The general rock paper scissors:

outscale/outfarm niche means needs specific conditions met or certain drafts (either own team or enemy team) to succeed
> > enemy team also needs an answer for it
Aggrofflank < i The niche champs probably slot in multiple colours.
In general:
- Red wins before Green scales explanation:
- Green doesn't fall too far behind against blue and outsustains them https://www.youtube.com/watch?v=HGxGsy8a9pY&

- Blue controls Red's aggression
Red can only move forward, from any angle
Green wants to fight front to back, with lategame flankers/splitpushers

Blue moves through pick and zone. shutting down enemies, blocking off or poking out. Can move backwards and forwards:

Some champs have purple elements, meaning they need certain teams/conditions to be met to work as a champion

You wanna draft in a way that has a theme: red, green or blue. usually a combination, mono-red/blue/green rarely works Checkmarks for a teamcomp
- engage
- waveclear
Example good draft - siege potential
Us Enemy - peel
garen renekton - frontline
rammus olaf
galio cassio winconditions
kogmaw lucian - snowball (lane/dragons/towers)
soraka swain - splitpush
- outscale

The theme of the enemy team is Red, they want to snowball and end the game early. Cass doesn't work with that

If the game goes later, everything will fall on to Cassiopeia, which is too difficult with our picks

Our team is Blue/Green (because Garen and Rammus outscale their respective opponents, they don't need to snowball and are turned into Blue Champs from Red champs)
The blue champs only have to control the enemy and setup for Kog. Garen can do this by splitpushing and thereby taking away a dive-threat (Renek)

Galio, Rammus and Garen also naturally counter melee picks which is all the enemy drafted

Example bad draft

garen sett
morgana amumu
corki zed
jinx vayne

poppy lulu

Our comp has no defined theme: garen and poppy want to go in and get easily controlled while corki and jinx want to peel back

morg is out of place, unsure whether to follow to suicide mission of poppy and garen or try to help out carries. Morg/Poppy/Garen can work together if everyone went in
Vayne (green) turned Red because it fits the playstyle of the draft way more

Lulu's blue enables their champs and stops ours, the same cannot be said for our blue morgana

Because of the dominant Red, our Green never reaches Late and never finds an answer to their aggression. Game is lost in draft unless they hard int


https://www.youtube.com/watch?v=HGxGsy8a9pY&

ALL CHAMPIONS Rated out of 5 Purple:
108 only1,30r5
‘General note: champs you can flex take priority in draft!
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Patch 10.:
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Apart from general gameplan colours, think about range colours

xerath
long range
ekko > poke/siege > orianna
melee/assassin < short range
flank/skirm pick/teamfight
LONG RANGE |versus short range versus melee/assassin
lane can outtrade and outpush SR risks overextending and getting ganked
skirmish should have prio to join first, lower risk to roam very scared to leave lane in case of collapse
teamfight SR can't interact with LR and should get poked out |easily caught out/ hard to position safely
SHORT RANGE versus melee/assassin
lane trading tools to outtrade/harass/control wave
skirmish always prio, safe to roam
teamfight superior teamfight due to range advantage

Let's say you're drafting against these solid picks:

aatrox sett

elise jarvan iv
syndra

ezreal miss fortune

taric thresh

if these players know their role, it can be hard to draft against, seems like they have one of the best champs in each position.
especially if some of your picks are already solidified

what would you pick?

best answer would probably be something with range. because unless they leave mf/syndra behind, how do they get on to you?
you can tell elise to play blue, just outfarm and track the jungler so she can countergank

you don't need front line when the plan is to poke and zone until the fights are super advantageous

suddenly the pretty blue comp from the enemy becomes how do we get on to the xerath









Game 1

Game 3

Game 5

Game 4

10.6 losses for G2

G2 v. MAD (round 1, 03-04-2020)
G2 MAD Game 3

Game 3

should've lost

10.6 games G2 should've lost

MAD

-4kGL@ 10
-47kGL @ 15
-5.9k GL @ 20

- bot camp into top gank (flashless)
- 2 succesful dives by elise by 6 mins
- bot rotates after TP, always numbers advantage vs GREEN team

- herald trade for dragon

- lead thrown fight 13:29 (triple kill Cassio). 5v5 against teamfight comp
no item complete Renek, Trinity complete Sett not there.
3 for 2 not worth cause of kill distribution

- pick --> D2 secure
- too many members on 2nd herald secure, gives up prio lanes for 1

G2 v. OG (round 2)
0G

G2 v. MAD (round 3)
MAD

G2

G2

What seems to work vs G2:

- Draft a skirmish comp, many tools for engage and pick

- Attack the scalers on the team
- use objectives as bait (G2 love to contest)

What beats you:
- forcing 5v5 vs teamfight comp
- disrespecting stronger skirmish

- herald can't break shell. no dive possibility, GREEN is just getting farm. Nash only option

- play is to trade baron for dragon. G2 too smart, collapse with 5

- play is get flank 5v5 (TP from behind), high execution vs 3-0 213 cs Cass. Game should be played without Cass (or always number advantage)

G2 win 4-0 and game is lost

conclusion: if G2 draft a GREEN teamfight comp, don't teamfight
them. You will catch them out when they run for objectives. Pressure
multiple objectives at once (don't group for them



what if we try to beat G2's OP comp

us G2

Pretty similar comp but our side has such an easier time engaging: extra diver + ashe

enemy team pretty damn short ranged and nothing to deal with xerath. Xerath has the easiest time
Lane: Ashe > Vayne but Karma > Sion so equal.

It's all up to vayne, can she outplay everyone?

Because of top lane champ pool, we start the game behind because the scaling is a problem. this slots us into a snowball comp, because our best pick (darius) can't split

Mid is really strong, G2 has no way to deal with xerath and has to go through too many things, little flank potential

stronger front to back through outrange, except lategame. 4-1 into flank TP from darius
G2 bot should be miles behind

Kog/Azir should have an awful time against Xerath/Varus

Brand for lane, pick and midgame even more

maybe braum for counter Ornn/Kog

Probably the worst topside for billy i've seen. ranged mid carry and unkillable jungle/top

Veigar looks pretty sad into this team too. outranged by viable targets and zac can easily jump him
leona is disjointed with the rest of the comp

jinx looks fine but gets outscaled by jhin/corki combo and doesn't like xerath too much.



