark's rate at which it 
restores shield is not 
specified

Kinessa

Oppressor mines do not 
mention neither the number 
of targets it can hit at base, 
nor how far it can target 
enemies

Reposition claims to be 
instant but it still has some 
delay associated with it

Steady Aim should read 
'hitting a fully charged shot 
will cause your next shot to 
deal 30% more damage if it 
is fully charged' to make it 
clear that low power shots 
stop the talent working

Headhunter generating 5 
ammo is not mentioned

Sniper Mode doesn't 
mention that it slows you, 
that it makes you consume 
4 ammo per shot, how long 
it takes to charge a shot 
(her dps essentially), and 
how long it takes to scope in

Transporter should mention 
its time to teleport as an 
exact measurement 
because of Beam Me Up 
affecting it

Transporter's range is 
unspecified

Koga

The time taken to switch 
stances (from guns to claws 
and from claws to guns, the 
two being different times) is 
not specified

The rate of energy 
consumption while in 
Dragon Stance is not 
specified (can be said as 
"half a bar a second" or 
whatever it is)

Agility's jump bonus is 
unspecified

Cyclone Strike doesn't 
mention the windup time 
during which you cannot 
move

Cyclone Strike doesn't 
explicitly state that you can 
move while using it

Lex LMB damage is incorrect LMB has no fire rate 
described

Retribution's reveal range is 
not mentioned

The fact that your 
Retribution target changes 
to the person that killed you 
is not mentioned

Combat Slide distance is 
unspecified

The Law does not mention 
that it has a windup or that 
you are slowed during it

The Law does not mention 
its special targeting system 
where it locks onto all 
targets in a generous cone 
within a certain range

The Law should mention 
that targets under 65% 
health are marked by a 
special icon above their 
heads, distinct from the 
Retribution icon

Combat Slide should just 
say that you are able to use 
all abilities during it, 
including itself to cancel it

Lian
Enlightenment does not 
mention damage immunity 
or that it locks you in place

Precision says "consecutive 
shots" but it does not drop 
stacks if you miss

The distance of Grace is 
unspecified

Heir to the Throne should 
be reworded because you 
can't move during Grace - 
"Grace completes 50% 
faster"

Maeve Double jump passive is not 
mentioned anywhere

Pounce's knockback (that 
affects airborne targets) is 
not mentioned

Prowl's jump bonus is 
unspecified

Makoa Sea Legs' lifesteal duration 
is not specified

Sea Legs does not mention 
that the lifesteal only applies 
when you hit the hooked 
player

Pluck does not mention how 
long you have to receive the 
damage bonus before it 
expires

Leviathan can be read as 
"gain 1200 health during 
ancient rage" while it 
actually gives you 1200 
health at all times

Ancient Rage doesn't 
specifically say that it refills 
your health as well as 
increasing your maximum 
health

Dredge Anchor doesn't 
mention that it does 100 
damage

Ancient Rage doesn't 
mention that it can be 
cancelled early

Ancient Rage doesn't 
mention the brief but very 
important 0.3 second 
windup before applying the 
effects

Shell Spin distance is 
unspecified

Ancient Rage doesn't say 
what the fire rate of the 
melee attack is

Shell Shield doesn't mention 
that you cannot do anything 
except shell spin or cancel 
the shield

Mal'damba
Swift Spirits does not 
mention how long the 
movement speed lasts

Dread Serpent does not 
mention that it can be 
remotely detonated

Mending Spirits should 
make the distinction that it is 
a healing ability with no kind 
of automatic targeting and 
needs to be aimed (it 
implies you just summon a 
clone like ying)

Slither distance is 
unspecified

Dread Serpent should say 
that enemies are only 
feared if they have line of 
sight of the center of the 
explosion (the ult graphic 
goes through walls which 
can confuse people)

Mending Spirits' range is 
unspecified (infinity)

Moji Duration of ult polymorph is 
unspecified

Scamper mentions basically 
nothing about the ability

Familiar Spray's self-
slowing component is not 
mentioned

Magic Mark's base duration 
is unspecified

Bon Appetit doesn't mention 
that the polymorphed victim 
is immune to all damage 
from all sources

Magic Barrier does not 
imply that all your abilities 
are locked out while using it

Toot doesn't say that the 
cloud is created when using 
Scamper

Pip

Combat Medic doesn't 
specify the healing amount 
(Spirits Domain does, also 
there is no damage falloff 
on Combat Medic so it 
always heals 600)

Healing Potion's radius is 
not specified

Weightless' description is 
insufficient in describing 
what Weightless actually 
does in terms of mobility 
bonuses (stellar wind and 
weightless both say they 
increase jump height but do 
it differently)

Healing Potion should say 
that its healing radius goes 
through walls and floors

Ruckus
Movement speed penalty 
and duration of hexa fire is 
unspecified

The fact that Aerial Assault 
removes the 0.5s cooldown 
between uses of Advance is 
not specified 

Advance distance is 
unspecified

Seris
Restore soul duration is 
incorrect (2s instead of 1.5
s) 

The fact that the ult stuns 
(and therefore is affected by 
resilience) is not mentioned

The Void Abides' integration 
is not mentioned anywhere 

Shadow travel doesn't 
mention that it can be seen 
at very close distances

Shadow travel doesn't 
mention that it refills ammo

Restore Soul's base range 
is unspecified

Shadow Travel's cast time 
is not mentioned

Restore Soul does not 
specify that it is a channeled 
ability (you cannot do 
anything but move while 
doing it)

The radius in which Restore 
Soul spills over onto other 
allies is not specified

Soul Orb debuff duration is 
not mentioned

Sha Lin
Planted does not mention 
the decrease in damage to 
800

Poise doesn’t display a 
value for any level 

Longbow's description is 
misleading, the bow actually 
takes 1 second to draw, 
with .5 seconds postfire 
after an arrow (this is 
important because it causes 
Recurve and Heat Haze to 
seem better than they 
actually are)

Withdraw's threshold for 
damage is not mentioned

Withdraw doesn't mention 
that it can be seen at very 
close distances

Longbow's self-slowing 
component while drawing 
the bow is not mentioned

Skye
Emergency exit's listed 
cooldown is listed twice but 
only one of the values 
changes

Hidden does not mention 
that stealth can be broken 
by taking too much damage

Time Bomb's fuse timer is 
not specified

Time Bomb does not say 
that the fuse begins when it 
lands

Smoke Screen doesn't say 
that you throw a projectile 
forwards that deploys the 
smoke

Strix Flare cooldown is not 
mentioned anywhere

Flare's damage, damage 
over time, duration, or that it 
can deal damage at all is 
not described

Flare's reveal radius is not 
mentioned

Flash bang's damage 
component is not mentioned

Stealth doesn't mention that 
it can be seen at very close 
distances

Stealth's threshold for 
damage is not mentioned

The fact that movement 
speed is faster with pistol 
equipped is not mentioned

The pistol's maximum fire 
rate is not specified

The time taken to switch 
weapons is not specified

Scope does not mention 
that it slows, or for how 
much it slows + how long it 
takes to scope in

Talus

Assuming the blitz upper 
knockback bug is actually 
not a bug, blitz upper should 
not read 'knock straight 
back' and instead should 
read 'launch the enemy in 
the direction you look while 
you punch'

True Power's 70% ult refund 
clause when not selecting a 
target in time is not 
mentioned

Terminus
Reanimate does not 
mention how long you have 
to use it after dying

Power siphon does not 
mention that it has a 
resource bar or for how long 
the siphon could potentially 
be put up

Power siphon's self-slow 
component is only 
mentioned indirectly by 
reading the description of 
Powerslave (the strength of 
the slow is not specified in 
any case)

Shatterfall distance is 
unspecified (how far you 
travel and how far it 
reaches)

Torvald
Torvald's main gimmick, his 
personal shield, is not 
mentioned anywhere

Hyper beam's damage 
component is not mentioned

Nullify's self-slow 
component is not mentioned

Tyra
Crossfire doesn't mention 
that it refills your ammo 
afterwards

Viktor
Burst Mode does not 
mention at all how the fire 
rate and damage alter

The time taken to raise iron 
sights is not mentioned

Barrage's self-slow is not 
specified as a percentage 
(while iron sights has this 
luxury)

Frag grenade's radius is 
unspecified (what is 40% 
extra?) as is its fuse time 
and cooking time

Barrage's radius is 
unspecified

Barrage doesn't mention 
that it has three charges, 
that they land after a 0.75s 
delay, and that each 
unspent charge allows you 
to save 20% of your ult 
charge upon cancelling it 
(the action of cancelling it 
also not mentioned)

Barrage's duration is 
unspecified (how long the 
binoculars are up)

Vivian The time taken to raise iron 
sights is not mentioned

Sensor Drone's reveal 
range is not specified

Booby Trap's knockback 
power, and arming time, is 
unspecified

Willo Fae Flight does not mention 
infinite ammo

The duration of Blastflower 
stacks is unspecified

Dead Zone should explicitly 
state that no healing can 
take place in the zone 
regardless of any healing 
increases an enemy may 
have e.g. "all healing in the 
zone is reduced to 0" [147]

Seedling does not say that 
the fuse begins when the 
first seedling touches a floor

Ying
Dimensional Link does not 
mention the ability to 
teleport to the illusion you 
look at

Illusion health and duration 
is unspecified

Ying's passive slow fall is 
not mentioned anywhere

The 2 illusion limit is not 
mentioned (barik's turrets 
mention their limit)

The illusion placement 
range is not mentioned 
(grohk's totem mentions its 
range [but range as a whole 
needs an actual definition])

Illusion healing per second 
is inaccurate, the time 
between the start of heals is 
about 1.65s

The healing range of 
illusions is not specified

Life Exchange's range is not 
specified (infinity)

The aiming mechanics of 
Life Exchange are not 
mentioned (fires out of your 
crosshair with no lock on)

Zhin
Counter damage is incorrect 
and does not mention that it 
is a ranged strike (or in any 
way different) [148]

Yomi does not mention that 
the heavy hit travels 
differently than without it 

Yomi's heavy hit has a 
range limit

Spite does not mention its 
30% ultimate refund clause 
upon a miss without dying

Whirl distance is 
unspecified

Guillotine should match 
Blood Reaper's wording as 
the number of hits in Spite 
is unknown

Spite doesn't mention that 
both you and the target are 
knocked directly backwards 
afterwards

The time before a Inferno 
Blade combo resets, or that 
it can reset at all, is not 
mentioned

Other 
descriptions 

and terms

Resilience can be read as 
'reduce the effectiveness 
and duration of slows' and 
'reduce the effectiveness 
and duration of CC', when it 
only weakens the slows and 
shortens the CC separately

Team Deathmatch's 
description is a leftover from 
when onslaught and TDM 
were condensed into the 
same playlist

First win of the day bonus 
should explicitly say that it 
can be gained once a day 
from every eligible playlist 
(so, 6 times a day)

The 'reduced healing' debuff 
(and the discoloured health 
bar for third parties) doesn't 
give any indication to how 
badly reduced the healing 
is, the icon can mean 30%, 
60%, 90%, 50%, or 100%

Becoming 'untargetable' 
cleanses debuffs on its own, 
but only Grohk's Ghost 
Walk mentions separately 
that it cleans debuffs, 
therefore it would be 
assumed that no other 
ability can cleanse debuffs, 
when they do
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[2] https://youtu.be/9b-YRf9g4FE?t=940

[3] https://youtu.be/GUhfwOxFSC8?t=43

[4] https://dm.reddit.com/r/Paladins/comments/av2132/ok/

[5] https://cdn.discordapp.com/attachments/548177418859315200/550830663461240880/Screenshot_515.
png

[6] https://clips.twitch.tv/CaringFilthyWoodpeckerWOOP

[7] Stasis Field can still be pierced by some projectiles that would pierce any shield if you were to stand 
very close to it, e.g. Yomi/Enlightenment

[8] https://www.twitch.tv/helvian/clip/CrazyAmusedTriangleTBCheesePull

[9] https://clips.twitch.tv/FlaccidRacyClintKappaWealth

[10] https://clips.twitch.tv/CleanRoundMeatloafNomNom

[11] https://youtu.be/VW6VRwb9Hhk?t=979

[12] https://youtu.be/KHWlLNj0hcA?t=978

[13] https://clips.twitch.tv/SmallJoyousCoyoteItsBoshyTime

[14] https://clips.twitch.tv/WonderfulOddIcecreamRuleFive

[15] https://clips.twitch.tv/StrongFurryWoodcockCmonBruh

[16] https://clips.twitch.tv/HandsomeSparklingFerretPanicVis

[17] https://www.youtube.com/watch?v=IOWmGmULFc4 

[18] https://streamable.com/ikmai

[19] https://clips.twitch.tv/CarefulFrozenAlbatrossBudStar

[20] https://clips.twitch.tv/FaithfulLovelyCakeOSkomodo

[21] reported mostly from the battlesuit angel skin but not exclusive to it

[22] https://streamable.com/2s7y5

[23] https://clips.twitch.tv/CourteousYummyPoxHassanChop

[24] for example it can happen on this part of fish market from the right side of the rectangle, aiming close 
to the opening facing the point

https://cdn.discordapp.com/attachments/548177418859315200/550792780490997761/Screenshot_16.png

[25] health bar is visible, but no nameplate



[26] https://clips.twitch.tv/EncouragingCaringArugulaBleedPurple

[27] : https://streamable.com/3tkta

[28] https://clips.twitch.tv/YummyElegantChoughPeteZarollTie

[29] https://www.youtube.com/watch?v=_4E1lqQxcvI

https://www.youtube.com/watch?v=kUGs7oH1bnA&feature=youtu.be

https://www.youtube.com/watch?v=adHhy20xUAU

https://www.youtube.com/watch?v=ALO7zQJO2Fw&feature=youtu.be

[30] https://streamable.com/7360j

[31] https://clips.twitch.tv/JazzyCovertHawkHeyGirl

https://youtu.be/-ZVFcOR45yw?t=133

[32] https://youtu.be/xEiUEQ0sIM4

[33] https://clips.twitch.tv/ShyGoldenStrawberryBIRB

[34] https://clips.twitch.tv/AffluentAmorphousMinkTooSpicy

[35] https://clips.twitch.tv/KathishBetterKangarooKreygasm

[36] fixed on pts, the victim seems invincible while being pulled

[37] https://clips.twitch.tv/KathishGiantSharkChefFrank

[38] https://www.twitch.tv/videos/365708573

[39] https://dm.reddit.com/r/Paladins/comments/at1wev/permanent_mines_where_do_i_sign/

[40] https://clips.twitch.tv/HelplessNaiveJellyfishSmoocherZ

[41]  https://streamable.com/5sw8d

[42] https://cdn.discordapp.com/attachments/548177418859315200/549193597820469258/missautoaim.
PNG

https://streamable.com/ozlke

[43] https://clips.twitch.tv/KawaiiSecretiveTrayAMPEnergyCherry

[44] https://clips.twitch.tv/ThankfulVenomousPeafowlBleedPurple

https://clips.twitch.tv/CleanScrumptiousGalagoPraiseIt

https://clips.twitch.tv/GlamorousOriginalSnoodShazBotstix



[45] https://streamable.com/mgk55

[46] https://streamable.com/ij4w9

[47] https://streamable.com/2unq4

[48] only ritual magic was fixed

[49] https://dm.reddit.
com/r/Paladins/comments/bi9pk9/damba_incredible_bug_in_ranked_totally_untouchable/

[50] just call it a feature it raises moji's skill ceiling thank you

[51] https://streamable.com/nyo91

[52] https://youtu.be/_ZxvoXdai5M?t=220

[53] https://www.youtube.com/watch?v=_ZxvoXdai5M&feature=youtu.be&t=243

https://streamable.com/e9qf9

[54] https://youtu.be/th1piPKVAuc?t=324 

[55] https://i.redd.it/mrllnnw34si21.gif

[56] https://www.twitch.tv/simsiloo/clip/CrowdedObedientSardineDBstyle

[57] https://youtu.be/oqWs6Mx0aqo?t=400

[58] only it watches was fixed

[59] terminus will die twice at once if his ult cannot be used 

https://clips.twitch.tv/BrainyHotWalrusHoneyBadger

[60] https://clips.twitch.tv/VainRudeStarThunBeast

[61] https://clips.twitch.tv/ComfortableScaryDonutFeelsBadMan

[62] https://clips.twitch.tv/WrongAnnoyingKaleCorgiDerp

[63] https://clips.twitch.tv/ArtsyNaiveWafflePlanking

[64] https://clips.twitch.tv/GloriousTalentedSrirachaHassanChop

[65] https://medal.tv/clips/12266744/d1337uTvxnsk

[66] https://www.youtube.com/watch?time_continue=606&v=HzEcc0gd-Ws

[67] being stunned while cooking a grenade now causes you to throw uncooked grenades for the current 
life



[68] https://streamable.com/s0sxi

(could just be a desync)

[69] https://clips.twitch.tv/BlindingIcyFrogHotPokket

[70] https://streamable.com/sypju

[71] https://clips.twitch.tv/FurtiveShakingTriangleNerfBlueBlaster

[72] https://www.youtube.com/watch?v=_ZxvoXdai5M&feature=youtu.be&t=243

(functions the same for willo)

[73] https://clips.twitch.tv/SwissComfortableDaikonBCouch

[74]  https://www.youtube.com/watch?v=CHuziXcax4k

[75] https://www.youtube.com/watch?v=eUoMbzG7EOo&feature=youtu.be&t=412

[76] https://youtu.be/dx5068o0mIg

[77] https://clips.twitch.tv/StrangeCrazyWolverineLitFam

[78] https://clips.twitch.tv/AdventurousSuccessfulKathyGivePLZ

[79] https://clips.twitch.tv/HotTalentedScorpionPeteZaroll

[80] https://cdn.discordapp.com/attachments/548177418859315200/595220860265168932/unknown.png

[81] https://cdn.discordapp.com/attachments/490586590410702862/592297508508532766/2019-06-23_5.
png

https://cdn.discordapp.com/attachments/535197742545502208/584019931708784642/2019-05-31_27.png

[82] https://youtu.be/GUhfwOxFSC8?t=64

[83] https://youtu.be/HIlIUJ-CIAY?t=57

[84] https://streamable.com/75e1i

https://cdn.discordapp.
com/attachments/548177418859315200/556467698419236876/20190316142319_1.jpg

[85] https://clips.twitch.tv/DependableRefinedStaplePeanutButterJellyTime

[86] https://clips.twitch.tv/DelightfulRepletePieRlyTho

[87] https://clips.twitch.tv/GleamingOpenCattleThisIsSparta

[88] https://clips.twitch.tv/PiercingCredulousOcelotBleedPurple

[89] https://cdn.discordapp.
com/attachments/548177418859315200/553878470262915102/Screenshot_526.png



[90] https://clips.twitch.tv/BlazingRepleteAlfalfaSMOrc

[91] https://youtu.be/zo_B_aU6xW4?t=33

[92] https://cdn.discordapp.com/attachments/535197742545502208/547917503385436160/unknown.png

[93] https://clips.twitch.tv/WrongPerfectKumquatTakeNRG

[94] https://cdn.discordapp.com/attachments/409510418520735746/556482663494451201/unknown.png

[95] https://clips.twitch.tv/BusySoftBubbleteaWOOP

half-fixed, being right up against the pillars causes you to be stuck

[96] https://clips.twitch.tv/MistySpookyGooseYouDontSay

[97] https://clips.twitch.tv/DelightfulHumbleSandstormCharlietheUnicorn

half-fixed, the outward facing portion of the arches is still a ledge

[98] half-fixed (tree in old spawn still can be stood on, trees near point can be hovered on by drogoz)

[99] https://cdn.discordapp.com/attachments/548177418859315200/565913663441993729/2019-04-11_2.
png

https://cdn.discordapp.com/attachments/548177418859315200/565907561941827610/2019-04-11.png

[100] https://youtu.be/7O3BPUk9r7s?t=741

[101] https://clips.twitch.tv/ZealousDifficultCormorantCoolStoryBob

[102] https://streamable.com/naaea

[103] https://cdn.discordapp.com/attachments/548177418859315200/595219405663764490/unknown.png

https://cdn.discordapp.com/attachments/548177418859315200/595218377723609108/2019-06-30_19.png

[104] https://cdn.discordapp.
com/attachments/548177418859315200/602398754699476992/20190721021533_1.jpg

https://cdn.discordapp.
com/attachments/548177418859315200/602398769727668234/20190721021625_1.jpg

[105] https://youtu.be/7O3BPUk9r7s?t=741

[106] https://clips.twitch.tv/PolishedCrepuscularLasagnaRaccAttack

[107] https://clips.twitch.tv/AwkwardAggressiveAnisePMSTwin

[108] https://clips.twitch.tv/AwkwardAggressiveAnisePMSTwin (same clip as to the left)

[109] https://cdn.discordapp.com/attachments/548177418859315200/550638271441403914/Cattura.PNG



[110] apparently fixed for vivian and viktor

[111] https://clips.twitch.tv/InspiringAbstemiousScallionAMPEnergy

https://streamable.com/bka1t

[112] Now the opposite is true where you don't get hit while the indicator is red

[113] Incidentally some other card effects will not proc if they are the killing blow on a champion, but the 
ruling for which breaks in which situation is not known

[114] https://www.youtube.com/watch?time_continue=250&v=qKQHu-F-B8M

[115] https://cdn.discordapp.com/attachments/546291779951919107/546292046147878922/Untitled-2.png 
(reportedly something to do with spamming voice lines and/or omega shalin)

[116] https://clips.twitch.tv/GrossYummyShallotTooSpicy

[117] not a 'bug', but a side effect of merging platforms 

[118] https://cdn.discordapp.
com/attachments/535197742545502208/547447551809290240/20190219165904_1.jpg

https://www.reddit.com/r/Paladins/comments/arzo1l/4v5_objective_auto_cap/

[119] https://streamable.com/xak33

[120] https://imgur.com/a/GPDVHdd

[121] https://streamable.com/abqzo

MATCH ID: 799186447

[122] (A LOT of screenshots)

https://cdn.discordapp.com/attachments/548177418859315200/548357505286275093/Screenshot_22.png

https://cdn.discordapp.com/attachments/548177418859315200/548357518061993985/Screenshot_23.png

https://cdn.discordapp.com/attachments/548177418859315200/548357526077571072/Screenshot_25.png

https://cdn.discordapp.com/attachments/548177418859315200/548357532511502343/Screenshot_24.png

https://cdn.discordapp.com/attachments/548177418859315200/548357533501227022/Screenshot_26.png

[123] https://www.youtube.com/watch?v=kzDnRCVEONI&feature=youtu.be&t=614s

[124] https://image.prntscr.com/image/5Kvg5MkHTbKEf8hd4eebLg.png

[125] examples: masterful, spitfire, revitalising gem, heraldry, smithereens

some cards do not follow this rule: mortal skewer, siege engine

[126] https://youtu.be/D1GSiSIZjos?t=50



[127] https://cdn.discordapp.com/attachments/548177418859315200/550459734763765760/unknown.png

[128] https://cdn.discordapp.com/attachments/534824598630563840/552849439971082241/unknown.png

They removed /restartlevel

[129] https://www.youtube.com/watch?v=5k8V_7QjXic&feature=youtu.be

[130] https://image.prntscr.com/image/w6KBKc9tRDa-EIMteoOV6A.png

[131] https://cdn.discordapp.
com/attachments/548177418859315200/565979549339222016/20190409164412_1.jpg

[132] https://www.youtube.com/watch?v=M6sDmIAOdw4&feature=youtu.be

[133] https://clips.twitch.tv/SlickDiligentKimchiVoteYea

[134] https://cdn.discordapp.com/attachments/548177418859315200/627543891717128258/unknown.png

[135] https://streamable.com/mgce1

[136] some require character music to be enabled

[137] https://www.youtube.com/watch?v=g6fBB45iKQo

https://youtu.be/wlccf7lD6pc?t=17 (invisible damba)

https://www.youtube.com/watch?v=st6pfTSrs0U

[138] becomes an obsolete advantage in patch 2.4 with billow being a static 1.5 seconds 

[139] this stretches to golden weapons as well, but they are not paid skins

[140] https://cdn.discordapp.
com/attachments/490586590410702862/547157118827102209/20190218150656_1.jpg

[141] https://clips.twitch.tv/DirtyRichOkapiWholeWheat

(this is pay to win because if you're firing at someone you're already spotted and deafening someone, as 
opposed to dreadhunter drogoz who isn't necessarily spotted when he is just trying to fly somewhere)

[142] It states that the portal you used gets destroyed which is incorrect

[143] fixed until it inevitably returns

[144] i won't shut up about this

[145] this skill alone warrants a new ability UI



[145] this skill alone warrants a new ability UI

[146] especially confusing because space jam's 60% height is just as, if not more effective than koga's 
trespasser's 100% height

[147] this is especially confusing because when you are affected by dead zone, the debuff you see is no 
different to when you are cauterized, so you assume you can undo some of it

[148] ranged component still not mentioned


