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11/5/2017 1:37:50 Ashka Ranged Yes

PEW PEW LONG RANGE DPS, STUN, BURN, 
PPEWPEW Combustion | Wild Fire | Eruption | Inferno | Magma Strong firestorm, allows trading and doing insane 18x4 + ignite bursts. Especially good in 3s. Firestorms allows tanking some 

damage head on while dealing even worse stuff back at them. Volcano range is a must.. assuming you can hit one in a match 
thanks to the rite or force them use mobility skill to dodge it. Blaze | Burning Feet | Eruption | Inferno | Magma

Sometimes you feel like a little pussy that you are and firestorm doesn't really even need using. 2s build. Reliable to run away, 
get that one firebolt deal knockback+ignite after searingflight(space) ability. X | X | Eruption | Inferno | Magma

Pick your favorite and a random Moltenfist(E) ability to make you feel little special! Get those combos lined 
up! .. or run away with Fire Punch.. you know you want to.. you little piece of.. frog.. that is burning! 
Experiment and enjoy the moment :)

wat? weakened middle orb? use volcano. Bonus points if you hit opponent simultaneously. Don't forget m1, fireball, that spammable thing you want to use no matter what, even 
running ♫ don't stop burning, hold on to the flaming ♪

11/5/2017 5:08:26 Ashka Ranged Yes

The absolute INSANE amount of damage you can deal 
and since "Ashka happy foes on fire!" I'm happy when 
Ashka is happy =)

Combustion | Heat | Knockout | Inferno | Magma

First of all this is my build for 3v3s. 
Combustion: the bonusdamage in itself is always usefull but the more important part is the AOE dmg + Ignite because you can 
easiely switch between targets and still damage someone who's using a counter or reflect.

Heat: Beeing able to start casting your rightclick behind a corner and out of sight, just to step around when the first shot is fired 
is extremely helpful to surprise your enemies and make it harder for them to evade it.

Knockout: Knock someone into a wall after they used their escape, cast your AOE-stun under them and rightclick them in the 
face.

Inferno: OOOH BUUURN BUUUURN BUUUUUUURN!! I mean... yeah.... deals a shitload of damage.

Magma: Basicly gives +50% damage to your Ignite and since you tend to have everybody ignited, slowing them for 10% aint 
bad.

E(into wall) -> Q -> Rightclick
For Orb: Q + Leftclick

11/5/2017 10:15:36 Ashka Ranged Yes Mobility, damage, aesthetics Heat | Wild Fire | Blaze | Burning Feet | Magma It's a build I use in 3v3 when I believe the pressure will be off me and I can output alot of damage Burning Feet | Heat | Knockout | Lava Punch | Inferno Mostly an Anti-Melee build, as Ashka can be focused by champs like Bakko and Raigon. Serves a defensive approach. / / I find ashka works well with champions that can set up stunlock combos (Croak, Oldur) or with champions that can keep pressure off him as much as possible.

11/5/2017 1:23:56 Blossom Support Yes

she's a furry with annoying voicelines, it makes people tilt Healthful Bark | Bountiful Tree | Powerful Pitch | Kindhearted | Hop and Skip!

I consider this my bread and butter build for 3v3. I rarely deviate from this build. These battlerites offer excellent healing output, 
survival, and utility, generally the three most important things for a support in 3v3. Powerful Pitch | Hop and Skip! | Nature's Cycle | Spring Growth | Pollen

This build allows you to pump out a fair bit of damage for a support, and crucially, trade damage with almost any hero. This 
build is more open to being altered depending on opponents. N/A N/A

Build 1: The build revolves a lot around healing your tree (and thereby your teammates). It allows you to heal yourself and both your teammates for 16 per Nourish under the 
tree, which is insane. Placing an EX tree and spam healing it while your teammates stay there can keep your whole team alive through huge amounts of damage. Just watch out 
for AoE abilities like Rain of Arrows, Ashkas stun, etc, since diverting damage from multiple targets at once to the tree will kill it very fast, despite it having 62hp. Make sure to 
make use of your double Space battlerite when the mid orb is up. Position yourself so that you can EX Space the orb into a favorable position, and then use the second jump to 
get back to safety.}
The following battlerites make up a more aggressive build that I sometimes use for 2v2, although I use variations of the first build a lot in 2v2, too.

Build 2: Your goal is to hit your opponents with as many charged Thwacks as possible, overwhelming them with the damage and the crippling Weaken effect. Your healing will be 
lacking, so the best way to keep you and your teammate alive is to out pressure your opponents and mostly heal when you happen to have time. Like I said, there's room to 
change things up with this build, for example, if you know it's going to be a slow game with lots of poking, and you're not afraid of getting deleted, you can replace double space 
with a battlerite of your choice. If you need more survival, I suggest that the first battlerites you replace are the two Boom Bloom ones.}

A couple of general tips and tricks for Blossom:
Your EX Space interrupts a lot of abilities, like Ashka's firestorm, Jade's snipe, etc. Your ultimate ability gives you an iframe, meaning that you can dodge things with it if you are 
out of escapes. For example, a Freya is using her ultimate on you. If you don't have Space or EX tree, you can start channeling your own ultimate. If you time it right, you will be 
in midair when Freya lands, hence take no damage. If an enemy hero is about to land some big damage on your teammate or yourself and you're out of escapes/counters, try to 
hit the enemy with a charged m1. This will negate 40% of the damage. When using EX tree to mitigate huge burst abilities, make sure to try and place it so that the tree itself 
won't be hit by the ability, too, if possible. The AoE is fairly big.

11/5/2017 6:12:48 Blossom Support Yes

Two heal abilities plus a combination between 
buff/debuff. She can hold her ground against ranged 
champions quite well if you utilize het kit correctly

Kindhearted | Gift of Nature | Refreshing seed | Healthful bark | Fluttering grace

Kindhearted increases her burst healing, which helps. Her tree and butterflies are good healing, but they don't help 
immediately. Gift of nature is an amazing escape tool. It allows you to stun enemies when you try to disengage, giving you a 
little more breathing room. Refreshing seed gives 35% haste, which can allow you or allies to get out of harms way quickly, or 
use it to surprise enemies with your newfound speed. Blossoms tree has collision and a health bar, meaning it can intercept 
enemy projectiles. So you can hide behind it and get some protection. The tree doesn't have a lot of health, so Healthful bark 
allows us to use it for cover without it dying too fast. It can also die to random stuff if you place it in the middle of people, so 
this extra health allows it to survive and heal a bit more. Fluttering grace is questionable. I use it because it allows me to dodge 
things manually and the "nearby" range is larger than one would think. There are other good choices such as Nature's 
Presence, but putting two big cards (Gift of Nature and Nature's presence) on your escape ability means you wont always get 
use out of them both. 

Blossom doesn't have huge burst, so she isn't good at taking the orb, but if she has someone else on her team that is, she can use her tree to block the enemies projectiles and 
ensuring the orb.

11/5/2017 8:25:50 Blossom Support Yes

She is a very optimistic dryad. I also love her respectable 
burst for a support. Nature's Cylce | Powerful Pitch | Hop And Skip! | Spring Growth | Pollen

This build is mainly for 2"s. It enables an extremely potent burst combo (Charged Thwack!, Boom Bloom, Normal Thwack!, 
Charged Thwack!). This combo is very safe and also can be used while trying to get away from melees to peel for yourself. 
The main change i make to this build is swapping Pollen for Gift of nature because it allows for greater escape potential 
against clingy melees.

Powerful Pitch | Hop And Skip! | Spring Growth | Healthful Bark | 
Bountiful Tree

I tend to only run this in 3's. This build allows for good survivablity and good healing which is mainly what you look for in a 3's 
support. Damage is still good but isn't as essential in a 2's format. N/A N/A

(Charged Thwack!, Boom Bloom, Normal Thwack!, Charged Thwack!) in the first build is your bread and butter combo it deals a total of 71 damage in roughly 2-3 seconds. You 
can use this to poke from a distance and stay safe or use it aggressively by adding in a Tag! and another Thwack! to deal a total of 106 damage in 3-4 seconds. Just be careful 
because you are throwing your only escape into your combo.

11/5/2017 14:59:14 Blossom Support No

Abusing EX-Space and EX-Q is why I play her. Plus 
she's a cute girl, legal on the top, illegal at the bottom, 
because you know, beastiality.

Powerful Pitch | Hop and Skip! | Kindhearted | Healthful Bark | Nature's Choice

 Weaken is needed on ALL builds so you can out heal the damage from the enemy.

Double jump to avoid punish after spamming EX-Space and useful for escapes to go back to your teammate. 

+4 heal on M2 is really needed to make her a viable 3s character to compete with the major supports such as Lucie.

Extra tree health needed to abuse EX-Q as efficiently as possible, which you're able to tank Freya ULT with.

30% weapon charge is also nice, so you don't have to worry about saving the charged m1, because you won't be as efficient 
and not doing damage. So knowing that you'll have an extra charge soon, you can spam M1 however many times you want 
without holding on to it.

BASIC COMBO - E > Charged M1 > EX-Space or Charged M1 > E > EX-Space | EZ 60 damage if done with a couple regular M1s in the mix

SUDDEN DEATH OUT OF RING COMBO - EX-Space > E > Charged M1 > Q (infront of enemy) > R (to put them in more into the Storm) | EZ 100 damage if done right during 
Sudden Death

11/5/2017 15:09:37 Blossom Support Yes

The thick tree blocks powerful pitch | kindhearted | hop and skip! | healthful bark | puff|

I pick theese in all my games, very versitile. The puff gives a self knockback that is awesome to dodge for example ezmo or 
poloma ults when movement is slowed. The healthful bark is good against both ranged and melees, dance around it and let it 
tank damage while being able to shoot through it yourself. The powerful pitch makes you being able to win any fight against a 
dps for 1,5 seconds. The hop and skip makes u being able to use your ex-space aggressivly to pump down enemies real hp. 
The kindhearted battlerite makes you need to heal less and thats more time to make damage. ex-space, charged m1 and E gives you orb fast and can push it towards a enemy-free zone

11/5/2017 3:57:40 Croak Melee No

He playstyle is exactly what I wanted in a game like this ,
not heavy dmg but high mobility and reward by playing 
him right

FrogFrenzy | SpitSpitSpit | TwinStrikes | Precision Leap Are the best and they work in all situations , with this 4 rites u will have mobility , sustain , burst dmg for trades , and dps for 
long fights.    ALWAYS have these Lethal toxins | Severe Toxin | Venom Strike | Noxius reaction

You usually have to choose between these 4 , Lethal toxin against comps without healer , severe toxin in 3dps vs 2dps1heal , 
Venom strike , is  my most common choice in a common game,wich u can change for cut to the chase if u want more stealth, 
and noxius reaction should be picked against a healer u must tunnel , such like oldur , pesti , or pearl. There are not more good rites for croak at the moment Orb - M2 into space and M1 until it goes boom. With the Twin strikes rite ,wich is a must have.

11/5/2017 8:31:15 Croak Melee
11/5/2017 6:02:00 iva Ranged Yes idk shes fun has a shotgun, shes sweet... U-turn | blast shield | stockpile | tractor pulse | rocket boosters a main build, work in every situation, tractor pulse gives free cc on  a spell space > ex m1 to burn them

11/5/2017 12:36:19 Jumong Ranged No I like bows Perfect Shot | Death Mark | Trapper | Arrow Storm | Deadly Trap Pretty much always take this, deadly trap + death mark lets you put out insane pressure, especially with your exm2. The flex 
rites within it are Perfect Shot, Trapper, and Death Mark, in that order Viper | Arrow Storm | Panther | Crippling Hail | Agility

When you're vs double/triple melee with a team that can survive somewhat independently, and you really wanna frustrate the 
enemy team

m1 -> exm2 -> m1 is the most time-efficient orb combo. You can also use exm2 to pierce through someone body blocking the orb to steal it (assuming they don't reflect or 
counter). 

11/5/2017 7:32:15 Oldur Support No
Deals damage, has good self peel Dehydration | Renew | Rewind | Time Walker | Drain

All the DPS champs deal a shit ton of damage but none of Oldur’s “buffed” damage rites are reliable so you need to survive

if orb is full hp: m1> exm1>E>exm1
if orb is 32 hp or less: e> exm1
if orb is 40 hp or less: e> exm1> space (but this means you have no escape)

11/5/2017 1:09:26 Pearl Support Yes

Loli trap Rippling Waters | Tsunami | Ocean Sage | Sea Bubble | Water Walk I basically always take this loadout. Although it's not exactly meta it's fun to deal 20 damage
with each non-charged m1, and sniping your enemies from insane range with normal m1s. N/A N/A N/A N/A

Generally using your ex-bubble effectively is always important. With this build i like to wait till my enemy has used his escape,
charge my weapon, throw out an ex bubble on the enemy, recast a normal bubble inbetween me and the enemy and then shoot
them with the charged shot. After that you can hit them another time with m1 while they're still silenced. Does about 83 damage when
done correctly

11/5/2017 5:06:37 Pearl Support Yes

Can Heal, Good vs Ranged with Bubble Zoning, Hard to 
Pin Down if played correctly. Ocean Sage | Safety Bubble | Water Walk | Rippling Waters | Tsunami

Good Build vs Ranged Backline with diving meele cause of lots of Bubbles. The Bubble Movespeed gives lots of Utility to your 
Bubbles, making chasing and escaping for you and your mates easier, and hitting projectiles on all of you harder. The 
Combination of Tsunami, Rippling Waters and Safety Bubble, makes your triggerd Counters a lot more valuable damage wise 
and especially deadly vs a diving meele, often stopping them from focusing you after they triggered 1 or 2. Gush | Soaking Wet | Splash Damage | Rip Tide | "Free Choice"

Good vs Heavy Diving Comps or Polomas. The Longer Silence paired with the Splash will punish enemys that depend on 
clumping up hard, forcing them to Split Up or Lose. Same goes for the AOE Root. These things combined will reduce the 
Pressure that they can excert on you and your team, or in Polomas Case make her job at healing harder, giving you an edge in 
the game. The Last Rite can be choosen out of all remaining choices, to adapt depending on the situation you Face.

Nearly all Champs that can give a big (AOE)-Follow Up on your Ult. Mates that can Shield you are also nice to make the Game easier and mistakes less of a death sentence. 
Your EX Bubble and also your normal ones are the Key to Secure the Orb vs Enemys.

11/5/2017 13:06:00 Raigon Melee Yes

He has a big sword and fights for his friends Duelist | Perilous Height | Riposte | Aerial Strike | Dragon Mastery

This is my personal default. Perilous Height is a good combo with Aerial strike, as it adds an extra layer of true hp to any 
combo you follow up your recast on E with -- there's a frame right after landing that has a guaranteed land. Riposte can find 
value in most match ups, as it can create pressure away from you or to continue a combo as needed, while also potentially 
baiting out troublesome counters. Dragon Mastery and Duelist are just core to the character, both provide insane amounts of 
value. 

Honestly, Raigon has too many ways to weave his kit together to list here. Most skills can be lead into another skill, so the deciding factor quickly becomes when you need to use 
mobility to avoid punishment or sustain to keep in the fight. 

11/5/2017 14:07:31 Sirius Support Yes Good burst and debuffs while also being able to heal. Lethal Slash | Debilitating Slash | Celestial Cycle | Sunbath | Lunatic This build allows for heavy CC and burst, while also increasing the potency of the heal. I use this build in all situations.
Sirius can recharge his M1 three times (three and a half if using Celestial Cycle). Once by the default timer, then by countering, then with EX 2, (and prismatic strike with 
Celestial Cycle). You can get off a free charged M1 by timing it with when an enemy stops being petrified. The normal damage combo is R + M1.

11/5/2017 5:27:59 Taya Ranged No Mobility/Damage Breath of Air | Cold Wind | Wind Stream | Wind Fury | Surprise Attack I take these to out maneuver my opponents mostly in SoloQue 3v3 I dont have any specific Combos i would prefer, it depends on the player 

11/5/2017 1:17:19 Varesh Ranged No

Varesh truly rewards playing very well, and very much 
punishes playing poorly.  It feels like a slippery slope, but 
I appreciate a champion who doesn't really have much of 
a crutch, and who feels incredible when you are really on 
top of your game comboing an opponent.

Unlimited Power | Silence |  Fracture | Inhibitor | Kinetic Judgement

This is leaning towards my go-to.  Silence and Inhibitor feel too situationally powerful to drop, and Unlimited Power's 
corruption-application and snare duration really help ensure that the opponent is as crippled and set up for further combo as 
possible.  Kinetic Judgement provides the possibility for really strong combos that also escape damage, such as a Shatter on 
Judge+Corrupt -> R with Kinetic Judgement where, with Silence in the mix and Unlimited Power, I believe is a true combo, 
while Fracture just provides more potential shatters on Corruption debuffs alone to setup easy M2s or Ex M2s for further 
combos. Devastation | Silence | Inhibitor | Kinetic Judgement | Inspiration

With Ex M2 and Ex E being so powerful, I am genuinely curious if Inspiration is worth the slot.  It might be, but I haven't done 
the math, because energy availability to use these abilities is a stepwise function of X ability lands gets you to a stepwise 
threshold, and if you cross it in fewer casts, it's better.  I don't think Varesh should necessarily stockpile energy, so it's really a 
matter of ramping up energy accumulation.  Also, Devastation provides higher DPS potential I *think*, but part of me really 
thinks M2s or Ex M2s should be capitalized, not crutched, so I'd prefer to play without Devastation.  Also I am curious about the 
removal of Fracture being operable by simply better utilizing E casts, but having a spare seems like it could be useful in general. Zeal | Wonder | Unlimited Power | Fracture | Law Bender

This is honestly a conceptual build at maximizing Shield uptime, maximizing Shield usefulness, and 
maximizing Snare on enemies for control.  I haven't played this yet because I prefer silence combo builds, but 
I'm curious about the efficacy of shield-oriented builds that outlast/outtrade pressure.

For taking orb:  I don't think the Orb can have debuffs, so with Judgement out of the question, it's more about control.  Ex E is great for zoning the orb into your team to ensure a 
cap, otherwise go for M2 steals from long range or know your sum totals between M1/M2/E to ensure caps.

For Wrecking Baddies:  Assuming Build #1, M1 -> E -> M2 -> E -> R -> M2.  If everything lands, this is 14 + 12 + 22 + 20 + 20 + 22 = 110 damage.  The first E and second E 
both require some practice to land, but I *think* the R after the second E that silences + snares guarantees a subsequent silence + snare + 20 damage which basically ensures 
another M2, so it's just a lot of damage to stack onto someone to make them feel the pressure.  The initial M1 -> E is a common simple combo to snare an enemy to set them up 
for an easy M2, or to cancel an M2 and bait a counter, space, etc.  Regardless, Varesh is about consistent accuracy, so you'll need to be on top of your game.
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11/5/2017 3:57:40 He playstyle is exactly what I wanted in a game like this ,not heavy dmg but high 
mobility and reward by playing him right FrogFrenzy | SpitSpitSpit | TwinStrikes | Precision Leap Are the best and they work in all situations , with this 4 rites u will have mobility , sustain , burst dmg for 

trades , and dps for long fights.    ALWAYS have these Lethal toxins | Severe Toxin | Venom Strike | Noxius reaction

You usually have to choose between these 4 , Lethal toxin against comps without healer , severe toxin 
in 3dps vs 2dps1heal , Venom strike , is  my most common choice in a common game,wich u can 
change for cut to the chase if u want more stealth, and noxius reaction should be picked against a 

healer u must tunnel , such like oldur , pesti , or pearl.

There are not more good rites for croak at the moment Orb - M2 into space and M1 until it goes boom. With the Twin strikes rite ,wich is a must have.
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11/5/2017 1:09:26 Pearl Loli trap Rippling Waters | Tsunami | Ocean Sage | Sea Bubble | Water Walk
I basically always take this loadout. Although it's not exactly meta it's fun to deal 20 damage
with each non-charged m1, and sniping your enemies from insane range with normal m1s.N/A N/A N/A N/A

Generally using your ex-bubble effectively is always important. With this build i like to wait till my enemy has used his escape,
charge my weapon, throw out an ex bubble on the enemy, recast a normal bubble inbetween me and the enemy and then shoot
them with the charged shot. After that you can hit them another time with m1 while they're still silenced. Does about 83 damage when
done correctly

11/5/2017 1:23:56 Blossom she's a furry with annoying voicelines, it makes people tiltHealthful Bark | Bountiful Tree | Powerful Pitch | Kindhearted | Hop and Skip!I consider this my bread and butter build for 3v3. I rarely deviate from this build. These battlerites offer excellent healing output, survival, and utility, generally the three most important things for a support in 3v3.Powerful Pitch | Hop and Skip! | Nature's Cycle | Spring Growth | PollenThis build allows you to pump out a fair bit of damage for a support, and crucially, trade damage with almost any hero. This build is more open to being altered depending on opponents.N/A N/A

Build 1: The build revolves a lot around healing your tree (and thereby your teammates). It allows you to heal yourself and both your teammates for 16 per Nourish under the tree, which is insane. Placing an EX tree and spam healing it while your teammates stay there can keep your whole team alive through huge amounts of damage. Just watch out for AoE abilities like Rain of Arrows, Ashkas stun, etc, since diverting damage from multiple targets at once to the tree will kill it very fast, despite it having 62hp. Make sure to make use of your double Space battlerite when the mid orb is up. Position yourself so that you can EX Space the orb into a favorable position, and then use the second jump to get back to safety.}
The following battlerites make up a more aggressive build that I sometimes use for 2v2, although I use variations of the first build a lot in 2v2, too.

Build 2: Your goal is to hit your opponents with as many charged Thwacks as possible, overwhelming them with the damage and the crippling Weaken effect. Your healing will be lacking, so the best way to keep you and your teammate alive is to out pressure your opponents and mostly heal when you happen to have time. Like I said, there's room to change things up with this build, for example, if you know it's going to be a slow game with lots of poking, and you're not afraid of getting deleted, you can replace double space with a battlerite of your choice. If you need more survival, I suggest that the first battlerites you replace are the two Boom Bloom ones.}

A couple of general tips and tricks for Blossom:
Your EX Space interrupts a lot of abilities, like Ashka's firestorm, Jade's snipe, etc. Your ultimate ability gives you an iframe, meaning that you can dodge things with it if you are out of escapes. For example, a Freya is using her ultimate on you. If you don't have Space or EX tree, you can start channeling your own ultimate. If you time it right, you will be in midair when Freya lands, hence take no damage. If an enemy hero is about to land some big damage on your teammate or yourself and you're out of escapes/counters, try to hit the enemy with a charged m1. This will negate 40% of the damage. When using EX tree to mitigate huge burst abilities, make sure to try and place it so that the tree itself won't be hit by the ability, too, if possible. The AoE is fairly big.

11/5/2017 1:37:50 Ashka PEW PEW LONG RANGE DPS, STUN, BURN, PPEWPEWCombustion | Wild Fire | Eruption | Inferno | MagmaStrong firestorm, allows trading and doing insane 18x4 + ignite bursts. Especially good in 3s. Firestorms allows tanking some damage head on while dealing even worse stuff back at them. Volcano range is a must.. assuming you can hit one in a match thanks to the rite or force them use mobility skill to dodge it.Blaze | Burning Feet | Eruption | Inferno | MagmaSometimes you feel like a little pussy that you are and firestorm doesn't really even need using. 2s build. Reliable to run away, get that one firebolt deal knockback+ignite after searingflight(space) ability.X | X | Eruption | Inferno | MagmaPick your favorite and a random Moltenfist(E) ability to make you feel little special! Get those combos lined up! .. or run away with Fire Punch.. you know you want to.. you little piece of.. frog.. that is burning! Experiment and enjoy the moment :)wat? weakened middle orb? use volcano. Bonus points if you hit opponent simultaneously. Don't forget m1, fireball, that spammable thing you want to use no matter what, even running ♫ don't stop burning, hold on to the flaming ♪

11/5/2017 1:17:19 Varesh Varesh truly rewards playing very well, and very much punishes playing poorly.  It feels like a slippery slope, but I appreciate a champion who doesn't really have much of a crutch, and who feels incredible when you are really on top of your game comboing an opponent.Unlimited Power | Silence |  Fracture | Inhibitor | Kinetic JudgementThis is leaning towards my go-to.  Silence and Inhibitor feel too situationally powerful to drop, and Unlimited Power's corruption-application and snare duration really help ensure that the opponent is as crippled and set up for further combo as possible.  Kinetic Judgement provides the possibility for really strong combos that also escape damage, such as a Shatter on Judge+Corrupt -> R with Kinetic Judgement where, with Silence in the mix and Unlimited Power, I believe is a true combo, while Fracture just provides more potential shatters on Corruption debuffs alone to setup easy M2s or Ex M2s for further combos.Devastation | Silence | Inhibitor | Kinetic Judgement | InspirationWith Ex M2 and Ex E being so powerful, I am genuinely curious if Inspiration is worth the slot.  It might be, but I haven't done the math, because energy availability to use these abilities is a stepwise function of X ability lands gets you to a stepwise threshold, and if you cross it in fewer casts, it's better.  I don't think Varesh should necessarily stockpile energy, so it's really a matter of ramping up energy accumulation.  Also, Devastation provides higher DPS potential I *think*, but part of me really thinks M2s or Ex M2s should be capitalized, not crutched, so I'd prefer to play without Devastation.  Also I am curious about the removal of Fracture being operable by simply better utilizing E casts, but having a spare seems like it could be useful in general.Zeal | Wonder | Unlimited Power | Fracture | Law BenderThis is honestly a conceptual build at maximizing Shield uptime, maximizing Shield usefulness, and maximizing Snare on enemies for control.  I haven't played this yet because I prefer silence combo builds, but I'm curious about the efficacy of shield-oriented builds that outlast/outtrade pressure.

For taking orb:  I don't think the Orb can have debuffs, so with Judgement out of the question, it's more about control.  Ex E is great for zoning the orb into your team to ensure a cap, otherwise go for M2 steals from long range or know your sum totals between M1/M2/E to ensure caps.

For Wrecking Baddies:  Assuming Build #1, M1 -> E -> M2 -> E -> R -> M2.  If everything lands, this is 14 + 12 + 22 + 20 + 20 + 22 = 110 damage.  The first E and second E both require some practice to land, but I *think* the R after the second E that silences + snares guarantees a subsequent silence + snare + 20 damage which basically ensures another M2, so it's just a lot of damage to stack onto someone to make them feel the pressure.  The initial M1 -> E is a common simple combo to snare an enemy to set them up for an easy M2, or to cancel an M2 and bait a counter, space, etc.  Regardless, Varesh is about consistent accuracy, so you'll need to be on top of your game.
11/5/2017 3:57:40 Croak He playstyle is exactly what I wanted in a game like this ,not heavy dmg but high mobility and reward by playing him rightFrogFrenzy | SpitSpitSpit | TwinStrikes | Precision LeapAre the best and they work in all situations , with this 4 rites u will have mobility , sustain , burst dmg for trades , and dps for long fights.    ALWAYS have theseLethal toxins | Severe Toxin | Venom Strike | Noxius reactionYou usually have to choose between these 4 , Lethal toxin against comps without healer , severe toxin in 3dps vs 2dps1heal , Venom strike , is  my most common choice in a common game,wich u can change for cut to the chase if u want more stealth, and noxius reaction should be picked against a healer u must tunnel , such like oldur , pesti , or pearl.There are not more good rites for croak at the momentOrb - M2 into space and M1 until it goes boom. With the Twin strikes rite ,wich is a must have.
11/5/2017 5:06:37 Pearl Can Heal, Good vs Ranged with Bubble Zoning, Hard to Pin Down if played correctly.Ocean Sage | Safety Bubble | Water Walk | Rippling Waters | TsunamiGood Build vs Ranged Backline with diving meele cause of lots of Bubbles. The Bubble Movespeed gives lots of Utility to your Bubbles, making chasing and escaping for you and your mates easier, and hitting projectiles on all of you harder. The Combination of Tsunami, Rippling Waters and Safety Bubble, makes your triggerd Counters a lot more valuable damage wise and especially deadly vs a diving meele, often stopping them from focusing you after they triggered 1 or 2.Gush | Soaking Wet | Splash Damage | Rip Tide | "Free Choice"Good vs Heavy Diving Comps or Polomas. The Longer Silence paired with the Splash will punish enemys that depend on clumping up hard, forcing them to Split Up or Lose. Same goes for the AOE Root. These things combined will reduce the Pressure that they can excert on you and your team, or in Polomas Case make her job at healing harder, giving you an edge in the game. The Last Rite can be choosen out of all remaining choices, to adapt depending on the situation you Face.Nearly all Champs that can give a big (AOE)-Follow Up on your Ult. Mates that can Shield you are also nice to make the Game easier and mistakes less of a death sentence. Your EX Bubble and also your normal ones are the Key to Secure the Orb vs Enemys.

11/5/2017 5:08:26 Ashka The absolute INSANE amount of damage you can deal and since "Ashka happy foes on fire!" I'm happy when Ashka is happy =)Combustion | Heat | Knockout | Inferno | Magma

First of all this is my build for 3v3s. 
Combustion: the bonusdamage in itself is always usefull but the more important part is the AOE dmg + Ignite because you can easiely switch between targets and still damage someone who's using a counter or reflect.

Heat: Beeing able to start casting your rightclick behind a corner and out of sight, just to step around when the first shot is fired is extremely helpful to surprise your enemies and make it harder for them to evade it.

Knockout: Knock someone into a wall after they used their escape, cast your AOE-stun under them and rightclick them in the face.

Inferno: OOOH BUUURN BUUUURN BUUUUUUURN!! I mean... yeah.... deals a shitload of damage.

Magma: Basicly gives +50% damage to your Ignite and since you tend to have everybody ignited, slowing them for 10% aint bad.
E(into wall) -> Q -> Rightclick
For Orb: Q + Leftclick

11/5/2017 5:27:59 Taya Mobility/Damage Breath of Air | Cold Wind | Wind Stream | Wind Fury | Surprise AttackI take these to out maneuver my opponents mostly in SoloQue 3v3 I dont have any specific Combos i would prefer, it depends on the player 
11/5/2017 5:58:26 Iva
11/5/2017 6:02:00 iva idk shes fun has a shotgun, shes sweet...U-turn; blast shield; stockpile; tractor pulse; rocket boosters.a main build, work in every situation, tractor pulse gives free cc on  a spell space > ex m1 to burn them
11/5/2017 6:11:37 Poloma
11/5/2017 6:12:48 Blossom Two heal abilities plus a combination between buff/debuff. She can hold her ground against ranged champions quite well if you utilize het kit correctlyKindhearted | Gift of Nature | Refreshing seed | Healthful bark | Fluttering graceKindhearted increases her burst healing, which helps. Her tree and butterflies are good healing, but they don't help immediately. Gift of nature is an amazing escape tool. It allows you to stun enemies when you try to disengage, giving you a little more breathing room. Refreshing seed gives 35% haste, which can allow you or allies to get out of harms way quickly, or use it to surprise enemies with your newfound speed. Blossoms tree has collision and a health bar, meaning it can intercept enemy projectiles. So you can hide behind it and get some protection. The tree doesn't have a lot of health, so Healthful bark allows us to use it for cover without it dying too fast. It can also die to random stuff if you place it in the middle of people, so this extra health allows it to survive and heal a bit more. Fluttering grace is questionable. I use it because it allows me to dodge things manually and the "nearby" range is larger than one would think. There are other good choices such as Nature's Presence, but putting two big cards (Gift of Nature and Nature's presence) on your escape ability means you wont always get use out of them both. Blossom doesn't have huge burst, so she isn't good at taking the orb, but if she has someone else on her team that is, she can use her tree to block the enemies projectiles and ensuring the orb.
11/5/2017 7:00:43

11/5/2017 7:32:15 Oldur Deals damage, has good self peelDehydration1 | Renew2 | Rewind3 | Time Walker4 | Drain5All the DPS champs deal a shit ton of damage but none of Oldur’s “buffed” damage rites are reliable so you need to survive

if orb is full hp: m1> exm1>E>exm1
if orb is 32 hp or less: e> exm1
if orb is 40 hp or less: e> exm1> space (but this means you have no escape)

11/5/2017 8:25:50 Blossom She is a very optimistic dryad. I also love her respectable burst for a support.Nature's Cylce | Powerful Pitch | Hop And Skip! | Spring Growth | PollenThis build is mainly for 2"s. It enables an extremely potent burst combo (Charged Thwack!, Boom Bloom, Normal Thwack!, Charged Thwack!). This combo is very safe and also can be used while trying to get away from melees to peel for yourself. The main change i make to this build is swapping Pollen for Gift of nature because it allows for greater escape potential against clingy melees.Powerful Pitch | Hop And Skip! | Spring Growth | Healthful Bark | Bountiful TreeI tend to only run this in 3's. This build allows for good survivablity and good healing which is mainly what you look for in a 3's support. Damage is still good but isn't as essential in a 2's format.N/A N/A (Charged Thwack!, Boom Bloom, Normal Thwack!, Charged Thwack!) in the first build is your bread and butter combo it deals a total of 71 damage in roughly 2-3 seconds. You can use this to poke from a distance and stay safe or use it aggressively by adding in a Tag! and another Thwack! to deal a total of 106 damage in 3-4 seconds. Just be careful because you are throwing your only escape into your combo.
11/5/2017 8:31:15 Croak

11/5/2017 10:15:36 Ashka Mobility, damage, aestheticsHeat | Wild Fire | Blaze | Burning Feet | MagmaIt's a build I use in 3v3 when I believe the pressure will be off me and I can output alot of damageBurning Feet | Heat | Knockout | Lava Punch | InfernoMostly an Anti-Melee build, as Ashka can be focused by champs like Bakko and Raigon. Serves a defensive approach./ / I find ashka works well with champions that can set up stunlock combos (Croak, Oldur) or with champions that can keep pressure off him as much as possible.
11/5/2017 12:36:19 Jumanji I like bows Perfect Shot | Death Mark | Trapper | Arrow Storm | Deadly TrapPretty much always take this, deadly trap + death mark lets you put out insane pressure, especially with your exm2. The flex rites within it are Perfect Shot, Trapper, and Death Mark, in that order Viper | Arrow Storm | Panther | Crippling Hail | AgilityWhen you're vs double/triple melee with a team that can survive somewhat independently, and you really wanna frustrate the enemy teamm1 -> exm2 -> m1 is the most time-efficient orb combo. You can also use exm2 to pierce through someone body blocking the orb to steal it (assuming they don't reflect or counter). 
11/5/2017 12:59:37
11/5/2017 13:06:00 He has a big sword and fights for his friendsDuelist | Perilous Height | Riposte | Aerial Strike | Dragon MasteryThis is my personal default. Perilous Height is a good combo with Aerial strike, as it adds an extra layer of true hp to any combo you follow up your recast on E with -- there's a frame right after landing that has a guaranteed land. Riposte can find value in most match ups, as it can create pressure away from you or to continue a combo as needed, while also potentially baiting out troublesome counters. Dragon Mastery and Duelist are just core to the character, both provide insane amounts of value. Honestly, Raigon has too many ways to weave his kit together to list here. Most skills can be lead into another skill, so the deciding factor quickly becomes when you need to use mobility to avoid punishment or sustain to keep in the fight. 
11/5/2017 14:07:31 Sirius Good burst and debuffs while also being able to heal.Lethal Slash | Debilitating Slash | Celestial Cycle | Sunbath | LunaticThis build allows for heavy CC and burst, while also increasing the potency of the heal. I use this build in all situations. Sirius can recharge his M1 three times (three and a half if using Celestial Cycle). Once by the default timer, then by countering, then with EX 2, (and prismatic strike with Celestial Cycle). You can get off a free charged M1 by timing it with when an enemy stops being petrified. The normal damage combo is R + M1.

11/5/2017 14:59:14 Blossom Abusing EX-Space and EX-Q is why I play her. Plus she's a cute girl, legal on the top, illegal at the bottom, because you know, beastiality.Powerful Pitch | Hop and Skip! | Kindhearted | Healthful Bark | Nature's Choice

 Weaken is needed on ALL builds so you can out heal the damage from the enemy.

Double jump to avoid punish after spamming EX-Space and useful for escapes to go back to your teammate. 

+4 heal on M2 is really needed to make her a viable 3s character to compete with the major supports such as Lucie.

Extra tree health needed to abuse EX-Q as efficiently as possible, which you're able to tank Freya ULT with.

30% weapon charge is also nice, so you don't have to worry about saving the charged m1, because you won't be as efficient and not doing damage. So knowing that you'll have an extra charge soon, you can spam M1 however many times you want without holding on to it.

BASIC COMBO - E > Charged M1 > EX-Space or Charged M1 > E > EX-Space | EZ 60 damage if done with a couple regular M1s in the mix

SUDDEN DEATH OUT OF RING COMBO - EX-Space > E > Charged M1 > Q (infront of enemy) > R (to put them in more into the Storm) | EZ 100 damage if done right during Sudden Death
11/5/2017 15:09:37 Blossom The thick tree blocks powerful pitch | kindhearted | hop and skip! | healthful bark | puff|I pick theese in all my games, very versitile. The puff gives a self knockback that is awesome to dodge for example ezmo or poloma ults when movement is slowed. The healthful bark is good against both ranged and melees, dance around it and let it tank damage while being able to shoot through it yourself. The powerful pitch makes you being able to win any fight against a dps for 1,5 seconds. The hop and skip makes u being able to use your ex-space aggressivly to pump down enemies real hp. The kindhearted battlerite makes you need to heal less and thats more time to make damage.ex-space, charged m1 and E gives you orb fast and can push it towards a enemy-free zone
11/5/2017 15:58:59 PEARL!!! She is the most GORGEOUS woman I've ever seen
11/5/2017 21:15:49 Pestilus One Bloodsucker to rule them allThe amount of pure rage induced by this leeching baddie is just too hilariousInsectivore | Defiler | Sacrifice | Spiderling Venom | Swarm QueenThis is my go to build when i dont have a particular set up to react to
11/5/2017 21:34:50 Jade Basic Allaround build for most cases.Gunslinger | Blasting Pistols | Explosive Jump | Desperado | Through the ShadowsGunslinger most important for ex-q-spam. Blasting Pistols and Desperado are good bonus damage. Explosive jump is mostly defensive, range and cd, though it will also increase damage a little bit, since we already took Blasting Pistols. Through the Shadows could be replaced with Black Powder or Delight, but i think TtS is the most versatile one.

11/6/2017 19:28:06 Blossom Very stronk healer The shorter cooldown on Blossom's m2 makes it more spammy while not being stale like Poloma's or Pestilus' m1 spam. Now with the recent buffs to her healing, she can be an incredicle healer, while also dealing damage with charged m1s.Powerful Pitch | Kindhearted | Bountiful Tree | Healthful Bark | Hop and Skip

This is my go-to build, as it makes Blossom an incredibly strong healer. Powerful Pitch is needed in any build for Blossom, as the weaken alone will give your team a clear advantage in the long run.
In 3v3 especially, Kindhearted is a necessity, as it only affects Blossom's teammates, and not herself, so since Blossom will be more backline on her team, she won't need the healing as much as her team.
Hop and Skip is an overall good battlerite for keeping away from enemies, as Hop is Blossom's only real escape. Most damage champions will have multiple ways to catch Blossom, so having a stronger escape is often good.
Healthful Bark and Bountiful Tree are there for the synergy they bring. In a best case scenario, a single Nourish can heal for 60 health, if every teammate in 3v3 is in the tree. Mostly you will see 1-2 champions in it, even then 45 healing per m2 is very strong. It is in your best interest to use Forest Sanctuary (EX Q) instead of Tree of life, because of the increased healthpool.The most of Blossom's burst damage comes in collaboration with her teammates. With any champion that can setup (Croak incap->stun, Taya Wind Bomb->X-strike etc.) Blossom can do a ton of burst with; Boom Bloom -> Charged Thwack -> Tag -> Thwack. Depending on your teammate, that combo can easily to near 100 damage, and misposition your opponent. You want to do Thwack before Tag to get the stun off.Rozar - GC Blossom btw



Timestamp Champion Name Build Name Guide Description / Favorite Thing(s) About Champions?Build One Reasoning Build Two Reasoning Build Three Reasoning Champion Combos / Strategies / TricksWhat Shall We Call You, Champion?
11/6/2017 12:01:12 Poloma Versatile EX spammer Strong long range heals and damage. When rushed, hopefully you have enough energy to MURDER them with double EX fear with space to fall back and heal everyone back to full. Can also block one-anything with otherside+cancel cast to continue like nothing ever happened. Tries to stay away while in secretly hoping that somebody comes close enough to use fear, Q. Note: Haven't read 6/11/2017 patchnotes [1]Affection | Silver Fang | Into The Realm | Vengeful Spirit | Spiritual WindVery versatile. Just change spiritual wind if you don't think you need any extra movement speed. You do. The main rites are "Affection", "Into The Realm" and "Vengeful spirit". They give you what you need when all hope seems lost.Don't EVER use space to initiate battle if they haven't used cooldowns. Save otherside to block an ability or self-heal in a location they won't come. EX space also works like otherside: use it to avoid bursts from damage-over-time -effects.imgur.com/E0JWC3y

11/7/2017 9:09:22 Blossom Flexible 2v2 Blossom is extreamly self reliant compared to Lucie for exmaple. She is easy to learn but she has a lot more depth than most people think. All of her spells can be played okey or perfectly, making a huge difference in the process. So there is a lot of room for "Growth".Nature's Cycle | Powerful Pitch | Hop and Skip! | Nature's Presence* | Refreshing Seed*

In 2s you are not a healbot but a hybrid. Nature's Cycle | Powerful Pitch are more than enough to not only apply a lot of pressure but also some protectoin with anti burst. Someone would argue about getting the Spirit Growth as the triple DPS combo, but with the current the powerful melees can destroy you if you go more agressive than you can. For the same reason, Hop and Skip! is pretty much a core Rite in any kind of build.

*Now the last 2 Rites is where the build can get a little flexible. In case you face Ranged/Ranged or Ranged/Range Support you are going to change the Refreshing Seed into Healthful Bark. Really good to block ranged attacks.

In Melee/Melee or Melee/Sirius you change the Natures Presence into either Gift of Nature or Puff depending on the Melee champions. 

Finally in a mixed scenario you need to mix these rites between each other depedning on the comps. Testing those would yield better resaults than just reading.

Kindhearted | Hop and Skip! | Boundful Tree  | Refreshing Seed | Nature's Cycle

Kindhearted and Hop and Skip! are a must and need no much explanation. 

Boundful Tree is extreamly powerful and it has tons of uses. 1. Multi heal is insane! 2  By healing your tree you keep it alive all while it heals over time anyone inside it! 3 That also means that Forest Sanctuary can take even more damage, protecting anyone from damage AND healing them with 16! 4 Healing yourself with the tree will give you the whole 16 heal instead of 12! Be aware that if you heal your tree, Butterflies don't apply to you or your allies but they do apply on the tree. You can throw a heal first and before it lands, you can spawn the tree. I think I am forget one more thing.

Blossom don't have a lot of ways to support her teamates other than heals and tree. Nature's Presence after testing is really incosistent and rarerly taken advantage by a teamate. On the other side Refreshing Seed is TOO GOOD. Just play a couple of games, and the check the replay to see how many times the haste gave someone some surivival value. 

Last but not least, Nature's Cycle. The Rite is too good! Someone would argue for the Weaken, but the duration is so low that it will rarerly make any difference (unlike Sirius). Your Charged M1 is really powerful, offensivly or defensivly. Apply pressure whenever you can, or use it to protect yourself.

I feel like Blossom would work nice with people like Ru Kaan. Immobile but comfortable in one position, he can Right Click and Hook to victory, all while your are staying infront (for heals) or behind (for blocks) your tree. Other than that, she is quite self reliant so she can work with pretty much anyone. 

One trick you can do, that is the more powerful among other champions is, Your ultimate is a channeling ability. Canceling it before it ends, will give you 0 energy. However you can you up to 2 of her ultimate attacks and then you can cancel it by using R, EX Space or EX Tree depending on the situation. Why? As a channeling ability it can be both countered or interupted. So you can attack 2 enemies and if you are expecting something along a snipe that would cancel your ult, just use R and you have wasted 0 energy all while getting all the value!!! Blossom Main

11/7/2017 20:01:52 Pestilus Plaguebringer Pestilus I love how much damage and cc Pestilus can put out, and his self sustain is pretty good.  He works best with a ranged or melee damage champion that has good sustain, to make up for his sub-par healing compared to other healers.Defiler | Spores | Spiderling Venom | Hive Mind | SacrificeThis is my default loadout, that I use for most games.  This build is focused on adding additional effectiveness to his important spells, as well as extra utility.Blood Leecher | Defiler | Spores | Hive Mind | OverlordThis is my full support page, primarily used for when I need a lot of healing in a 3v3 match.  Spores can be swapped for Scourge if you think you'll be the primary target of a dive comp.Insectivore | Spiderling Venom | Egg Carrier | Sacrifice | Hive MindThis is my full damage build, for when I'm matched with another healer and want to bring the heat.

1. Infest your Queen, then move it with Hive Mind for an easy escape. 
2. Use Hive Mind to move your Queen into explosion range right before it times out, or use Bloodsucker on it as it passes near an enemy.  
3. If you think an enemy is going to ult, save your infest and stay near.  When they cast their ult, Infest them to save yourself and reduce their damage (if you have Spores).
4. Try to keep Moth up on as many allies and enemies as possible, its your biggest form of self-sustain.
5. Queen can be used to block projectiles in a pinch, but remember that it won't explode if the enemy kills it.
6. Don't forget about your Ex abilities, especially Vomit and Swarm. Vomit can be used to root someone in place for a Queen explosion, and Swarm is great for protecting allies in a tight spot.
7. Use Queen to block your enemies as they're walking; this works especially well when they're trying to walk around a corner or move around a tight corridor. Using Hive Mind to move the Queen can provide additional resistance for them.  Try not to block your allies though!
8. Make sure your Scarab Pack is never reflected/deflected; aim for an ally if an enemy might reflect it until their ability wears off.  It is better to shoot your ult into nothing than to have it reflected. [2]

11/7/2017 21:29:24 Poloma Hit & Run

I love the flexibility her kit gives you to be able to play in different ways and how well her combos can flow.

More importantly, Toki (Poloma´s familiar) is the closest you´ll get to having a pokemon fight for you in Battlerite. That should be enough for you to play Poloma.Affection | Silver Fang | Spirit Walker | Into the Realm | Shimmering Bond

This playstyle is centered on keeping your distance with long range attacks and healing/sustain.

Affection + Silver Fang make your wolves go farther, hit harder, and heal you on the way back, giving you a reliable pseudo-snipe ability with a bit of sustain. Good for long range poke and securing orb, just make sure your target has defensive abilities down, as wolves are fairly telegraphed.

Spirit Walker + Into the Realm make your otherside ability much stronger, as the extra movement speed allows you to easily outrun opponents and regroup with your teammate, the extra healing as it comes off will be very helpful both for you and your team.

Finally, Shimmering Bond just gives you a little more self-heal as you are on your medic duties healing your team

Combo 1: Turning the Tables
(needs Vengeful Spirit rite + 3 energy bars)
EX-Q > EX-Space > EX-Q > E

Explanation: IF you succeed to fear opponent with first EX-Q, opponent will run AWAY from you, landing EX-Space will switch positions between you and your target, having switched and still in fear state, the opponent will be running TOWARDS you now. The rite Vengeful Spirit resets your Q after the switch, allowing you to do another EX-Q. If timed well, you can pull of a second fear on the same target, allowing you to easily land a final E. 

Total Damage: 66 
Total Self Heal: 50

Note: This combo  deals more damage, heals yourself more and is easier to land than her ult (in most cases). 

Tricks: 
1. You can use your space to push the orb out of the way of strong enemy projectiles like jade snipe or RK shadowbolt, this will make them sad, so do it often.
2. Your opponent is about to get some green orbs and heal? Deny it with Ex-Space, switch positions and get those nice heals yourself, it serves them right!
3. If your otherside is down, remember your ult upon casting gives you a few seconds of inmaterial state, which can be used as a panic button to dodge enemy ultimates or other unsavory situations, beware you´ll be left with no energy afterwards.
4. You can cancel otherside early with C, since the ability heals as you end it you want to cancel it near team mates ideally.
5. If an enemy is trying to walk out of your ult zone, you can use Space to push them back in, alternatively, try to panic (Q) them back into it. For more insult, you can also body block them by simply walking against them as their are trying to leave the circle.

Strategies:
1. If you land a succesfull Panic (Q) you should consider focusing the other opponent along your teammate to burst them down.
2. If enemy team is playing close to each other, and your friendly melee is having a tough time, try to Switch (Ex-Space) with one of the opponents to separate them and proceed to burst an isolated target.
3. Always be mindful of your position when using otherside, if you come out of it in a bad spot, you will likely get punished harshly as enemies focus you.
4. While Poloma´s EX skills provide her with strong self sustain, the main bulk of it will come from healing your own team thanks to the bonds on her M1. Unlike many other healers, if your team mates die, there goes a lot of your own sustain, so take good care of them.
5. This could be said for many other healers but consider not dismounting at the start of the match unless the enemy wastes an ability first and you can punish them with your wolves (E) safely, being mounted allows you to position yourself much better at the start of a fight.Danoah

11/8/2017 12:03:36 Poloma Kickass wolf Poloma is a support that can also do a ton of damage if left alone by the enemies. All of her spells feel unique and she has such a different play style to any other support. This can be a bad thing as well though as your allies need to realize they need to play differently when there is a Poloma with them.(aka can't just rush in on the enemy support because Poloma can't survive alone.) Silver fang - Affection - Specter - Into the realm - PhantasmThese are my go to Battlerites in 3v3 as well as any 2v2 where the enemies are both ranged. With the extra wolf range and energy gain you are able to stand behind your teammates and still do damage and gain energy. The otherside Battlerites help keep your allies or yourself alive if you are getting focused, and phantasm is an excellent Battlerite that can save allies from taking immeasurable amounts of damage.Ghostly Strike - Soul Essence - Vengeful Spirit - Spiritual Wind - SpecterThis build is useful if the enemy has one or more melee champions that is going to be applying a lot of pressure on you. Its good against the shifu sirius combo as well as raigon and freya. The only problem with this build is it doesn't give you as many options if you are able to play behind your teammates like you want to. 

Orb control: Poloma has 3 ways to try to grab orb but neither of them are that strong 
First she can try and snipe it with wolf or m1 with pixie
Second she can use wolf on the orb have it bounce off an enemy and back to the orb while m1ing it. If the enemy hits the orb at all it’s easy to finish it off with an m1 when the wolf bounces back to the orb.
Third she can use her space to knock the orb out of the way. 
Damage combos: Other than comboing off her panic Poloma relies mostly on hitting m1’s and wolves to do damage.
Panic combos: Q -> m1 -> E(30-34), Q -> R -> m1 -> m1(34) use exQ for an additional 15 damage if your teammate incapacitates or petrifies an enemy try to land a wolf the same time they land their combos on them.Shortndeadly

11/9/2017 14:17:12 Croak Dab on them haters (Dab victory pose required for this build) You will make the enemy tilts with your dab victory stance.Any Because he can dab on them haters.Dat boi To dab faster Pepe To dab harder Dab + Type salty things about your enemies being weak in chat = Insta winDabMasterBoi
11/15/2017 11:06:07 Jumong a a a a a a a a a a
11/16/2017 5:40:08 Bakko FEAR MY AXE! just the title alone: Hero of Boulder Pass, what does it mean, what did he do there? I want to know! (also the voice line: "Defeat was not possible!", you simply can't lose ;))name2 | name5 | name6 |  name11 | name12Your damage output is insane, the mobility upgrade on e gets you in range to get that sweet damage onto their faces, I basically use them in every possible situation. If I have 2 ranged champions on my back you can see the 2nd build!name2 | name5 | name6 | name12 | name14As I said in the previous build, I only take rampage if I know my 2 ranged champions are gonna go on suicide mission, because its probably the only situation I'll use War Shout!If taking orb you always want to face against your opponents and take it out with 3 war axes and 1 fully charged blood axe! State to your teammates that it's not necessary that they attack it, since it will fuck up your combo and most definitely result in a take on the enemies side. Protect your allies with displacements or with Bulwark and poke with Blood Axes from afar! CaptainKragg on EU

11/17/2017 12:50:18 Oldur strain / run down the clockdo you hate croak? do your teammates always die because you're shit? then this build is for you.Time walker | Drain | Sand Struck | Sand bomb | RenewSand Struck combos with sand bomb, making it very strong. Time walker and Drain are for escape and survival. Renew can be swapped for Reversal if you're playing with a high-regen ally such as Ruh Kaan

Sand Struck combos with sand bomb, giving you up to 2s of root. Focus Melee with them.

the overall goal of the build is to give you tools to survive the longest possible in a 1v1 situation. you can easily alternate between QuickSand and Shifting sands to escape, using Time Bender to reset Shifting sands's cooldown faster.

Using Time Bender has the added benefit of pusing melees away, giving you yet another escape.

combos:
m1>e>e(recast)>Exm1>m2>m1
when quicksand is on cooldown:
m1>a>Exm1>space>m1

tanking with Time Bender also gives you a 3s small shield that can come in clutch.Themoonisacheese
11/22/2017 14:35:01 Croak Feeling Froggy? JUMP! Croak is the perfect hit-and-run assassin for any old school rogue/assassin player. M1 resets and Toxin combos are a really fun way to outplay your opponent before you vanish.Spit Spit Spit | Twin Strikes | Jungle Toad | Precision Leap | Venom StrikeR1: Extra Toxin Muck for extra sustain. R2: More damage with no fallback. R3: Sustain, rewards aggressive play. R4: Higher burst with Frog Leap, easier to land for heals and Twin Strikes resets. R5: AoE damage.Severe Toxin | Spit Spit Spit | Twin Strikes | Venom Strike | Cut to the ChaseR1: Allows you to play back until you can strike while still having sustain. R2: Same as R1. R3: Extra burst when going in. R4: AoE damage. R5: Gives you an extra second to bait out counters/shields/disengage. Orb Combo: Toxin Muck + Frog Leap + M1x3. Build #1 is a Frog Leap build where you focus on getting your m1's reset to burst while still sustaining. Build #2 is more of an in and out build that allows you to sustain and damage from afar before going in.Zolof

11/28/2017 1:37:15 Bakko Master Bakko Mobility, Aggresion and Stun potential.Axe and Shield l The Red Axe l Raging Ham l Inspiration l Wall SlamGives you mobility, heal, extra -EX and buffs your stuns. Fuinha

12/22/2017 20:32:24 Ruh Kaan Grabby standard If played tight, can dominate many champions in the game 1v1.  Has good poke, engage, and a strong absorb Q.Wicked Strike | Demonic Hunt | Death Grip | Tenacious Demon | GorgeThis build makes E matchup more favorably with ranged champions' basic ranges and lets you spam it way more often, which puts your pacing ahead of their escape rotation.  Wicked Strike and Demonic Hunt are good standard rites for most of RK's builds.  I use Gorge because it rewards good Q usage with persistent aggression because it becomes 5-5.5 second cooldown, helping you continue to trade hard.

Try running in using mount speed boost or going around walls out of LOS to engage in melee at the same time your team does if you are coordinated.  If not, stay mid with your team, use E and RMB to poke and drag their team out of position into your charged LMB for a big punish.  If the other team uses large attacks like Jade's snipe, Iva's rocket, Alysia's RMB, etc, and you can't juke them or your teammate cannot, use Q to intercept them.

Best case scenario is an E pull landed to start a 3s fight, landing charged LMB and another melee, then eating the rest of the team's retaliation once they engage as well, then after baiting out their Q/counter, silencing the guy again into another E grab when he gets away.

Save R for Oh shit situations and chases over walls for a guaranteed kill on a 10hp or less enemy.Ultramerican
12/29/2017 7:01:15 Ashka Robust build a a a a a a a a a

6/12/2018 0:58:54 Blossom  BIG HEALz She Thicc af Nature's Gift Cause its fun Thicc Queen

http://imgur.com/E0JWC3y
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