
Hi. I've been playing almost exclusively Naafiri for almost a year, and thought I'd put that matchup knowledge to use in a hopefully helpful document. I primarily play her mid, but have dabbled a bit in toplane as well.
In this spreadsheet, you'll find my anecdotal and personal thoughts on the difficulty of every matchup in the game, as well as any tips/tricks I've acquired when it comes to playing against them.
I hope this helps! Feel free to leave a comment here if I'm wrong about something, or if you have any additional tips about a particular matchup.

Every matchup will have the following information:
- If the matchup leans in Naafiri's favour, the opponent's favour, or if it is purely a skill matchup
- The difficulty of the laning experience/fighting them in general
- Strategies/Tips 

Matchup Legend:
MATCHUP FAVOUR [1]? [2] Naaf Favoured [3]Skill Matchup [4] Opponent Favoured [5]
DIFFICULTY [6] EZ [7] Medium [8] Hard [9] Dodge [10]
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Builds
Starter Items Summoner Spells

Offensive [11] Defensive Flash [12] Ignite [13]
Long sword  [14] Doran's Shield [15] Ghost [16] Teleport [17]
Refillable Potion Health Potion

Assassin [18]
This is the bread & butter Naafiri build. You're going to be punished heavily for mistakes, but you'll be 
rewarded for getting a good flank or catching an enemy when they're overextended. You're squishy, so 
you want to avoid extended fights where possible. 

Core Boots Flex Survivability
Opportunity Ghostblade Serylda's Ionian Boots Edge of Night [19]Death's Dance

Black Cleaver Merc Treads Axiom Arc [20] Maw
Serpents Fang [21]Eclipse 
 [22]

Bruiser [23] The bruiser build gives her a lot of survivability but you give up a good deal of your burst potential. Pick 
this into teams with few squishy targets.Core Boots Flex Survivability

Eclipse Black Cleaver Shojin's Ionian Boots Stridebreaker Death's Dance You'll be able to fight for a good bit longer and you won't get poked out quite as easily. This build can be 
good to get more combat experience on Naafiri as you won't get blown up for a single mistake. Merc Treads Overlord's BloodmailMaw

Sterak's

Runes

Electrocute [24] Electrocute [25] This is my preferred runeset. I play very aggressively and very frequently all-in, so I like the 
supplemental damage against a single target.Sudden Impact [26]Legend: Haste Adaptive Force Sudden Impact [27]Triumph [28] Adaptive Force

Eyeball CollectionCoup De Grace [29]Movespeed Eyeball CollectionCoup De Grace [30]Movespeed Naafiri's Q cooldown at Level 1 means that Electrocute will be ready almost every other Q combo. Run 
this if you're confident you can land Q2. Requires at least one packmate to proc electrocute from afar.Ultimate Hunter [31] Tenacity Ultimate Hunter [32] Tenacity

Arcane Comet Offensive [33] Arcane Comet Defensive [34] We still need to take a look at these as of patch 14.18.
Manaflow Band Legend Haste [35]Adaptive Force Manaflow Band Second Wind [36]Adaptive Force
Absolute focus [37]Cut down [38] Adaptive Force Absolute Focus Overgrowth [39] Adaptive Force
Scorch [40] Scaling HP Gathering Storm Scaling HP

Conqueror [41]
Triumph Ultimate Hunter Adaptive Force
Legend: Haste Sudden Impact Movespeed
Coup De Grace Scaling HP



CHAMPION MATCHUP DIFFICULTY TIPS/HINTS - Peachwolf TIPS/HINTS - ✗

Aatrox Skill Matchup Medium

After he uses Q3, he no longer has any directly offensive abilities. Hold your E to dodge his Q3 if you're right up in his face. You can walk towards him to dodge Q1 and Q2, or at least to avoid 
the sweetspot. Walk sideways to avoid his chain if it makes contact with you. I wouldn't recommend fighting him while he's ulting, as he gets insane lifesteal. May have to build Chempunk if you 
can't just one-shot him.

Aatrox is interesting. Both of you play as roughly a mid ranged champion making it a volatile lane. Stay close for Q1 and Q2 and try to outplay his 
Q3 by leaping behind or out. You have better wave clear than him and better roams, so if all else fails play for that angle. 168 [42]

Ahri Skill Matchup Medium
Dodge her charm at all costs. When she whiffs it, this is your chance to W onto her and punish. You can also W onto her and then instantly walk away from her after impact - this will usually 
result in her charm hitting one of your dogs instead. It will get significantly harder to kill her after level 6, so try to get a kill or two before then.

Ahri's has good wave clear, great roams and is difficult to kill between her charm and her ult dashes. You would need to kill her early or force her 
to run out of mana to pin her to lane to prevent roams. If she ever burns charm its possible to kill her. Be wary as many times she will have the 
first rotate to fights given her W has increased ms for walking there and her wave clear is pretty insane. Don't stand in the wave so she can't hit 
you with Q and push at the same time.  168 [43]

Akali Opponent Favoured Hard

This matchup sucks. She's got a lot of mobility, high damage, invisibility, and an execute. This is not a fun lane. That said, she is vulnerable to a punish if she burns her shroud or her E. You can 
catch her E with one of your packmates. If you can land a Q on her in her shroud, the bleed procs will temporarily reveal her - ignite will also do the same thing. If you W before she uses shroud, 
you'll still follow her and can land some damage. Never W onto her unless she has used her E. Akali is never an easy kill unless you're exceptionally far ahead, or if you catch her out after she's 
burned her abilities. Play around her energy bar.

I'm not afraid to say I have a mental block against this champion. She has invis, high ap ratios, movement speed, dashes, high base damage, 
dashes, and the ego to boot. She is possible to outpush in lane but be wary of her Q's. They don't do much minion damage and she runs out of 
energy fast if she spams it, but hitting one on you lets her start to dance around the lane and does a sizable amount of damage. If possible use 
your W to follow her ultimate if she is using it for escape, otherwise best of luck.

Akshan Skill Matchup Medium

This is very much a matchup decided by who gets ahead first. Don't play too ballsy with Akshan unless you're close enough to your tower, because he will absolutely win a slap-fight with his 
double-auto and shield passive. That said, his boomerang is easily dodged and his only mobility is telegraphed with a long cooldown. His mobility also works identically to your W in that he will 
stop if he collides with a player. You can jump on him and E behind him just as he starts his grapple to prevent him from escaping or, time your W with his mobility ability. When he's ulting you 
(and you think it'll be enough to kill you), try to put a tower between you - it'll tank his ult.

If you can stay directly on top of him when you are trying to all in him, his w will insta cancel. Stand to the side of minions so he can't hit you and 
push wave at the same time. You can kill him and you can win through roaming lanes, I would say this is a skill matchups. Be wary of his roams 
as he is hard to spot on vision with W and his grapple gives him an insane start range / engage range.

Alistar ? Hard
All three of this character's basic abilities are CC. Even if they haven't built armor, their R will prevent you from bursting them. Alone, Alistar isn't really a threat to you - but you'll have a hard time 
reaching their ADC.

The moo moo milkers cannot be milked so dont even try. His R lets him survive almost anything and between his W and Q you will have a really 
hard time staying on his ADC, Edge of Night doesnt help much either since any one worth their steak will W Q both popping your veil and ccing 
you. Try to get a wide flank if you can, or play the front to back war of attrition if it's not possible. 

Amumu ? Hard

Amumu has at least three, and later four different targets to latch onto (you and your packmates). Dodge it with E. He's not super bursty so if he nabs you in lane, you'll have plenty of time to 
walk back to tower, unless your laner is also around to capitalize on the CC. Try not to group up with your team when contesting objectives because a single Amumu R will let the enemy team 
pop you.

Amummy r will shut you down, but EON should make getting to the ADC and getting your combo off a lot easier. If you do need to interact with 
him, Q him so the dogs block his Q (the bandage wrap). Be wary of him Qing onto a dog and then ulting you - use E to dodge the bandage toss to 
stop that. 

Anivia Skill Matchup Medium

Much like fighting a Naafiri, with Anivia you either dodge the Q or dodge the game. That said, it is relatively slow moving so as long as you're not too close, you should have time to walk out of its 
path. Additionally, you can use E to dodge it. Her passive really limits the effectiveness of your all-in as you essentially have to kill her twice to get anywhere. Dodge her Q and punish her after 
she whiffs it. W onto her and hold onto your E until she puts up her wall because you can just hop overtop of it. 

Anivia is a bit of a knowledge check, but it is possible to kill her early. She has mana issues if she tries to poke you too often, or keeps her ult up 
too long, so you can force her to stay in lane if she is careless with it. Her big threats are her Q though it is a very slow moving projectile and her 
Ulti which both pushes waves and can put you in rough spot if she W (the wall) or Qs you out of your W mid channel. If that happens you will be 
left center of it racking up damage until you can walk out which takes longer if you stay in the storm after it fully expands. Play around her cd's and 
mana and you should win lane. 

Annie Skill Matchup EZ

Annie is the Garen of mages. She effectively has no skill-shots except for a cone that is near impossible to miss - so it's a matter of positioning. Playing into her is easy enough - you back off 
when she's got the for stacks under her HP bar, which means that her next ability will stun you. If her stun isn't up, you're pretty much free to engage on her at any given time once you see her 
use any of her abilities. Annie's ult is pretty aggravating at times but as Naafiri you can usually kill Annie before Tibbers has a chance to kill you. You don't want to be the one who eats her stun in 
a teamfight.

Push waves and roam. A good annie won't let you kill her between her stun and shields. Problem is many will hold their abilites for the stun, 
however they will be lacking in push since her autos are pretty bad. Push out, roam, and be wary of her 6 as tibbers can one shot you if you are 
not careful. If you are interacting a lot consider going mercs or maw.

Aphelios ? EZ
Aphelios is a very complex champion who's kit you really won't have to interact with if you get the jump on him. His purple gun can root you, but he has no mobility so he's a very easy kill barring 
any summoner spells to tip the scale - keep a tab on the icons beside his health bar to tell what guns he has available. He'll burn you really fast late game so the game plan is just to be faster.

There is nothing he can do to stop you getting on him unless he has purple gun, even then he has to auto you and chances are your W will go off 
before the auto even reaches

Ashe Naaf Favoured EZ

As with most ADCs, Ashe is quite literally a champion you were designed to kill. You don't want to hover around her as she'll just spam her scattershot on you, slowing you and allowing her to 
chip you down preventing you from bursting her before she kills you. Her Ult is the only really hard CC she has, and the duration scales off the distance that the arrow travels - with that said, her 
only way to save herself if you jump her is to point-blank you with it which usually means you can still kill her anyway. You can also E over her once you reach her which can sometimes be 
enough to dodge the ult.

Be wary of her ultimate, Edge of Night helps a lot, but a good one will w ult you. Chances are you still have the damage to kill her and you 
shouldn't be stunned for long if you are close / have tenacity. Don't pussyfoot around when trying to fight, go on quick because her kiting is insane 
with the slow and most ashe's build movement speed at the time of writing this. 

Aurelion Sol Naaf Favoured EZ

Aurelion Sol is an interesting one. Him being stationary while using his beam makes him an easy target to hit Q2 on. He has no mobility once his flight is down, allowing you to W onto him freely 
with no means of him escaping your damage. You can also W onto him when he starts it, but depending on how far you are from him, you might still not catch him. Your W movespeed is faster 
than his flight speed, so that means if you reach him before he's done his flight, you'll stop halfway through his flight and he gets to continue on his merry way. Keep that in mind as you engage 
him. He gets janky as fuck when he's flying because his model is above his hitbox, so aim for his shadow while he's hovering.

Kill him early. He sits still to Q just end his life before he gets stacks to be able to end yours. It's a good idea to hard shove the first cannon, and 
freeze on the rebound so he has to walk up to cs. If he is playing safer than a phase rush malphite just push in cannons and roam to get kills 
elsewhere, but I heavily recommend bullying him in lane. Be wary of the hovering hitbox, it will make you miss a Q if you are uncomfortable with it.

Aurora Skill Matchup Hard

This matchup is annoying. Her trade pattern of Q -> AA -> Recast Q will outdamage you early despite it requiring no effort. You actually want to wait until she uses Q or E rather than her escape 
before she goes in. If you jump her through a bunch of minions, she can recast her Q and deal a bunch of damage. Otherwise, you can W onto her freely as she has no CC. She'll probably use 
her W when you W onto her. When she goes invisible, you can land a Q or an E to highlight her, allowing you to land Q2. If you have to escape her ult, burn flash. That said, she's exceptionally 
annoying at preventing you from escaping a gank with her ult. Her ult does an unreasonable amount of damage given how hard it is to avoid, so don't stick around at low HP if she's nearby. Bnnuy (: [44]

Azir Skill Matchup Hard

Azir is a tough one. You want to avoid his summons as best you can, as they're the majority of his damage. His summons let him CS and hit you from two screenlengths away, but it's important 
to remember that by summoning and moving his soldiers, he also uses his main escape tool. If you see him move his soldiers, he loses a lot of the distance he could travel while trying to get 
away from you. Likewise if you see him dash to one of his soldiers (not sure why he ever would unless you're on him), he has no more escapes. It gets more complicated once he hits level 6, as 
pretty much every Azir will try to be Shuriman Faker and ult you under their tower. Use E to jump over it once it has spawned. Try to bait out his ult and then W onto him through it.

This one is a pain, It is Orianna with more mobility, endless poke, slows and later burst. He is pretty squishy himself so you should be able to kill 
him if you can find an opening, but many Azirs know their champ, so be wary that he doesn't shuffle under tower the second you try to W onto 
him, or do some fancy movement + zhonyas. take D shield second wind and hope you can out value him later.

Bard ? Medium

Not much to say here. He has two forms of CC, and Naafiri is deathly allergic to all forms of it. His projectile CC stuns you if it collides with something behind you, which means he can easily get 
a stun off on you by hitting you and one of your packmates. You can follow him through his tunnel and catch up to him with W better than any other champion, but the moment a Bard builds like 
a tank, you're better off not interacting with him. What is neat though is that you can step on his healing pickups to deny his team from using them.

Bard does bard things, annoying when you find a good one, but thankfully he doesn't have access to instant hard cc that many supports have. If 
you are a far enough range away he can't stun you solo and when you are W'ing your dogs despawn so unless he hits a wall he doesnt have 
anything to stun off of. It is a good to hold your W for his magical journey as its a lot harder for him to stun you out of it compared to taking the 
portal yourself. 

Bel'Veth ? Hard
This champion is annoying. I wouldn't recommend trying to fight her unless you're ahead. Avoid the knockup with your E, and don't blow your Q combo on her when she's flailing around on the 
spot or you'll lose a lot of your damage.

Its rare that Hashinshin is based, but his call to remove this champion was unfathomably so. 4 dashes, fast multi-target cc that gives her another 
dash, damage reduction because she needs it and more than enough attack speed to melt your entire pack if she wanted to. Steer clear of her at 
all costs unless she has burnt her damage reduction, and even then watch out for her cancelling your w with the knock up and one shotting you 
after. 

Blitzcrank ? Medium
Use your packmates to avoid his hook. W onto him if he's used his W. Otherwise, he'll just knock you up with E and then sprint away. His R can be really bad for you since it silences you and 
thus neuters your damage while trying to gank his lane. Generally more of a threat late-game when you really don't want to get picked off. 

A rolling golem gathers no rust, but does accumulate salt. Blitzes are somewhat uncommon, and your packmates make good hook fodder which 
is most of his kit. be careful of him blocking your W as he will just punch you to the moon after, silence you and by that time you will probably be 
dead. 

Brand Skill Matchup EZ

If you see Brand use his Q, you can freely W onto him. If he hits you with any of his other abilities, walk away so that he can't stun you or combo you with his W into E. When he uses W, walk 
away from the wave unless you're in the middle of landing a Q2 because his E gains a bunch of range if they've been hit by W. This guy is aggravating because it's very easy for him to poke you 
with minimal effort, but he'll also fall over with minimal resistance if he doesn't have his CC. Try to avoid getting poked while throwing Qs at him. It's very much possible to get a few kills before 
hitting level 6.

Brand is another one of those champs that I despise. Stay away from the wave unless you are actively cs'ing or trying to contest him getting 
cannon. If he hits the wave with an ability move away asap as he will normally follow up with his massive aoe (did you know it also gives him 
mana back when he kills stuff with it?). If he misses both aoe's you can go in as the stun doesn't stun unless you have a burn proc on you. If he 
R's it is possible to E at the right time to stop it from bouncing between you and your dogs. It is very worth to just keep him pinned to lane or zone 
him from getting to fights. Even if you lose most of your health many times he out damages anyone in a teamfight by just pressing R, so keeping 
him away is typically a win.

Braum ? Hard
He can block your Q, he can slow you, he can knock you into the air. This guy will make it hard to pick up a kill botlane. Not impossible, but the enemy has to be really pushed up for it to work, or 
he has to be distracted with your botlaners. His shield is directional so when he uses it, jump behind him and continue the assault on his ADC. Don't throw your Q into his shield.

He is here for you, and for his AY DE SEE. Try to flank or be on the opposite side of him from the adc. He will jump to them, give them upwards of 
60 armour late game, and probably stun you in the process. Excellent peel, and able to block Q's, but being held back by being relatively slow. 

Briar Skill Matchup Medium

Briar can feel very uninteractive. Position yourself close enough to throw Qs without giving her the chance to jump on you and stun you. Use your E to avoid her E - you really don't want to get 
knocked into a surface. If she hits her ult on you, I'd recommend pre-ulting before she arrives and trying to proc your shield before she stuns you. That way, you regain control with most of your 
health left giving you a chance to escape, or to fight back. She's actually pretty squishy when she doesn't get armor from her ult and damage resist from her scream. 

INTeractive, skillfull game design. Outplay the iron simulator by standing behind someone able to tank (or someone less fed if no one is tanky, but 
don't tell that to others) and wait for her to burn her scream so you can actually kill her since it gives her 70% damage resist and heals her and 
one shots you if you get hit by the full charge (because she needs it you know) . If she ults you, ult back and cry, hoping someone on your team is 
nearby to kill her before she kills you since its borderline impossible to get away

Caitlyn Naaf Favoured EZ Easy kill. Her traps don't stop you if you W onto her. She puts out a lot of damage and her ult can be really dangerous, but she'll just kind of fall over if you can get on top of her.
Be wary of her traps, EON helps a lot since it eats the trap good caits will place on her feet before blowing you up. If you can get the jump on her, 
be cautious of the E dash so you dont whiff a Q or your own E

Camille Opponent Favoured Hard
This champ is obnoxious and will win pretty much any 1v1 with you, especially once her ult is up. Play it safe, try and poke her down, and see if you can get your jungler to come top when she 
pushes you into your tower. Thankfully, she doesn't show up midlane very often if at all.  

Wait for her to Camille all over someone else, or atleast burn her attack on titan dash before going on her. Between the stun, shield and 
untargetability of her ultimate she is very hard to duel, but it becomes much more managable in a teamfight where she can not hold those abilities 
forever. 

Cassiopeia Skill Matchup Medium
With her passive and her Q, Cassiopeia will run you down lane and bring you from 100 to 0 if you let her. Be mindful of her W, that's her biggest threat to you. With no movement specific abilities 
to wait out, Cass is pretty easy to engage on for the most part. After level 6, dodge/bait out her R with your W by instantly turning away from her when you connect.

This is another take shield second wind and cry lanes imo. her ground shuts down most of your kit and she plays like an ap ADC in the middle 
most lane (she kills you with what are effectively autos the second you fuck up). She builds a lot of health so she is pretty hard to kill compared ot 
most midlaners, but if you get ahead enough you can kill her. EON helps with the ult since she can throw it at you as you are flying in, or E behind 
her instantly instead of squeezing in the auto and the Q. 

Cho'Gath Opponent Favoured Hard

Cho'Gath has too much HP and sustain for you to kill without help. You can dodge his Q with your E (or just avoid it with fancy footwork) but if you do get hit, it's very easy to find yourself in a CC 
loop of being silenced, knocked up, and then silenced again. This is very much another shove wave and roam type of lane unless you have a jungler at the ready. If you play it well, you can get 
through lane phase with minimal deaths, but you won't be getting fed off Cho'Gath. 

Try to flank around him, or if he is half health, miss Q1 and hit him with Q2. Q1 should be off cooldown before the bleed is gone and he should be 
perma slowed by grudge the entire time. Be wary of his knockup as a good cho will press it on you the second you start your rush.

Corki Skill Matchup Hard

For similar reasons to Rumble, Corki is a lane bully. You want to keep your distance while he's using his E. You can use your E to dodge his Q, or simply avoid it with some fancy footwork. His W 
is his only mobility and once he's used it, he's a sitting duck - but in midlane, Corki doesn't have much reason to use it unless he's chasing you or if you prematurely W onto him. Once he gets 6, 
keep a tab on his missile indicator below his HP. You can use minions to body block these. Unfortunately, the splash is big enough that even if he clips one of your packmates with it, you'll still 
take damage. There isn't a solid strategy you can employ against him - dodge his damage while retaliating with your own. You want to get fed before he does. N/A havent played much against new corki. 

Darius Opponent Favoured Hard

Your game plan for Darius is essentially to stay out of his reach as best you can, because you won't be able to leave it once he gets on top of you. He can pull you in with his E, and his W will 
slow you. By that point, he's probably already built up 3 or 4 stacks, which means you're more than halfway to getting executed. When you're manfighting him, you want to hold your E to jump 
back to him to avoid damage and prevent him from healing off of you - that is often enough to tip the scales in a fight with him. A good Darius can also interrupt your W with his E so keep that in 
mind when jumping on him. I've almost lost fights while ganking top because of that.

Stridefiri isn't the worst into him if you are playing lane against him, but it is also one of the very few times I would recommend going phase rush. 
That rune hard counters him. If he is good he will pull you into him if you try W'ing onto him, EON stops that and be ready to E into him so that his 
Q edge doesnt hit you (its one of the strongest parts of his kit: it heals him, does a ton of damage, and applies a bleed stack on you.) If he has it 
fully stacked dont fight him unless you can pop him, and keep in mind he normally builds steraks, it will catch you off guard. 

Diana Opponent Favoured Dodge

Diana perfectly counters Naafiri in pretty much every way. You can avoid her Q by walking to Diana's left when she uses it, as it will always arc to the right of the direction Diana is facing. Don't 
bother using your W onto her, because Diana will retaliate with her own W and nullify your damage while also dealing damage to you. Her dash is targeted and does damage on impact, so you 
have to keep your distance or you'll just get poked out of lane and then outright one-shot once she gets her ult. This champion was my permaban for a while.

Diana is one I struggle with quite a bit, her Q is fast and has an odd arc, but also hits much further out than it looks like it should. Walk in close to 
dodge, or at diagonals. Her wave clear is good, she is a threat in lane, and roaming engage is faster than yours. Difficult all round but possible to 
play. 

Dr. Mundo Skill Matchup Medium

Dr. Mundo is a health tank which means that in most cases, you can deal decent damage to him even after his first item. Fighting him is super simple - dodge his Q, and whittle him down with 
your own. You can fairly easily pick up a couple of kills on him before level 6. When he hits 6, you'll have a much harder time killing him - it's not impossible, but don't underestimate the amount 
of HP he has when he pops his R. I've lost a couple of tower dives onto a low HP Mundo due to this. His Q is very spammable so try and put a few friendly minions between you and Mundo 
when laning.

Early game it is possible to kill mundo before he gets too much health, but he becomes quite the struggle late since his ulti keeps healing him out 
of Q2 lethal. As with most tanks, miss Q1 and hit Q2 first rotation to keep Serylda's on him permanently, and go in for the kill once you have him at 
lethal. You should be able to outpush him and make it first to roams, so if/when he becomes unkillable play for that wincon instead. 

Draven Skill Matchup Hard

Draven E is the main ability you have to watch out for. If he's used it, you can jump on him - if not, only attempt it if you're way more fed than he is. Draven autos chunk you for a ludicrous 
amount of damage, especially if his Q is active - a fed Draven can effortless kill you before you can land Q2. His W can make it harder to land Q2 on him even after using your W. Ganking a 
Draven lane can be super consequential, more so than any another ADC. Failure to kill him (and thus dying yourself) can be pretty disastrous for your team if he has a lot of adoration stacks, so 
consider playing it slightly safer unless you're certain you can pop a fed Draven.

Flowchart is simple, do you have Edge of Night? If no did he burn his W (the two horizontal axes that displace you)? If the answer is yes, go in 
and kill him. If no then wait for him to do so. Try not to let him get any autos on you when you are dancing to position as they hurt like no 
tomorrow. 

Ekko Skill Matchup Medium

Ekko is pretty simple pre-6. His Q moves quick until it reaches a certain distance away from him, so distancing yourself and using erratic movement is best. Do not stand inside of his W at any 
point - it can stun you even after the "explosion" noise that it plays shortly after casting. It is, however, extremely telegraphed - he'll leave behind a little ghost and stop moving briefly. His E is 
almost impossible to avoid if he rolls toward you as it's just an empowered auto. The lane gets significantly harder when he hits 6. Really good Ekko players will actually delay levelling up their ult 
until they need it so that they can surprise you with it - be mindful of this when fighting experienced Ekkos.

Ekko is an interesting one, you can get good poke whenever he walks up to cs since his threat bubble is smaller and less deadly than some 
others, but he still very much hurts if he gets a full combo off. Be wary of his Q, as you don't want to let him push wave and hit you at the same 
time. Dodge the return if it does hit you at all costs, since his 3 hit passive hurts quite a bit. His W stun bubble is extremely telegraphed, his ulti 
should be too, so don't commit too hard in a risky situation if he has it. Almost all of them will save the skillpoint level 6 to hide its exact spot. You 
dont need to keep track of 6 seconds in the past, 90% of the time if it looks like bait it is, and he is just wating for you to walk into where he knows 
his ult will explode. Match his push, trade well back into him using w at the end to catch up to his movement speed from his passive and the lane 
should go fine. 

Elise ? Medium
Elise has great escape/tower dive potential. Both of her forms have instant click-on damage, so don't try to fight her if you're low health because she only needs to click you once mid-W flight and 
you're dead. She only has CC in human form with her E. 

Elise is not a very common jungler in my experience, however most of them are really good. She has incredible ganks and pick potential, and 
some of the best tower dives in the game. Try to keep a dog between you and her so she cannot stun you, and if you see she is setting up for a 
dive, often times its better to just concede, lose the wave than to die and lose a wave anyway. If she is ever caught out, be sure to group beneath 
the center of her spider drop so she can't pick the most likely escape. Map awareness and vision go a long way to not be picked out by her

Evelynn ? Dodge
Control wards. Don't let her get ahead. I just ❤love❤ it when champions get an untargetable teleport + execute on their R key. Don't be afraid to pre-emptively pop R to maximize your odds of 
survival if she starts charming you while you're overextended. She's pretty squishy, but she doesn't need much health to kill you and afflict you with every known STI. if s
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Ezreal Naaf Favoured EZ

One Ezreal's E is down, he's a free snack. Capitalize on this whenever possible. You can pretty easily bait it out just by walking up to him. E onto him and deal some damage, he'll instinctively 
jump away, and then use W to close the new gap. You want to avoid his W-Q combo as best you can, as that will deal a lot of damage and also help sustain his mana in lane. Whenever you're 
recalling in lane at low HP, expect a stray Ezreal ult to be fired your way. 

The twink with a blink is an interesting ADC to fight as a Baarkin. Thankfully the bulk of his damage can be blocked by your dogs (though he still 
gets the reduced cooldown from hitting something) so you can take a bit of time waiting to jump on him compared so some other poke champs. 
Between his E and his flash Ez can reposition to his auto range even if you are standing right on top of him, so either wait for him to burn one or 
use the ult ms to bait out his E (blink) then jump ontop of him. Some Ezreals build Frozen heart for the mana and armour so be aware that he will 
be tankier than most. 

Fiddlesticks ? Hard

The main threat with Fiddle is his ult. A popular location I've seen a lot of them use is their raptors because they can ult over the wall while you're pushing up to turret. In general, warding the 
enemy jungler's raptors is a good idea - doubly so against Fiddle. You'll get a lot of mileage out of Merc Treads against this guy with the fear from his ult and his point & click Q. If he's slurping 
you, get out of his radius or you'll take extra damage. Vision is super important to deal with a Fiddle - their ult is devastating at objectives.

Vision is key in fighting fiddle. He will always flank around, deny vision and fish for a big ult. If he is sucking the big suck hold your combo and 
walk out as it gives him some damage resistance during the channel and heals him if he completes the full channel with you inside. If he closes of 
vision and you think he is looking for an ult, use yours to get vision of him

Fiora Opponent Favoured Hard

Fiora will outdamage and outsustain you. Her Q comes out nigh instantaneously, so your best bet is positioning yourself further back. Her W blocks all damage and thanks to Naafiri W, she's 
given plenty of time to react/use it. Fiora W makes her harder to dive and harder to fight - you need to exercise discipline in not hitting her when it is active. If she uses her R on you, try to 
position yourself with one of your vitals against a wall so she can't get all four of them. Fiora is one of the best duelists in the game and unless you are absolutely piss-stomping and are multiple 
items up on her, she'll put up a decent fight in a 1v1.

Fiora is one of the best duelists in the game due to her passive and W, it is very rough to try to 1v1 her as the second you try to W her she will 
parry it and one shot you with true damage afterwards. Be sure to have someone else nearby to fight her and get her. In the event she is 
splitpushing, unless you are confident you can outplay her, get the wave and get out. Between hydra and your aoe you are far better than her at 
pushing waves as most of her power budget is put into hitting towers. If she ults you in a team fight, focus on getting out so she can not one shot 
you, nor give her team a huge heal.

Fizz Opponent Favoured Hard

This champion sucks so much. He can freely hit you under tower and then use his W to get away without taking a tower shot. Expect him to use W to dodge your Q2. Once he uses W, he's very 
vulnerable. His E is a dash but it's targeted which means he can only go through you if he uses it on you. Getting hit by his ult almost certainly means death when you're overextended, or once 
he has an item.

Fizz is a menace in lane. his level 3 and level 6 are huge power spikes. It is worth it to use your E to dodge his pole flip as it does a large amount 
of damage. Being melee you can poke him easily whenever he walks up to last hit, but I'd be cautious of doing this, and recommend freezing your 
wave right next to turret so he cant dive you and run you down. Many Fizzes will ult you the moment they hit level 6 and will most likely one shot 
you. Boneplating isn't the worst in this matchup as it eats a good portion of his all in. 

Galio Skill Matchup Medium

Despite Galio's two forms of CC, this matchup isn't too bad. His magic shield is completely irrelevant to you. His Q can be dodged by walking towards him or backwards. Make sure you don't 
walk into it after the projectiles converge as the tornado slightly moves in the direction he launched it. You can avoid his E with your own. When you're fighting him and another one of his allies, 
don't forget about his ult.

Galio is a matchup that I haven't had much luck in killing him in lane despite him being tuned to magic instead of AD. He will dash into you every 
time you try to jump and his trade pattern lets him get off most his damage and get out before you can get out of the CC chain. Push out waves 
and try to take advantage of the roaming tempo. 

Gangplank Naaf Favoured Medium

GP isn't bad. You gotta respect his barrel damage, but they're pretty easily avoided - if not via prediction, you can E out of their radius. If you're playing toplane, be careful of stray barrels in the 
middle of lane - he can chain them to hidden barrels in the bushes. Keep a tab on the barrel counter under his HP, and go in when he's used them. He's a sitting duck with no escapes built into 
his kit, but is reasonably tanky compared to other non-tank matchups. He also has a built-in cleanse/heal so expect to see that when you jump him. 

Fun fact, the rift is covered in secret barrels. Plank Gank only uncovers them, not places them. Anyway, don't let him control the entirety of the 
lane with his barrels. Practice autoing them and he loses most of his power budget. Be wary of his multibarrel combo blowups. Know the range 
and teeter around it so he is tempted to blow them up. As for most chamions with aoe damage stand to the side so he can't hit both you and the 
wave. 

Garen Opponent Favoured Medium

Garen sucks to fight. His passive gives him permanent red buff regeneration, and the glue-huffing nature of his kit means that you're easily punished for making mistakes. Keep poking him to 
prevent his passive healing from going off. Keep some distance so he can't Q you, or you're guaranteed to eat all of the damage from his spin. Don't try to manfight him after level 6 if you're low 
because once he gets R, you effectively only have 70% of your maximum HP. When he uses W, hold Q2 until it expires. He is very difficult to catch so hold your W until he tries to Q and run 
away - even then, you're not guaranteed to finish him off. Most Garens will end up split-pushing, make sure you have some extra support or that you're ahead of him if you're going to match him 
alone.

Demacia strong togethre. Garen is a very difficult opponent to win lane against since his strength are so strong, but his weaknesses are clear cut 
too. He has great sustain, great survivability and pretty good damage too. Phenomenal split pusher. In lane keep poking at him to reset his 
passive, and hold your damage if you see him get a shield (his w gives him damage reduction for 5 seconds too). You can push him out and get 
tempo for roams, and get a lead elsewhere. As for late he will most likely be splitting, use the number advantage you have to quickly win a fight 
before your toplaner has to answer him. If he is in the fight avoid jumping on him as he builds tanky and his W makes him quite resiliant to burst

Gnar Skill Matchup Medium
Gnar has no CC save for a slow on his Q. Don't get hit by that. You can jump him after he has used his E, or mid-E. Do not manfight him when he is Mega-Gnar. In mega form, he's got CC on 
his W and on his R if you're knocked into a wall. Keep an eye on his rage bar - if it's low in either form, you're about to have a window to kill him.

Gnar is a lane bully into an amazing teamfighter. If you are laning against him, as with any ranged top laner abuse the bush. Concede if you must, 
and punish if he ever mispositions or burns too many abilities on the wave. Naafiri has a unique advantage to be able to follow him through his 
jump, though with how fast it comes out its difficult to time, you would have to predict it. If he is in his Mega form be careful as chances are you 
wont be able to kill him and he will fuck you up with all the stuns, slows, displacements and the massive increase in stats

Gragas Opponent Favoured Medium
Dodge his Q by walking sideways. Don't try to deal damage to him when he uses W because he gets damage reduction. Your best opening on him is when he has burnt his E. Past level 6, he 
gets a great escape/offensive tool. This guy is pretty aggravating with his sustain, short cooldowns, and poke - but a Gragas lane is winnable. 

Gragas honestly ap Malphite in attack mode. Brother has stuns, poke, sustain, and a massive teamfight button. It is incredibly difficult to kill him as 
a melee champion, though some of this is allieved by Naafiri's kit. You can poke him with Q's and follow up on his escapes with W. Stand away 
from the minions so he can't push and hit you at the same time. Don't try to W onto him when he still has his belly flop up as it is playing directly 
into his gameplan, he will stun you, full combo you and then you will be sad as he barrels away. 

Graves Skill Matchup Medium
Graves can put out a lot of damage and feels decently tanky at times because of his E passive stacks. His Q is relatively easily avoided. If he uses it in close-quarters, jump behind him with E to 
avoid the return blast. Your best chance to engage is when he burns his W or his E. He can use the latter to quickly fire off three shells at you and gain extra armor. 

Graves can be quite polarizing, fast clears, good invades with his damage and mobility and surprising tankiness. He doesn't have any cc but he 
makes up with it for damage.  I would not try to fight him solo unless you are ahead or have another team mate with you . 

Gwen Opponent Favoured Medium

Gwen is immune. You can't apply your bleed to her when she's in her shroud, so don't bother firing Q at her when you're outside of it. Better yet, wait until it fades to try to deal the big damage to 
her because even if you use Q on her within the shroud, she gets bonus armour. Keep a tab on the little pips below her HP and make damn sure you avoid her Q when she has all of them. If you 
have to fight her with all of her snipping stacks, try to E behind her when she does it to avoid the damage and prevent her from healing off of you. Her E isn't the most impactful of dodges, so 
even if she waits until after your W to use it, she'll still be in range of your other damage. In general, respect this champion's damage and healing.

Gwen is an honourary horsewoman of the top most lane. She does RIDICULOUS damage mid - late game. You should be directly ontop of her, 
so you can actually hit her without worry of her immune bubble but it puts you into her effective radius. Try your best do dodge her Q snip, 
especially the center as that part does true damage. If she ults try your best to get out as it does most of her damage and heals her for some of 
the damage dealt

Hecarim ? Hard

Try not to take straight up slapfights with this guy, as he will win those when on equal footing. Try to avoid burning your damage on him when his W is active if possible, because he gets bonus 
armor throughout its duration. Hecarim is great at ganking you in particular as his E can displace you out of your own E or W. Do everything you can not to get pincered by him because he'll 
push you back into the enemy laner. Good ward placement will save you a lot of heartache, here.

Hec is an incredible stat checker. Fast movement speed, healing through damage and a very all in gank style. You can catch him and get on him 
with your W if he tries to run away, but be confident you can kill him as his sustained damage is far higher than yours and he has incredible 
sticking potential. Many Hec's will try to insec you into the team, but as counter intuitive as it is, go towards his team if you see it coming, as most 
of the time they will place the ult behind you giving you a chance to dodge it

Heimerdinger Opponent Favoured Hard

Heimerdinger is near impossible to punish cleanly. He'll also be hard to hit with Q because of his movespeed passive around his turrets. You'll almost always be brought within an inch of death, 
and often die after getting the kill on him. The best opening you'll get is when he burns his E. A lot of Heimerdingers will use it because it's part of their poke (stuns you, and gets their turrets to 
target you) and that's your best chance to jump him, though it'll always be risky because of his turrets. Expect to spend most of laning phase under your own tower. When he roams or recalls, 
take the time to destroy his turrets.

Yeah this is another mental block champion for me. He perma pushes wave, spams abilities that seemingly have no mana cost, and if you ever try 
to jump on him he willl just throw his stun on you and make you cry. I'd recommend dshield, second wind, killing his turrets or wave and try to get 
opportunities else where. I don't know what to do otherwise tbh

Hwei Skill Matchup Medium

Hwei, despite his many abilities, plays like any other mage. If he uses his E, you can go in on him freely.  If he doesn't, approach with caution. His QE damage is kinda laughable early on unless 
you're literally sitting in it for the entire duration - don't be afraid to step into it to CS. Just be mindful of eating a second ability and triggering his passive. Be careful when recalling at low health 
because of his QW lightning bolt. Unless it hits the third packmate travelling behind you, his QQ splash will often still hit you if it is blocked by one of your packmates. You might have issues 
finishing him off with ignite or your Q bleed because of his WW - the constantly refreshing shield is perfect for surviving DoTs like that.

I play both of these champs and I have no idea whatsoever how Naafiri is Hwei's number one counter. He has good poke, excellent wave 
management, good roams, and insane teamfights. You realistically will never be able to get onto him if he plays it right holding that ability, and if 
you try he will fear you into ult Q full combo and either kill you or chunk you out of lane. If he ever wastes his fear (or any purple spell) he is free, 
otherwise manage wave, don't eat too much poke, and try to do something with your jungler. 

Illaoi Skill Matchup EZ
Illaoi is very simple to lane against. Dodge her E and poke her down with your Q, that's it. If you do get hit by E, I'd recommend backing off until it ends because you should be able to dodge the 
resulting tentacles with relative ease. Don't try and fight her with her ult - once she uses it, back off immediately; you won't be able to outdamage her healing.

Eelaowie is a 5 course meal of the finest Crayola has to offer. Dodge her E, mind her tentacles, be afraid of her Iceborne gauntlet spike. She 
builds tanky yet has so much base damage she can still one shot most champs with ult even if she doesn't hit her E. She is an incredibly difficult 
champ to try and approach, however she can not follow well as she loses a lot of her power being away from tentacles. Early game if she hits her 
E, sometimes it is worth to stay and trade a bit back keeping the lane presence instead of auto conceding. Mid to late definitely walk out if you can 
and if you are low be very wary of her pressing ult to make the tentacles not only slam faster but not show their hitbox faster. If you are ganking do 
it pre 6 or pray you kill her faster than she can press ulti otherwise don't waste your time. 

Irelia Opponent Favoured Hard
This champion's difficulty teeters between Hard and Dodge. Much like Yasuo, your packmates are free dashes for her which makes it hard to land Q. Never blow your damage on her while her 
W is active. You don't win 1v1s into Irelia, even if you're up an item - play it safe, try and coordinate ganks, and then roam. An Irelia will always be a problem for you at all stages of the game.

This is another of the champs I put more mastery into than I would like to admit. Normally Irelias will try to cheese you level 1 as your first 3 melee 
minions get low, Q all of them, then onto you. With all the stats she has from a fully stacked passive she will probably kill you or heavily chunk you 
out. Naafiri's unique struggle is that each of her packmates will always be near, and will almost always be a one shot for her. Her threat bubble for 
you is far larger than it is for any other champion so keep that in mind. Your best bet will be to Q her and make her auto the dogs so she can't 
instantly merc you for daring to have minion passive. Running away from her is hard as she can engage onto your dogs each and every time, so I 
recommend staying close to turret, and playing safe. Many will cs with her Q, so you can easily punish by Qing your low health minions and letting 
her outplay herself. Dodge her E (the two daggers on the ground that stun you, she gets her dash back if she hits it) at all costs. Many will E out of 
vision, dash into her threat range and place the second giving you less time to react. She is incredibly strong level 1, 6, and whenever she gets 
bork and falls off (relatively) after. Play around her ticking time, don't let her get kills or roams and you should be able to outscale her by far. If you 
are trying to get the jump on her be wary of her W as it gives her a lot of physical damage reduction, so hold your abilities until after the spinning 
blades finish.

Ivern ? EZ
Ivern has a root. That's the main ability you have to look out for. Daisy also does a decent amount of damage, but you can usually blow up your target before she hurts you too badly. Ivern also 
has a pretty annoying shield ability so Serpent's Fang might not be the worst option. On his own, though, Ivern is just a stick for the dog to chew on.  

Ivern is one of the strongest enchanters in the game due to his actual gold income. He will give massive shields, lots of slows and an extra spacer 
with Daisy. He is another case of kill him instead of the carry first as he will keep almost anyone alive, and due to him being the jungler it will make 
getting objectives far easier. Help your jungler invade him if they try, otherwise pop him as you can. 

Janna Skill Matchup Hard
Janna has a lot of ways to potentially shut you down - and once she hits level 6, you can no longer solo-kill botlane. You need to wait out her Q and her R when you're ganking, and while in 
teamfights. Don't bother jumping in until you know she's used her R. 

Probably one of the best peel supports in the game. A good Janna will tornado you every single time you try to W and once she gets level 6 it will 
be borderline impossible to get on the ADC and stay there. If ganking lane wait for her to burn a tornado and go in, and in team fights, do the 
same. If there are two divers it may be worth to go in to burn what she has, otherwise wait for someone to mistep and go in  

Jarvan IV Opponent Favoured Hard
When a Jarvan is in your lane, you do not want to use your E if he's reached level 6. Save it for when he uses his R. Otherwise, he's just a stat stick. He'll knock you up and put out a bunch of 
damage before you hit the ground. Only fight this guy if you're ahead.

Yarvan the father fo the 5th feels like an engage support in the jungle. While his damage is not negligible, it isn't very high either. Most of his kit is 
engaging on you, the flag buffing his teammates and his ulti keeping you in place. He will most likely be tanky, so try to kill the other person rather 
than him if the fight isn't an important obj. If he is ever trying to run from you he places his flag first then dashes to it giving a good window for you 
to react with W and follow. 

Jax Opponent Favoured Hard
Jax is a difficult matchup. His ult is just steroids, and unfortunately his are better than yours because he is a right-click heavy champion. Wait out his stun, do everything in your power to prevent 
him from jumping on you while it's active. If you're close to him, save your E to jump out of the stun range after he uses his jump to get to you. 

Jax is an incredible duelist. His jump, aoe stun, empowered autos and built in tankiness, make him quite difficult to challenge in a 1v1. He will 
jump onto you the second you try to jump on anyone else. Wait for him to burn his stun and try to kill others before him. 

Jayce Skill Matchup Medium

In most cases, you won't have to interact with his melee kit until you're jumping him. The important part about laning into him is to avoid his E Q combo while his weapon is in cannon form. His 
only real way of stopping you can blowing him up once he's in kill range is his hammer form E. Even then, it doesn't knock him out of Q range so it's very much possible to still succeed even 
once he uses this. Don't get poked out, all-in once he uses an ability or two - this lane is winnable as long as you keep up pressure.

Jayce is a very difficult matchup in my experience. He plays with the poke of a range champion and the tankiness / range of a melee. He is also 
very good at shutting down your engage with his displacement, and then running away from you. Dshield and second wind is very good in this 
matchup, keep playing the wave as his poke gets blocked by it (it still has spash damage so be careful) and try to hit him and the wave as you are 
Qing. 

Jhin Naaf Favoured EZ
Relatively immobile ADC that you should be able to blow up. He can move pretty quickly at times but once you get into W range you've usually already won. Respect his 4th auto's damage - he'll 
chunk you in the mid-late game. If you see a Jhin ult in a team-fight, it can be worth flanking around and jumping on him to interrupt or punish him for it.

4 is another immobile ADC made of ADCnium. His root requires you to be hit first, and even then there is a high chance you will start the W 
properly before he is able to root you so it should be a non factor. Chomp on 4 as he should be easy. 

Jinx Opponent Favoured Medium

Unlike Caitlyn traps, Jinx's traps will stop you mid-W. If you can you reposition around those or if you know she's used them already, she's just another ADC to jump on and blow up. Her passive 
movement speed can make this harder as she can run out of Q2's range or just juke them entirely, so take the time to line up your shots or just make sure that you're cutting off her escape and 
pushing her back into your team to guarantee the kill. 

Jinx's traps are quite potent if she knows how to use them well. It not only stops your dash but also creates a fairly wide space where you cannot 
step. Her splash damage from the rocket autos can kill your dogs in a few hits. If you get around the traps she should be a free 300 gold. Be sure 
to do it before she gets a kill as her passive makes her a serious threat 

K'Sante Skill Matchup EZ

K'Sante has a Q passive much like the windshitters. His Q3, however, is incredibly easy to dodge with a slow travel time and a long-ish windup. If you can dodge that, you're free to poke him 
down since the rest of his abilities require him to be right up on you. He's easy to abuse if you can consistently dodge his Q3, as he has no real escape from you. Only fight him while he's using 
R if you're confident you can blow him up in time, because his damage will increase significantly.

Kslappy is one of the most dangerous tanks to try to jump on. He will stun you as soon as he blocks your W, and then ult you away to a back 
street in Brazil. Steer clear of him in fights unless he is in his attack mode, he drops a lot of his resists and is actually able to be damaged. 



Kai'Sa Naaf Favoured Medium
I won't reiterate too much of what ✗says in his thoughts. Kai'Sa is another ADC that will fall over if you land your combo - just make sure you have the damage to pop her and her shield. Hold 
Q2 until she blinks because missing that will cost you the fight.

Kaisa is by far my most hated adc. She has movement speed, invis, high sustained damage, mixed in missing health magic damage, a free 
reposition tool that also gives her a shield, and incredible burst. My best recommendation for fighting her is W Q1, wait for her to dash away at 
mach jesus and use your E to follow up. Many will use their ult to reposition behind you or to somewhere safe, take note of where the Kaisa in 
your game likes to go and try to predict. Serpents is not bad either as she usually runs both barrier and her ult gives shields so it will get a fair 
amount of value 

Kalista Naaf Favoured Medium
The only thing that makes Kalista different from other ADCs is her hopping mechanic. That'll make it hard to hit your Q2 the first few times you fight her. Take the time to line up your shots and 
she'll fall over like the rest. Use your E to stick to her when she hops about.

Kalista is rather unique given her erratic movements as an adc. She can be incredibly hard to hit with how much burst she has. I recommend 
Wing onto her, and getting the Q1 off the slow, E to follow the first dash and hoping you can hit the q2 after she jumps one more. She is made of 
Adcnium so she should be blown up pretty easily if you can hit her

Karma Skill Matchup Hard

Karma is a frustrating one. On paper, her kit makes her a pretty standard support caster - but with her mobility, shielding, and higher than average damage, she'll poke you out of lane pretty 
easily. Another issue is that not only does she have no need to burn her one CC ability until you jump her, she literally can't use it until you get close enough. Your best bet is to poke her down 
and kill her with your all-in before the tether finishes, or play around your jungler - she can only CC one of you. Otherwise, keep an eye on the little oroboros disc floating behind Karma. If it's 
spinning, it means her ult is up and you should expect an empowered ability. I would recommend playing around that when looking for an opening. 

Karma is a jack of all trades master of none. While she does have damage, slows, cc, and shields she has to pick which one she wants to do well 
and the rest suffer. Her root is not instant so she cannot stop you from getting onto the adc, but if you can't kill them in time you will be left in quite 
the shitty spot. Her sheild can be a bit bigger than you expect especially with the empower, so serpents fang isnt the worst, otherwise, blow up 
either her or the adc and circle back for round 2. 

Karthus Naaf Favoured EZ

This guy is a floating scooby snack at any point in the game. He lacks any hard CC and his most damaging regular ability is an easily avoided skillshot. You won't remain in his E long enough to 
take meaningful damage since you'll pop him long before then. Just be careful of his ultimate when you're diving your laner, or fighting him. If he's a problem, consider builting Maw or EoN - 
there's no other counterplay aside from itemization. EoN is particularly funny as it absolutely neuters his ultimate mid to late game when he has it up semi-regularly.

Honestly, what peachwolf said. Karthus is a joke to kill and chances are you will take less damage since his Q's do isolation. If you want build an 
edge of night to stop his ulti. Okay so apparently he can do this. Have fun'nt while riot takes their sweet time fixing the linguini

Kassadin Naaf Favoured EZ

You will absolutely dick Kassadin early-game but come level 16, unless you build a lot of MR, he'll use his R nonstop and blow you up in the process. Very little of his kit works in his favour when 
he's laning against you, as all of its defensive aspects grant him magic shielding which Naafiri cares very little about. His E will slow you, and his Q can interrupt your W channel - but it's also his 
only real way to poke you from a distance, so most won't end up using it that way. Otherwise, you can freely abuse him as you please. He has no skillshots, so expect to be poked with minimal 
effort from him when you walk up to the wave. His mana sustain tool requires him to hit you or a minion, so look out for that when trying to poke/punish. When he hits six, he'll be harder to kill - 
try to secure a couple kills before then.

Kill him early and keep killing him. If he gets ahead or to level 16 the game is over. He can stop your W with his projectile as it stops channels, but 
most will use it as part of their damage. Get a lead off of him and snowball the game into an end as fast as you can. When it comes to late he will 
be having an incredibly high damaging flash on a no second cool down. Earlier it will have a long cool down and high mana costs so you can play 
around it. E onto him if he does it onto you in melee range and keep in mind its cooldown to follow him with W as he does his second. Late game 
be very careful of Wing onto him as he will flash as you reach him and kit you out.

Katarina Skill Matchup Hard

Walk towards her or beside her dagger when it lands. Stay away from them as best you can to avoid the brunt of her damage when she teleports on top of it or walks overtop of it. You have a 
small window to punish Katarina when she teleports but every time she picks up a dagger, her teleport cooldown decreases by a significant amount. Once she has spent her two daggers, her 
only other destination is to a unit. Try to keep a tab on her resources because she's helpless without her dashes. If she uses R, use your E or Flash to get out of it. If you're fed enough, you can 
also blow her up mid-R.

Katarina doesn't feel as hard as she once was, maybe that is due to me getting better or she has been slowly nerfed. You can harass her pretty 
well in lane when she walks up to last hit, but things can get dicey when she starts trading with you. The biggest noob trap that can happen is you 
trying to walk directly back from her. She will teleport to you for damage, grab the dagger dealing more damage and have another gap close. Walk 
to the side or around so she can not hit you with the pick up and only has one dash worths of damage. I would also recommend saving your W 
after she has used both daggers for resets as she wont have any more resources to escape nor do damage. Her R is pretty bs, do your best to E 
flash out of it if you can and then W back on after since most burn all daggers when jumping onto you for the ult 

Kayle Naaf Favoured Hard

Kayle is a hard one to rate because pre-6 she's a pushover that is easily killed, but with her R invulnerability and her late game scaling, she'll always end up being a bit of a menace. It's in her 
best interest to hold onto her R as long as possible, so sometimes if you're particularly fed, you can pop her before shes uses it. In the majority of cases, you're looking to bait the ability out so 
you can get some kill pressure much like trying to proc Zac or Anivia passive.

Kayle is a hyper scaler with good peel on her ultimate. She is squishy and unless she is incredibly ahead you should be able to jump on her and 
kill her before she kills you. The only problem is that her ultimate is a do not die button that she can put both on herself and others. Do be very 
aware of this and be ready to back out or swap targets the second she gives someone a second chance. I highly recommend taking the time to 
gank her top if you are mid as she doesn't do well into multiple targets early. 

Kayn Opponent Favoured Medium

Kayn is one of those champions that can gank you with minimal warning because of his E. I would recommend warding his raptors so you can keep a tab on him. He's pretty helpless before level 
6 as long as you're not trying to have a straight-up slapfight with him, but after that, he starts to become a problem. Unless you're really ahead of him, you're going to have issues 1v1ing him as 
long as his R is up. His W is pretty telegraphed and simple to avoid. Try to use your W on him when he's at maximum range while using his E because 9/10 times if you W onto him while he's 
using E and he's still in the middle of terrain, you'll be deposited way too far away from him to follow up. If you're getting ulted, try to run towards your tower or your team. 

Kanye is another one of them champions. AssAssin Kanye one shots you while running at mach Jesus, and red Kanye one shots you while 
healing half his healthbar in the process. Invade early with your jungler to kill him with before he slurps up enough form juice to power his anime. 
Once he inevitably gets form the gameplan changes. Blue does drive-bys, often running in the wall, throwing out his long range scythe, and then 
disappearing back. If you have vision of his team and he is alone doing the poke you can dodge the damage then W onto him and chances are 
you can kill him or he will ult you so you can run back to your team and hope your enchanter can shield you enough to survive his damage. If its 
red wait for him to burn his scythe knockup before attempting to W. once he does feel free to burst him. If he R's onto someone thats not you, be 
ready to W onto him so he can't make his escape. 

Kennen Skill Matchup Medium
Use minions to block his Q. Poke him down until he's low enough to all-in, because you don't want to risk him instantly stunning you with a quick combo. His only escape is his E, but you can still 
damage him while he's using it. His R has huge teamfight potential, don't group up too tightly or give him a chance to pull off a flank.

Kennen is really dangerous to jump onto raw. He can near insta stack and stun you, and get away with increased movement speed. His 
teamfighting is insane. I highly recommend either picking him out if he is trying to do a crazy flank or going for one of your own.  

Kha'Zix ? Medium

Kha'Zix has great burst but not a lot of sustained damage. You can reasonably fight him off early-on. If you're going on the offensive, hold onto your W to follow him when he jumps away from 
you. On equal footing, this matchup tends to boil down to whoever got the jump on the other. Your packmates prevent you from triggering Kha'Zix's isolation mechanic - keep in mind that when 
you use your E, you're temporarily triggering it because it despawns your packmates during your dash.

Kha'zix feels like one of the more fair assassins. He plays to pick out people thanks to his passive, has insane single target but needs kills to get 
out. I highly recommend you group with your team if you are trying to teamfight so he doesn't get his isolations. The only burst movement you 
have to worry about his his jump and many will use that to engage or save for a clear escape over a wall. Keep it in mind and try to follow him with 
your W, though be wary it will put you into isolation. 

Kindred ? Medium

Keep an eye out for Kindred's marks on the map and coordinate with your team to claim them before she does. If she marks you, communicate with your team so they can be ready to fend her 
off. When she reaches level 6, she's harder to kill for similar reasons to Tryndamere. Use her ult's healing to your advantage. Don't fight her in her W's AoE. Kindred plays like a marksman and is 
typically comparably squishy, but her mobility from her Q will make it harder to land your double Q on her.

Kindred is a champion that will be constantly trying to invade your enemy jungler. Between her marks and her insane dueling potential she will 
often win the 1v1 too. I highly recommend responding to her invades to save your jungler, or at the very least, not letting your own laner rotate to 
help. Many will do buff buff gromp into your junglers buff and the timing should be at around 2:50sih, sometimes earlier sometimes later. Keep this 
in mind and be ready to go counter her. She will also often mark who she is ganking ahead of time, a lot of the time early it is the enemy jungler or 
top lane. It can be bait but keep track of her and who she is marking so you can rotate and shut her down before you get ahead. As for her ult, get 
used to the timing, Q1 and wait for the end. Q2 will kill if you can hit it, however many will dash as soon as it ends. Keep that in mind

Kled Skill Matchup Hard

Kled wants to snowball. If you let him, he will take over the whole map. Kled wants to manfight you, and he will win - don't overcommit, especially not when he's mounted. When mounted, he's 
vulnerable after whiffing his Q or his W. When you knock him off of his mount, keep your distance until he's whiffed his Q to prevent him from regaining his mount. He is most vulnerable while 
dismounted, but still very much a threat. If you're having issues with him early, get plated steelcaps.

Seeing a good kled makes me think I'm playing a whole different game. Many know their champions limits like the back of their hand and will 
make you seem the fool for trying to win a fight he knows he will. My two biggest pieces of advice is playing around his mounting and playing 
around his W (special autos) His W can not be controlled, they will apply the first auto he does as soon as it is off cooldown. It serves as a large 
part of his damage so it is safer to jump on him once it is down. As for his dismount, be very careful about his burst. Between the W and the 
shotgun he does a good chunk of damage and builds up his bar quite fast. Don't greed too hard for the kill or he will remount and kill you instead. 

Kog'Maw Opponent Favoured Medium
This guy is the king of walking at you and right-clicking. He's still an ADC, but you need to make damn sure you can blow him up in one rotation because he'll kill you before your cooldowns have 
refreshed otherwise. Jump a wall to avoid his death explosion if possible.

Adc made of Adcnium. W onto him and he dies. Be wary of high higher than normal auto range and % max health magic damage when dancing 
around for spacing. He can heavily chunk you or even kill you if you spend too long eating autos. 

LeBlanc Skill Matchup Hard

This champ will do twice your damage with half the effort. If you're in range to poke her with Q, you're in range to get chunked. Walk back when she marks you with her Q - that's where a lot of 
her damage comes from. If she misses her W, you're in a good spot to try and chase her back - this is when you'll want to attempt to W onto her. This isn't really a lane where you can play it 
perfectly and not take damage - it's too easy for a LeBlanc to land her abilities on you. As with Shaco clones, igniting a LeBlanc or damaging her past 40% HP with Q1's bleed can be helpful 
because the real LeBlanc will still be bled/ignited while the clone will not.

Leblanc can be a nightmare to deal with in lane. She has high mobility, decent escape tools and incredible burst. In lane she should have a 
narrow cs window as her autos don't do too much damage, and has to manage her mana too. Try to wear her out and punish her when she needs 
to reset. Try standing behind or in minions so she can't hit you with her chain / root, and is possible follow back with your W as she blinks to the 
spot she started to dash. Be very careful of chasing her as it plays right into her mind games. If your W is down and she is out of range a lot of the 
time its better to use the tempo you have than playing into her goose chase. 

Lee Sin ? Medium

Dodge his Q with E. You don't want your packmates to get hit either as he'll use them as a gap closer and then slow you with his E. He and his team might try to pull some shenanigans by 
dropping wards in the middle of lane so that he can dash to it and get on top of you. You want to keep Lee Sin in-between you and the enemy team because he will be trying his damn best to get 
to the opposite side and ult you into his team.  

Lee Sin is very scary early and mid game. Lots of damage dashes and the insec that started it all. I would be very careful fighting him if you are 
low health as he does missing health damage with his Q's aswell. Keep very close attention to scuttle and possible skirmishes your jungler will 
have with him as his threat level is quite high early though you may be able to turn the fights. 

Leona ? Hard

Leona has a lot of tools to shut down a Naafiri. Her Q, E, and R are all hard CC. No matter which one you dodge, you're still bound to catch some sort of lengthy CC. If you dodge the R, she can 
E into Q. If you dodge the E, she can land the R. This champion will make it hard to gank botlane, but is rather immobile so try try to coordinate with your botlane to keep the Leona busy so one 
of you can kill the enemy ADC.

Leona is one of the stickiest and tankiest tank supports there is. One kit ability and you can be CC'ed for upwards of 5 seconds by her alone. Try 
your best to flank around or past her, and get onto the carry. Two of her weaknesses is that she can only either engage or peel, not both, and she 
is normally only single target. Times may come where you need to eat your pride and let her CC you so someone else can carry the show. Pincer 
the carry with someone else and at least one of you will get to them.  

Lillia Naaf Favoured EZ
In lane, Lillia is easy. You don't have to get in range of her abilities to poke her, and despite how fast she is in jungle, she doesn't really have any escape tools aside from burning R to put you to 
sleep. Jump her whenever she uses one of her abilities. If she's in the jungle, however, be ready to dodge stray bowling balls that come rolling from river or from fountain. 

Lillia is practically the only jungler I play and she is quite strong. She has very fast clears, high movement speed and can make some insane 
teamfight plays with her R and Hourglass. Most will build her pretty squishy however, so blowing her up is pretty easy. I highly recommend Wing 
onto her as soon as you can as she can easily outrun you, and getting off as much of your kit as quickly as possible. Waiting will give her time to 
either run away or press R and turn the tide of a fight. Be very careful of the bowlingball, use your E to pull your dogs so the splash does not hit 
you too. 

Lissandra Opponent Favoured Dodge

This matchup fucking sucks. Don't stand in the middle of the wave to avoid the brunt of her Q damage. She will almost certainly hold W until you jump on her, so using W on Lissandra is 
inadvisable. When she gets R, forget about solo-killing her in lane. Shove wave and roam. If she's trying to escape with E, wait until the claw gets far away from her before you start your W - that 
way you're guaranteed to follow her.

Lissandra is a very difficult lane imo. She has decent wave clear, high survivability, and is very good at shutting down any carry with her R. Try to 
poke her out if you can, stand away from minions so she can't hit both them and you, and use your lead elsewhere. A good Lis will root you and 
use her teleport away before you can do any real damage, and if she ever messes up can either ult herself preventing you from killing her, or ult 
you and leave you as a sitting duck. Killing her becomes quite a bit easier if you have your jungler, otherwise punish her mistakes and don't get 
too cocky. 

Lucian Naaf Favoured Medium Jump him and kill him. You'll have better odds if he's used his dash before you W onto him. Jump behind him with E if he starts ulting in your face.
Another generally immobile ADC made of ADCnium. Your W should be higher range than his autos, and your E should be able to catch him after 
his dash. Keep your patience, hit your abilities and kill him fast. 

Lulu ? Medium
Focus Lulu down when you're ganking a lane. Her shields and ulti are more than enough to keep her ADC alive unless you're absolutely piss-stomping and are way ahead. Try to go in with your 
botlane, because she can only polymorph one of you. TaStEs LiKe pUrPLe

The ADC peeler 9000. Slows, Shields, One of the best point-and-click hard CC's in the game, and a button to give her squishy the health of a 
bruiser all in one champion. Give her extra attention when you are trying to kill someone, if she is near as your job will be a whole lot harder. 
Serpents fang is a must imo, given how much she shields. Targeting her instead of the adc isn't a terrible idea either, but most of her kit works just 
as well on herself as it does others. 

Lux Skill Matchup Medium

If she whiffs her Q, she's pretty useless. You can freely jump her if she uses it. Lux is excellent at poking you out of lane, especially before you get boots and are thus unable to walk out of her 
E's radius. Dodge her E by walking sideways - you might have issues predicting how far back she throws it, but you can consistently walk or dodge out of its radius if you travel sideways.  
Prioritize dodging her Q over the E if you have to. At level 6, every Lux player will hit you with a Q into R combo. Merc Treads can be good into her as it allows you to still E out of her ult if you 
get rooted. 

Lux is really annoying to deal with in lane. She will take every opportunity to poke you, and sneak in the auto to proc your passive. Most lux's will 
E behind you so walk forward, and try your best to dodge the Q root. You should be able to blow her up if you are able to get ontop. Stay high 
health so she cant blow you up

Malphite Opponent Favoured Dodge

Malphite is a tank for glue-eaters. You can't beat this guy. You can kill him early sometimes, but you can't beat him in lane. If he goes Tank, you just can't kill him. If he goes AP, he ults you and 
kills you before you even hit the ground. Keep your distance so he can't poke you with Q. Shove wave and roam, try to coordinate ganks with your jungler if possible. This guy is super 
uninteractive. Once he has used ult though, he's pretty worthless beside being a damage sponge.

Malphite only has one game plan, and it is a rock solid one at that. He will press R on the carry and whichever unfortunate soul is standing ontop 
of them, and then slow their movement and autos to a crawl. Early he is possible to be killed, especially if you keep at it so his passive never has 
time to regenerate, however even without gold he will outvalue most people in fights. Push waves, get gold exp and tempo and use your lead 
elsewhere instead of wasting your time on him. In teamfights, try to stay away from your team and go in on the enemy once he is out of range or 
uses his ulti one someone else. 

Malzahar Opponent Favoured Hard

Malzahar's Q is the only ability you can dodge, and it's fairly simple to do so. Most of what you'll be doing is trying your best to handle the space aids epidemic he unleashes on your pack. When 
he passes along his void STI to your packmates, keep an eye on their HP. You can E just before they die to save them, and prevent yourself from catching it. This only works before he builds 
Liandrys or Blackfire. You can also land Q on Malz to send them away. Mercurial Scimitar is a good pick into him to beat his R. If you run into him mid-late game, he's just a floating snack if he 
doesn't have his hard CC ult.

Malzahar is an incredible anti-carry. He pushes wave quickly and safely, can cancel any attempt to W onto him with his Q silence, and has the 
infamous outplay button. Try your best to kill him early, as once he hits level 6 it becomes a whole lot harder. In the case he ever gets his space 
aids onto one of your dogs, either use your E to get it back to full health, or send the dog to attack something so it doesn't spread to you too. 

Maokai ? Medium

You aren't going to avoid his W, so just expect to be rooted for a short duration when you engage in a Maokai's lane. His R will bring any ganks to a screeching halt, and also be devasting in 
teamfights. You have to play kind of selfishly when in a teamfight - position yourself ahead of your teammates running from his ult so that you aren't rooted. Generally, Maokai on his own isn't a 
threat.

Maokai is quite effective at catching and sticking on to difficult targets. His point and click root makes him untargetable and he will not stop until he 
reaches the person he clicked on. From there he has slows, a surprising amount of damage and good survivablility. He excels at bush control with 
his saplings, making your job quite a bit harder. Taking sweeper to avoid bushes and get a sneaky flank with your wall jumps isn't the worst when 
he is in the game. Lastly his ult can only hit one champion per segment. It may be worth it to tank it for a carry especially with edge of night. 
Otherwise walk away or stand behind your tank. 

Master Yi Opponent Favoured Medium
Wait for his Q to finish before you try and throw your own Qs out. Jump back under your tower while his Q is active to force him to take a turret shot. Ignite him to cut the healing he receives from 
his W. This guy is just a straight up right-clicking stat-checker. 

Master Q, as skilless as he can seem, does have a fair bit of skill expression in his kit. While it does feel horribly unfair to get hit by it, he can only 
use his Q as either a gap closer or to dodge skillshots. Many people will panic and throw their important abilities when he is farther away or just 
entering his Q radius so he gets to both dodge damage and get away. Keep your composure and save your important damage until after he has 
burnt said resource, or make a situation to use it in an advantagous way. Also be careful of his meditate. It serves as damage reduction, and auto 
reset and some healing for him. Use the time to walk away if think you can't beat him, or coordinate with your team instead of blowing your load 
on his damage reduction. Invade him early if your jungler is doing it as he is pretty weak. 

Milio ? Medium He can interrupt your W with Q, and then shield/heal himself or his laner. Target him first like you would focus a Soraka. Buy Serpent's Fang if necessary.

Pain in the ass imo. His Q stops your W and slows you, he can outshield almost all your damage, and between the shields and heals its pretty 
much impossible to kill with q2. Focus him instead of the adc, as shields are weaker on the support than adc (moon stone and support item both 
don't apply to yourself). build serpents fang and try to get him out since he keeps his entire team alive

Miss Fortune Naaf Favoured EZ
Miss Fortune can do a lot of damage with minimal effort, but that's all she does. She can also be relatively quick once she gets ghost-blade, but she is ultimately another ADC with no dashes. 
Jump on her and blow her up. Save your E to avoid her ult if you can't blow her up in one rotation.

Immobile ADC made of ADCnium. Just kill her. Don't stand in her R trying to W and be careful of her Qing a dog and getting the crit bounce on 
you. 

Mordekaiser Skill Matchup Medium

Dodge his E and his Q while landing your own Q. If he lands his E, he's bout to his Q - which means that a lot of the time, he'll throw out E and instantly follow-up with Q regardless of if he hits 
the first ability. He's vulnerable when either of these are down as long as you dodge the one that he still has up. His W healing is pretty substantial, so factor that in if you're planning to fight him 
while both of you are close to death. His ult can be pretty devastating - if you can't kill him, use E to jump over walls and waste as much of his time as possible. Once he gets Rylai's, his aura 
around him will become absolutely obnoxious so you really want to keep your distance.

Mord is a stat checker supreme who lacks heavily in the mobility department. His main weakness is being kited out by a good coordinated team, 
and with almost all his abilities being skillshots you can dodge them with fancy feet or your dashes. Only jump onto him if you are sure you can get 
a kill, as he will ult you and kill you, or the weakest nearby person and come out even. 

Morgana Naaf Favoured Medium

Morgana isn't a champion that does a lot of damage in a short amount of time. Her most damaging combo in lane is her Q into W which you can avoid with your E or just fancy footwork. Her 
spellshield is also nigh useless against you, though it does save her from the short slow from your W. Morgana CC is relatively easy to avoid, but it lasts for a very long amount of time so 
consider Merc Treads or simply try extra hard not to get hit by her abilities. Be wary of Morganas with Zhonya's - they'll start their R beside you and then use their hourglass so you can't punish 
them for getting close to you. In a teamfight, catching a single Morgana CC ability is likely a death sentence.

Morgana has the best root in the game, but not much else to keep their adc alive. Good ones will wait for you to W and root you as you are almost 
done with your travel so you can't hit the adc with E and will probably stun you with her ult afterwards. If you have Edge there is really nothing she 
can do to you to stop your kill other than block W, ult and zhonyas. 

Naafiri ? ? We be Baarkin'. If two Naafiris W at each other at the same time, the impact creates an ASol ult explosion - I would never lie. Naafiri, The Hound of Iron. She can do everything you can. If you win, its a skill diff, if you lose its a champ diff. Have fun. 

Nami ? Hard Nami's bubble and her ult are a death sentence to any plays you're trying to make. She and her ADC are incredibly vulnerable once one or both are down. 

Nami is a difficult one. She doesn't have the most reliable CC but the rest of her kit is quite strong. Good ones will time their bubble to stop you as 
you land with W, and make gap closing / killing difficult with her heals and movespeed. Even bad namis can effortlessly stop you with ult, though 
edge of night can render it quite useless. Diving her is risky solo since she does so much damage, but pincers make it quite easy since she can 
only really stop one person at a time. 

Nasus Opponent Favoured Hard

In this matchup, your main goal is to prevent him from getting stacks with his Q. This usually means that you're in for a mindnumbingly boring game. Most Nasus players will build tank - which 
means you definitely don't kill him. You do not want to get caught out near his tower - his W has almost permanent uptime, and he'll just keep slowing you with it while slapping you with 
empowered autos.

This is a borderline impossible matchup imo. Nasus gets so much sustain between his passive and fleet that it is incredibly hard to kill him in lane. 
He builds full tank and does ridiculous damage, keeping you rooted in spot with a point and click slow. He lacks in mobility however so you can 
jump walls to get away or W onto someone else. In fights stay clear from him as he will tank your full combo and leave you unable to move after. 

Nautilus ? Medium

Nautilus plays like any other hook support. If he lands his Q on you, you're guaranteed to get CC'd again by the passive on his autos. Once he hits 6, he gets point and click CC. You're pretty 
much hoping to pop his ADC because Nautilus' R goes off. If you're chasing after Nautilus and his ADC, consider holding your W for when he uses his Q to pull himself to terrain - can use him as 
a gap closer for the ADC.

Nautilus is some of the best and most reliable cc in the game. Roots on autos, point and click knockup with ulti, and a hook that will make you 
question how the hitbox passed QA. Running away is a lot easier since your dogs will most likely tank the hook, but engaging is a nightmare. 
Much like every other engage supports, he can only really peel or dive, so wait for him to choose between leaving his adc, or forgoing good 
teamfight setup. 

Neeko Opponent Favoured Hard

Neeko is an annoying matchup. Count the minions in every wave: 3 casters, 3 melee. Almost every Neeko will try some cringe like transforming into a minion and walking in formation. Her Q is 
near impossible to avoid in its entirety, and it doesn't deal a small amount of damage even if you only get hit by the first burst. Her E becomes empowered if it travels through another target, so 
your packmates will be of no help here - and if you eat the E, you're probably going to eat most of the Q as well. If Neeko uses W and runs at you, be ready to dodge an E. Neeko ult is 
devastating, but can be flashed/E'd out of if you're close the edge. Neeko is a soft counterpick to Naafiri, but the lane is still winnable.

Pro tip, if you press tab and neeko is highlighted she is on vision disguised as something. Other than that, I find this matchup to be a nightmare. 
Neeko has amazing harass with her increased damage autos, a root that goes through minions and an amazing ultimate. Laning into her is a 
nightmare as she will block your W with her clone, and then root and chunk you out. Later when she has ulti she will just pop it and most likely kill 
you in the process. I have no idea what to do into her to win the lane tbh

Nidalee Skill Matchup EZ
Dodge her spears, they hurt like hell. Don't step on her traps. Nidalee will fall over if you get the jump on her. Be careful of fighting her while low HP, her Q in cougar form does % missing HP 
damage. If you got hit by a spear or stepped on a trap, her cougar form has even more burst potential. Nidalee only has mobility while in cougar form - abuse this.

Nidalee has a lot in her kit, but as with most multi form characters, only a few will be good while the rest are not so much. Her spear is one of the 
most dangerous parts of her kit, but it only really does the crazy amount of damage when its hit at max range. This makes it easy to dodge when 
its at its most powerful and does less damage when its not, as it does token damage in melee range. The other thing to worry about is her mark. It 
extends her pounce range to about your W range instantly, and she'll burst you down from there.

Nilah ? Medium

Technically still an ADC, but one with a lot of sustain and also one that you won't always have a huge level advantage on because of her passive. Her W is less impactful against you because 
most of your damage comes from your abilities, but it will nullify your packmates' extra damage for a few moments so bear that in mind when jumping her. She has up to two dashes with her E 
but they're targeted and can only go a fixed distance, so they're relatively predictable. Her ult is the scariest part of her kit because of its healing; flash out of it if necessary.

Nilah is an odd adc. She has quite a bit of damage, heal and mobility but very low range. She takes a while to scale, but once she does she is one 
of the scarier adcs to jump on. She normally plays with enchanter and gets increased heals and shields off them to make her quite difficult to kill. 
I'd recommend jumping on her only if she is low or has burnt some of her kit already since the dashes save her and her ult both rehealths her bar 
and unhealths yours. 

Nocturne ? Dodge

This cringe champion can CC you for free while auto-attacking you to death. Once they hit level 6, you're no longer safe splitpushing and every fight has the potential to become a 2v1. When he 
pops his shield, wait it out before throwing Q because otherwise you gimp your damage and you'll probably lose the 1v1 as a result. If you're being chased, try your best to dodge his Q or it's all 
but guaranteed that he'll catch up to you. If you think you're the target of Nocturne R, consider popping your ult preemptively just to increase your chances of survival. His ult cooldown will be 
exceptionally low with Experimental Hexplate, so assume that it's up at all times. He can't ult you if he has no vision on you so if you see Nocturne ult go off, you can try to hide in a bush.

Nocturne is a stat checker at heart. The two things to be most careful about when fighting him is his projectile with shadow goop, and his spell 
shield. Try your best to dodge it as gives him movement speed and bonus AD inside it. As for the spell shield if he blocks something with it he 
gains a lot of attack speed. I highly recommend warding deep, on the path from wolves to gromp and raptors to krugs to spot him early and get a 
heads up on his ult. deeper river wards also work well too. If he ults group on top of your carry, or under turret if that's not an option

Nunu & Willump Naaf Favoured EZ

If Nunu comes to your lane rolling their snowball, walk towards one of the walls in the river and jump over it once they've gone past the start of the wall so they can't course correct and get to 
you. Either that, or get good at abusing their slower turn speed. Naafiri's hitbox is unreasonably fat though so you might still catch snowballs that you look like you should have dodged. Nunu is 
an easy fight to take in a 1v1. You can often kill them while they're channelling their ult if you're ahead of them in items. Beware of bush cheesing Nunus though - you won't see their ult VFX if 
they're in a bush so you could just end up eating a fully charged Nunu R if you don't have enough vision.

The intmobile 9000. Nunu has good clears, great ganks and some of the most mentally sane players. I highly recommend warding deeper into 
river, by the entrances or in the enemy jungle to spot them early, as it will be too late with closer wards. Nunus normally pick a lane to spam gank, 
since once someone burns flash they have no way to dodge a snowball. Freezing near turret is also highly recommended since being pushed up 
is just asking to be ganked. When it comes to obj fights be sure to prioritize him. Between Q and smite they can out smite pretty much anyone to 
my knowledge. If you ever need to dodge a snowball I recommend walking at a diagonal towards him, since the turning radius is somewhat small. 

Olaf Opponent Favoured Hard
Another ooga-booga run you down and right-click you to death kind of champion. Dodge his Q. Don't burn your damaging abilities on him when his W shield is up. In teamfights, you want to blow 
him up quickly because you can't lock him down with CC.

Olaf is a champion of all time. I personally think he is the right click king. One hit axe leads into a death for most champions, and between cc 
immune and incredible amount of stats he gets it is very very hard to kill or even survive his onslaught. He does need to be hitting something to be 
a menace however, so if you can get away (and the rest of your team can) he can be killed. Jump walls since he only has movement speed no 
dashes, and wait out his ult before going back in. I would recommend letting your team poke him down a fair bit before trying to kill him, as he has 
plenty of sustain to get him back up to fighting levels if you don't outright kill him. 

Orianna Opponent Favoured Medium

Orianna can be a bit of a lane bully. Her big damage comes from her Q+W combo. Once she's used that, you can go in on her. If her E is down, that's also a good chance to jump her. Diving her 
under tower and all-ining her becomes a lot harder when she gets ult, so respect her R past level 6. Much like Syndra orbs, dodging Orianna Q is more about prediction and juking rather than 
outright avoidance since it's almost impossible for her to miss. Boots might be a good early purchase if you're having issues avoiding her poke.

The lane bully of all midlane. Try to stand on the opposite side of the lane from the örb, as it has considerable travel time. She will often walk up, 
hit you with it W you and then move out. Pre six I would recommend jumping on her any time you have high enough health, as she doesn't have 
any peel. Have caution on her autos on the way out, as they deal ramping damage and she will likely have Q W back up before you can finish 
running away. Post 6 she will ult you every time you try to W onto her and chunk you out of lane, so unless you are ahead be very careful of her. 
In teamfights be wary of the örb's position and the fact that it gives vision. Stay away from it and try to jump the person who it is not on as it gives 
30ish resists in both stats and shields. 

Ornn Skill Matchup Hard

Neither of you will kill the other if you're playing right. Poke him down, try to coordinate with your jungler to actually get kills. Avoid the end of his W, because a lot of his damage comes from the 
brittle status that it inflicts. Once he gets level 6, he has some of the best engage in the game. Don't group up with your teammates or he'll knock all of you airborne. If anyone on your team has 
hard CC, try to get them to hit him with it when he first uses his ult so he can't actually hit it into anyone. 

Ornn is one of my favorite champs to play. He is an incredible tank with a well telegraphed kit. When fighting him stay away from both his Q 
terrain and walls to avoid the knock up, and try not to group with your team so he can't get a massive multi person ultimate. I recommend trying to 
play aggro early and snowballing if an Ornn is on the enemy team, as once his item upgrades start coming in, his team gains a massive free gold 
advantage 

Pantheon Opponent Favoured Medium

The deciding factor of his lane is usually whoever kills who first. Pantheon's point & click stun range is deceptively big and unless you're hitting him at max range with your Qs, assume he can 
jump on you. When he uses his E, he can't turn - so either E behind him or beside him to avoid the damage. Do not proc Q2 while in front of him if he's using his shield. Keep a tab on the bars 
below his HP and wait for him to spend them on the wave before you try and fight him. 

Pantheon is an incredibly strong champion. Good poke with his spear, a reliable stun with incredible burst ontop, and a do not die button on his 
shield. Most will play like lunatics trying get kills and get ahead, as if he is even at the end of lane, he falls off quite hard. His main trading pattern 
will be to stun you, auto you, stab you with the spear and hide behind the shield. It is unavoidable damage, but if you live it you have to trade 
back. He burnt most of his kit, and shouldn't have damage again for a good few seconds. Try to use your E dash to get behind the shield as he is 
only invulnerable from one side, and get your combo off too before ending the trade. He is fairly squishy himself and should be able to be chunked 
out if you actually hit him back. In team fights be careful of being caught out by him, stay clear and dive the backline. 

Poppy Opponent Favoured Hard Terrible matchup. Too tanky to kill, and hard-counters any champions with dashes. Shove wave and roam. Thankfully, you don't really see Poppy in midlane.

Poppy is a nightmare to deal with. She has incredible peel through a no dash zone, point and click displacement into a stun if it hits a wall, and a 
get the fuck back to base button in her R. Keep a distance or her at all times as if she gets ontop of you chances are you aren't moving. She is 
also incredibly tanky and has good damage to boot, so focus the rest of her team (if she ever splits from it). 

Pyke Skill Matchup Medium

Pyke is an annoying champion with a cheesy execute. He only has one highly damaging ability, and once he's used that, he's only able to run away. You'll most often see Hail of Blades Pyke in 
lane though, so expect his first few autos on you to hurt. Hold your E to avoid his stun. If you avoid his stun and he doesn't have access to his Q, he's pretty useless. You can reveal him when he 
uses W if you're close enough, so if you stick to him while fighting him in lane (or W onto him before he leaves your vision radius) he really has no escapes.

Pyke is an incredibly slippery champion. He should be burst quite easily but the problem is hitting him. His dash goes further than yours, and 
stuns you after if you try to chase, and he gains a lot of movement speed in his stealth to make running him down quite difficult. Be sure he burns 
his dash before trying to jump on him, and if you are ever low be careful of his ult. The best way to dodge is picking a cardinal direction and going 
straight for it, since it's shaped in an X

Qiyana Skill Matchup Medium

Qiyana lanes are pretty even. She has a few more tools than you with her invisibility and a root, but you'll know which abilities to expect if you keep a tab on which element she switches to with 
her W. It really just boils down to dodging her Q and landing your own. She's equally as squishy as you, whoever lands more abilities will win the lane. She does, however, have a better ult; try 
not to fight her near terrain. She has great teamfight potential with her ult - if you eat her R and get knocked into something, odds are you're probably dead. 

Quinono feels like a decently fair matchup which is rare. She has to walk up to hit minons, has fair enough cooldowns and uses mana. Standard 
melee trading patterns, poke her when she is walking up to last hit, and be careful of her splashing Q off minions. Your W reveals her in her 
shroud if you can start it before she goes camo, and your bleed also acts as a pseudo sweeper. When it comes to her ult she will try to position so 
she you and the wall make a straight line. Be prepared to pull some DBZ shit as they will try to flash behind you to secure it, so flash behind them 
in response. 

Quinn Skill Matchup Hard

Quinn is annoying as hell. Her Q is stopped by minions; abuse this. It does splash damage in an area around it when it hits, so keep some distance from the meatshields you're using. Your best 
opening is after she's used her E, because that's the only mobility/disengage that she has. Unfortunately, it does mean you're triggering her passive and thus eating a bunch of damage, but this 
isn't a lane that you can win without taking a hit.

Yeah I fucking hate this champ. Movespeed, Vision, Roams, Burst damage, Dash that resets her spacing and cancels some uncancellable autos 
and can redirect skillshots because why the fuck not. She starts to faulter when there is more than one person going after at a time, otherwise its 
very hard to duel her. She will kick off you if you try to W, and getting back ontop of her is extremely difficult when she has so much mobility. Try 
to pincer, and be very map aware during lanes since she will be roaming. Good vision will help to not get picked.

Rakan ? Hard

This guy has a charm, a knock-up, targeted dashes to friendlies, and is also pretty tanky for a support. He sucks for you. Dodge his knockup with your E, and try to focus down their ADC 
afterwards. Don't clump up in teamfights because he'll just charm your whole team. He is exceptionally weak on his own because his main source of mobility requires him to target a friendly 
champion.

Rakan is an incredibly strong engage / enchanter support. His knock up will stop any W attempt, ulti is amazing lockdown, and can nope out of 
any bad situation with his dashes. Difficulty for him is that he has to pick between engage / peel, so if he goes in the adc should be exposed and 
he if stays behind his team is missing out on one of the best chaos makers in the game. so just sit by zoning patiently and make it a lose lose for 
him. 

Rammus ? Medium
Not a terribly big threat on his own, mostly just an HP pool with a dangerous click-on taunt. Will take you half the match to kill him on your own, so I wouldn't recommend interacting with him 
unless you have teammates to play off of.

Rammus is pretty OK. He is quite hard to kill on your own, but if he his half health you can just spam Q's at him and between Grudge's slow and 
your packmates sitting ontop of him he cant go anywhere since it stops his Q. similarly if he is ganking you try your best to either Q him to send 
your packmates to stop him or try to get your dogs between you and him so he cant just roll up to you.

Rek'Sai ? Medium
When she's underground, don't let her get underneath you. Stand on her burrows for a few moments to destroy them and prevent her from using them for repeat ganks. When you see her use R, 
make your way back to your tower so she pops out right beneath it. Can usually pick up a kill this way.

Reksai is a jungler that loves the time to setup and no one to destroy her burrows. Take time to destroy them as it gives her incredible mobility 
and tempo if left alone. When it comes to fights and skirmishes be sure to get vision over walls and watch out for her to get a fast pick on 
someone. Her passive lets her see in fog of war as long as you are moving, so just because they don't have vision doesn't mean they can't see 
you. 

Rell ? Medium

Rell Q can be tricky to avoid. Rell W is far easier in that regard, which is good because you really want to make sure to avoid it. Her E grants movement speed, so expect to have to burn Flash or 
E to W onto the ADC if Rell sees you coming. Her R can be pretty devastating in teamfights, but given that she needs to be close to you to use her R, you're still usually free to jump on her ADC 
before she uses it.

Horse Leona gives up some reliability in her CC for the ability to do it AOE. She is still quite tanky and anyone worth their salt will make it a living 
nightmare for anyone trying to get between her and the ADC.  Often I would wait for her to engage or waste something on someone else before 
going in, as otherwise it is extremely difficult to get past her. 

Renata Glasc ? EZ

Renata Q is - at the minimum - a root; avoid it. Her ult is flashable and relatively easy to see coming. Thankfully, Naafiri isn't the worst target to be berserked as she is not very auto-attack heavy. 
The other tool you have to worry about is her W which can make the difference if you're low health during a skirmish. Ideally, though, you won't be low HP and trying to gank high HP targets. 
This champion isn't too bad to gank.

Renatas are quite rare but have quite the effective kit. Her root, while short range is one of the few that stops your dash midflight. If you do 
manage to make it past it, her second life can normally give the adc time to turn the fight in their favour.  Lastly be careful of grouping too close in 
a teamfight, as many will fish for ultimates in wide corridors. 

Renekton Opponent Favoured Dodge
This lane will suck. You're playing exclusively to make sure he doesn't get fed. Play it safe and play it far back because he will just stun you, use Q to heal for about as much as your Q2 would 
do, and then dash away. This is an awful matchup. Renekton is a really good ban if you're playing toplane.

Renekton is a champ you win through good lane fundamentals rather than trying to fight him directly. Poke with Q if you can while pushing wave, 
otherwise try to keep a good bounce going. Shove the first wave in a slow push, get the crash, cheater recall, and freeze or repeat slowpushes 
after. If you have to, concede into a slowpush bounce

Rengar ? Medium
Don't fight this guy near a bush. It can be harder to land Q2 on him because his W will cleanse your W's slow. If you or your team are notified that he's ulting, group up or move under tower. This 
guy is, in my experience, mostly a problem when he's fed. 

Rengar will be playing for snowballs every game as he gains increased damage per unique kill he gets. He thrives in low vision, disorganized 
environments as it allows him to get picks with his insane single target damage. Set up early before fights for good bush control, group with your 
team so he dies if he attempts to go on one person, and always be careful around bushes. 

Riven Opponent Favoured Hard
This lane can technically go either way, but you have to be ahead of a Riven to 1v1 her. Keep your distance and poke with your Q as best you can. Don't bother using W on her unless she burns 
her stun, because you'll just eat a bunch of damage and it won't be worth it. This is definitely another farm and roam kind of lane.

Riven is a high damage, high mobility champ with a fair amount of survivability to boot. Many will wait out their Q1 and Q2 cast time so they can 
dash onto you with the Q3 knockup and near instantly start Qing again. She can be an extremely high threat if ahead, but if you have decent peel 
she drops in danger considerably. She builds health and normally lifesteal through sundered and sometimes hydra. Be careful as she is very good 
at fighting at low health. 

Rumble Opponent Favoured Hard
Rumble is a big lane bully. Keep your distance when he's using his flamethrower. The saving grace is that he doesn't really have much of a quick escape from you if he burns his abilities, and he 
has no way of crossing a thin wall except for Flash. This is a hard lane, but winnable if you can get a good gank or two from your jungler.

Rumble does a fuckton of damage by just running you down with flamethrower and slowing you with his missiles. Between his flamethrower and 
ulti his aoe in teamfights is insane, definitely a priority if you have the damage to kill him. Don't group so he can only hit a few people with the 
ultimate, and only jump on him when he is in kill radius otherwise he will kill you on your escape . Jump over walls if he is running you down as he 
has ms, not dashes. 

Ryze Opponent Favoured Medium

Ryze is a cringe champ with skillshots that he doesn't need to actually land on you. He is classified as a battle-mage rather than just a caster, and as such he ends up being far tankier than 
others. He has CC, but has to "hit" you with two abilities in rapid succession. You'll find it hard to trade with him without taking damage because his E spreads out to the whole wave + you if 
you're near. When you're marked by his ability, walk backwards to avoid getting combo'd. He can use his ult to engage on you and let his whole team pull up like the Avengers assembling, or he 
can use it to escape. When he starts to ult away from you, hold your W until the circle below him is just about filled and you'll follow him to his new destination.

Ryze has a fairly diverse kit with sustained damage, some mobility boost, and a root. His lane is not the best early; he has mana issues and 
needs to cast a lot, though it is alleviated once he has tear.  Late game he turns into a beast. With a 300 + 110% ap ratio that resets every single 
ability cast he can tear through nearly everything. Its difficult but try to shut him down early, be careful for his roams with his ult mid game, and 
pray you can kill him late or end before he gets there



Samira ? Hard

Unless you are super fed, a Samira can be a problem. When you W onto her, see if you can wait out her W and her E before you throw out Q. Her dash is predictable as it will always travel 
through you, so hold Q2 until you have a clear shot. If you fumble it and she has ult, you're dead. Once a Samira has bloodthirster, she will become nigh impossible to kill while ulting - and she'll 
basically heal to full from a single Q on a wave of minions. On equal footing, you're always playing a dangerous game. It really boils down to whether or not you can pop her before or shortly 
after she gets ult.

Samira is definitely an adc you need a team to kill. If she is ahead her burst damage is incredibly high and chances are she can blow you up 
before you can even prime the second Q (that she can block with her windwall but thats another problem). If your team has anyone with reliable 
cc they should be able to shut her down and take advantage of that window and kill her, otherwise wait for her to burn her dash and or windwall 
before going in 

Sejuani ? Medium
Avoid Sejuani's Q. For her stun to proc, she needs to land 4 abilities/autos on you - don't let her do that. Use your E to avoid her W. If she lands her R on you while ganking, you're probably 
dead. I have never encountered a Sejuani in lane, but she can apparently play toplane.

Sej is incredibly tanky, has high sticking power. She serves as great peel for her team and can shut down an entire area with her utlimate. Keep a 
wide breth of her and hope she misteps so you can get in to the rest of the team, otherwise just poke her down with Q's and wait for an opening. 
Her ganks are quite strong with the knockback, stun and ulti. Keep wards in bushes so she can't get the jump on you, and use your E to get out of 
her range if you can. 

Senna Skill Matchup EZ

When you're ganking a Senna lane, dodge her W - that's it. After that, she can't stop you. She's still fully tangible while using her E, so aim at the center with your Qs and you can still damage 
her. In lane, however, she's annoying as hell and has great poke. Ultimately, she's just another squishy ranged champ that will fall over after a combo or two. Go in when she uses her W. If one 
of your packmates gets hit with her W, you'll still likely get hit by its AoE - so aim to dodge out of the way if you can't juke it.

Senna - being a faux ADC - doesnt have reliable CC and the one she does have takes a while to activate. Edge of night basically shuts her down 
and from there she is made of ADCnium. Her heal can throw you off if you aren't ready for it, but it isnt terribly strong. Kill her or the ADC quickly 
and get out.  

Seraphine Skill Matchup EZ
Seraphine has healing and shielding; she's yet another champion that Serpent's Fang or Chempunk Chainsword might be handy into if you're struggling. Her Q is easily dodgeable, her E has to 
hit you twice to root/stun you, so just make sure you dodge at least one of the projectiles. Dodge her R at all costs. This champion isn't bad to lane into or to gank. 

Seraphine can be quite annoying. Her cc is a slow at base, a root if you are slowed, and a stun if you are fully CC'ed already. Keep watch to see if 
she has Rylai's for the instant root, otherwise she should be free to kill if she is low. Her shields can be quite strong, so serpents fang isn't the 
worst. Lastly her damaging ability is an execute so be wearly of being near while low health 

Sett Skill Matchup Medium

Sett's scariest ability is his W. Avoid the middle of his W hitbox at all costs or you will actually just disintegrate.  If you're in a 1v1 with a Sett, hold your E to jump behind him when he uses it. If he 
whiffs W in the middle of lane, that's the best opening you're going to get. Him whiffing his E is technically another opening, but he'll seldom use it unless he's in range of you and to avoid it you 
probably have to burn E which means he'll more easily hit W on you. You'll get stunned and pulled if he pulls in an enemy on either side - minions count towards this, so be careful of fighting him 
in wave. Play passively and poke him with Q. Remember that he loses a lot of his survivability once he uses W. Don't get ulted back into his tower. Be aware that he can flash mid-W.

Sett is a very scary bruiser with great peel and surprising damage. His pull has a high likely hood of stunning you even solo since your dogs could 
count on the opposite side. His W is notorious for ridiculously high true damage, but a quick E should be able to get you out of it. He normally 
pops it once he is low so keep an eye on the bar. Lastly his ult is amazing at shutting you down, and does a ton of damage if he ever grabs a high 
hp target. Get past him in teamfights, or if you are skirmishing with him don't get baited by his W when he is low. 

Shaco Naaf Favoured Medium

Much like Evelyn, you need control wards. This guy will sneak up on you and unlike Evelyn who at least announces her arrival with a charm, Shaco just pulls up and shanks you from behind and 
zones you into a Shaco box. When he places a box, it'll appear visible and remain dormant for a few moments before it goes active - use this time to exit its radius and let your dogs proc it so 
you aren't feared. If you ignite a Shaco or hit him with Q before he uses R, the real Shaco will always have the DoT effect still on them.

Shaco is annoying as can be. He has one of the fastest first clears in the game, and incredible early ganks. I highly recommend warding bushes 
and playing a bit further back especially in the early game. His damage is increased if he is attacking behind you, especially in the dagger toss. If 
you can do a quick flick towards him to reduce the damage and continue running away. Lastly be very careful when chasing him as it plays into 
his strengths with the boxes and the blinks. Cut your losses and go use your time elsewhere.

Shen Skill Matchup Hard

Don't waste your damage on him when he has a shield up. His main damage comes from the empowered autos after he uses his Q, so don't stand in-between him and his sword. Keep an eye 
on the arrow around him to keep track of it. His W will nullify your packmates' autos, don't expect to deal meaningful damage when it's up. Dodge his E with your E or you're most likely going to 
eat his empowered auto-attacks. Be careful of diving or ganking other lanes once Shen hits level 6, his ult's shielding is rather hefty.

A good Shen makes getting kills and roams incredibly hard. The massive shield and cc shuts down almost everyone, but for all that he prevents 
you from getting, he looses a lot himself. His laner should gain a massive gold lead in that time. Once you see that shield come up try your best to 
get out as getting a kill or even getting out is difficult afterwards. In teamfights he is excellent peel and engage, so stay clear if he is around. 

Shyvana ? Hard
Shyvana is a very straightforward champion. Don't fight her in dragon form. Much like Gnar, keep a tab on her rage bar and only engage when it's low. Play with your team to take drakes and 
prevent her from getting her passive stacks, or she will be a problem later on. 

Shyvana almost always prioritize objectives. They normally speed clear until 6 and gank once they have dragon form. Keep an eye out post 6 for 
her ganks, and be ready to rotate with your jungler to stop her. She is squishy, especially since you have gap closers to keep up with her 
movement speed so try your best to one shot her before she gets a lead. Once ahead her damage is insane, so wait for her massive fireball and 
hope you can kill her before she does you. 

Singed Opponent Favoured Medium
This annoying little shit will run literally run circles around you in lane, or just proxy your wave. Don't bother chasing when he's proxying unless you can coordinate a pincer maneuver with your 
jungler. Try not to lose your mind playing farming simulator in lane, make sure to roam to objectives. Late game, don't let him reach you because he'll throw you overhead into his team.

Don't ever try to chase this motherfucker. He slows, damages with his gas cloud and gains movement speed whenever you do get ontop of him. 
His ultimate gives him incredible resists so ignore him if you can and get on someone else. His puddle does ground you, stopping your W and E. 
Keep away from him and ignore him the best you can while you deal with the rest of his team. 

Sion Skill Matchup Hard

You are going to lose the push game. You can kill Sion early, but expect him to take plates like nobody's business if you give him even the smallest window. Be very careful with your base 
timing, because backing once with a sub-optimal lane state will mean death for your tower. His Q is easy enough to jump out of with E. Walk away from him when he uses W - this ability will hurt 
late-game when he has a lot of HP. 

Sions usually draw a ton of pressure splitpushing, drawing a ton of pressure and then getting out with his ultimate or phaserush + massive 
healthbar. His teamfighting is nothing to scoff at either. His ultimate stops on walls so stick near one and jump over if he is coming after you. For 
his Q dodge straight left or right or even towards him, walking away is just asking to get hit by the knockup. His second life is also surprisingly 
powerful, keep away since it does massive amount of damage. Other than his ulti he doesn't really have any reliable CC, and is lacking in peel. 
Get to the backline and wreak havoc. 

Sivir Opponent Favoured Medium
You have to wait out Sivir's shield, or try to burn it another way. Her W will also bounce between you and your dogs which means that you have to get extra far from wave when she uses it. She's 
still an ADC, but she can reactionarily neuter your damage so be careful. 

Sivir has a lot of movement speed and a spellshield. She can deal a ton of damage while walking away and eat your Q with her spellshield. If she 
ever wastes her shield she should be one shottable, otherwise her survivability is quite high for being made of ADCnium

Skarner Opponent Favoured Hard

This overloaded scorpion sucks for you. You won't be able to kill him once he gets a single tank item, so just try your best to avoid feeding him. If he's going all-in, don't use your E to avoid his 
rock - you won't. Instead, hold it to avoid his ult. You can also relatively easily avoid his E with some fancy footwork, so long as you see it coming first. This isn't a lane that you'll get to kill your 
laner on repeat - and if you're fighting him in lane, you're probably in toplane so roaming isn't much of an option either. See if you can get your jungler to help get you ahead, or simply try your 
best to make sure Skarner stays underfed and as irrelevant as possible.

Skarner is a champion of all time. His shields are not massive, but he gets a lot quickly between his slow and fimbulwinter. Serpents fang is highly 
recommended if you are ever going to be scrapping with him, otherwise keep clear if you can. His dash shuts you down easily if you ever try to W 
near him, and it gives him a prime point to hold ultimate on. Edge of night is quite nice, otherwise he can make your life a living hell. 

Smolder Naaf Favoured Medium
Smolder is easy. Once he uses his flight, he has no other tools to escape you. His W is easy to dodge. However, the problems arise once he's gotten his dragon practice stacks and can burn you 
from full with two Qs. To that end, try to deny him as much farm as possible - either by bullying him off of wave, or by killling him on repeat in the botlane.

Another ADC with very little self peel. W onto him, and be wary of his flight hitbox since its quite jank. He is very much a good candidate for you to 
run up with r movement speed and catch him with W after he burns movement spells. Late game just try to kill him since his fully stacked Q autos 
will get you out of the fight in one or two hits. 

Sona ? EZ I've never laned against a Sona. There's no real strategy to employ here. She's a healbot. Might not be a bad idea to target her when ganking botlane, just like you would target a Soraka.

Sona is stronger than people giver her credit for. She gives a lot of buffs to her team, damage, ms and heal / shields - its just weaker to judge 
since its not a big buff to one person but a decent buff to 5. However, in terms of cc, she only has her R, so if its down just jump her and you can 
kill her. Be wary of her getting a fat shield as many build a Seraphs, so serpents may not be the worst idea.

Soraka ? EZ
Speaking of Soraka - this is one of the few instances when you should target her first instead of the ADC. She cannot heal herself (except with her R) and instead will try to silence you. You can 
avoid this relatively easily and then jump on her.  

Target her instead of the adc. She can keep the entire team alive if she is good. Be careful for her silence as it will leave you sitting high and dry if 
she gets it early, and be prepared to swivel out of it if she places it at her feet. 

Swain Skill Matchup Medium
Keep yourself positioned out of his Q's reach. I have literally never been hit by a Swain W once. Try your best to dodge his E, or you're guaranteed to eat the Q as well. When he's ulting, stay out 
of the radius around him unless you're a good bit ahead of him.

Swain is a drain tank. He isn't the highest EHP before he gets enough stacks, so he should be able to be killed quickly. If you ever ever fail to 
finish him off, he has more than enough healing to get health back up to survive a second round, and does heavy damage in the meanwhile. Keep 
out of his ultimate and wait for it to run out if he is in it, or swap targets if you are unable to kill him and inside of it.  

Sylas Skill Matchup  

Sylas is an overloaded stat-stick. Laning against him is very simple - avoid his abilities, poke him with your Qs. He does a deceiving amount of damage early on, and has a good deal of healing 
from his passive too - which means he's going to win in most straight-up slap-fights. Your ultimate isn't super devastating if he steals it, but it does give him the same steroids as you so be 
mindful of that.

Sylas plays like a crackhead. He normally dashes in, statchecks you and heals before walking out. I highly recommend keeping your wave close 
to turret and standing in it so he can't tether to you. Poke him out when he is farming, and keep in mind he heals based on missing health when 
calculating lethal. 

Syndra Opponent Favoured Hard

Syndra can only be engaged on if she has used her E. You want to avoid standing on the opposite side of one of her spheres so that she can't stun you. You don't really "dodge" any of Syndra's 
abilities per se, you just predict and avoid them. Try to feint her out by walking up to wave as if you're going to farm, and then backing off - keep her guessing so she wastes her abilities. Her R is 
a click-on that will deal a lot of damage, so don't walk up to her if you're low health. 

Syndra is a fucking pain in the ass. You realistically will never be able to jump on her if she has her displace up. Given that it has a lower 
cooldown than your W, unless she wastes it trying to go for a stun you will never have a window solo. Her poke is strong, and if she is stacking 
well she will always have a Q for the stun with the push back. Once shit hits level 6, her R does an incredible amount of damage and can easily 
kill you from about 30% health. Once she stacks far enough its close to 60% since it executes. Edge doesn't even help that much since she can Q 
before shoving. Her wave clear is fast so roaming isn't easy and her teamfight is quite strong since she has such high damage. At best you can 
wait for the wave to crash into you, and coordinate with your jungler since she can only stun one person if you are coming at different directions. 

Tahm Kench Opponent Favoured Medium
Kench is actually killable early on. Use your packmates and minions to avoid his Q. Otherwise, it comes out too fast to react to, so try to keep your movements erratic. You can easily dodge his 
W with your E. If he's running from you, his W is super telegraphed so you can easily follow it with W. Once he gets an item, you have to clear wave and roam.

TK is quite beefy and has decent peel and engage. His dash is highly telegraphed so be sure to dodge once you see the animation start, and 
either position your dogs between you and him, or stand behind minions so he can't Q you. Be careful of jumping onto the carry when he is 
nearby, as he may just eat them and carry them to safety. 

Taliyah Opponent Favoured Medium
Taliyah is vulnerable after she uses her E. Use minions to avoid her Q, or just use some fancy footwork to juke her out since she can't change the direction she's throwing the projectiles in after 
she starts. If you're getting the drop on a Taliyah, hold your W for when she ults away.

Taliyah is a pain. She can shove nearly every wave with very little mana issues, has high sustained damage, and tools to ensure you can never 
jump on her without getting stunned and chunked. She is very much a jungler/mid you can't get onto without someone else nearby to get out an 
ability. Once you do she is quite squishy save the shield from seraphs. Dodge hard left / right when she stones, and dodge the displacement rock 
she normally pairs with the minefield. Once its down feel free to jump on her and pop her. 

Talon Naaf Favoured Medium

Talon's R is the main threat when fighting him. Before level 6, if he throws out his W and he misses either the outward hit or the return hit, you can freely W onto him and you'll win the trade. 
Most of his damage comes from his passive, and by dodging at least half of his W, you deny him that damage. When you see him pathing towards a wall, try to hold your W as late as possible or 
you run the risk of colliding with him before he's done travelling, and you'll likely be spat out somewhere farther away from him than you'd like.

Be careful for his level 2. Its one of the strongest in the game if he manages to get his bleed proc off. His W is incredibly had to dodge on the 
sending out, but be sure to dodge the return. If it hits you he will Q onto you and proc passive for massive damage. Level 6 is also a huge 
powerspike since he will W R Q and chunk you out if not kill you. Try to punish him every time he walks up to cs, and keep an eye out for his 
roams. He falls off if he doesn't get a lead, so play safe and map aware so he can't get one. 

Taric ? Hard Use your E to dodge Taric's E. Expect him to press R if you jump him and his ADC. Taric won't kill you, but he'll make it exceptionally hard to kill his ADC.

Taric is great peel even if he is disjointed from his ADC. His stun casts from both areas so he can time it if you ever try to W onto his linked target, 
and if he ever gets on you he heals a hefty amount. His ultimate is also great at flpping teamfights, however it does have a lengthy start up. Kill 
either him or the carry in that time, otherwise try to retreat out and turn once it goes down. 

Teemo Naaf Favoured EZ

You can pretty much freely W onto him at any time. Teemo's blind is nigh useless on you. Weaving autos in-between your abilities is important, yes, but it won't stop you from landing a full 
combo on the little rat. Teemo is guaranteed to die against you at least once in lane. Tank Teemo is a lot harder to deal with, but you'll still have time to collect some gold from his corpse before 
his build pops off.

I'd recommend getting a sweeper when he is nearby. While he is not the strongest out of lane, a lot of his value comes from the insane setup he 
provides for objectives. Nearly every bush will have shrooms that chunk out atleast a fifth of your health, reveal you and slow you when trying to 
chase or run. He should be quick to pop since most of your damage comes from abilities but be careful in running to him as he will most likely 
drag you into shrooms.

Thresh ? Medium
Dodge his Q, expect to get hit by his E. Once both of these are down, his lane is yours for the taking. What you really have to worry about is his W giving his ADC a free escape, but depending 
on how pushed up they were when you ganked, you can hold your W for the right moment and then follow the lantern as well.

Thresh is excellent at peeling for his ADC and bailing them out. He should hook you every single time you try to W, or flay you away. Edge helps a 
lot when trying to go in when he is nearby, since it takes quite long for him to cast more than 1 ability. HIs walls are a 99% slow, so try to use a 
dash out of it if you are chasing ahead, otherwise wait it out while hitting him with Q's

Tristana Opponent Favoured Dodge

This champion sucks. Don't expect to kill her. She has a lot of peel with her W and her R, and the speed of her auto-attack animation makes it really hard to punish her for interacting with the 
wave. When she hits you with her E, walk away and don't let her auto you to minimize the damage you take. If they use their W to engage on you with it, that'd be your best window to punish. 
Until, of course, she hits level 6 and unlocks her panic button. Try to play off of your jungler here, and expect to lose your tower first.

Tristana is one of the hardest ADC's to kill. She has perhaps the longest dash in the game, able to easily escape your threat bubble if you W 
ontop of her, or drag you into her turret, and her R serves as an excellent peel tool. She plays quite a bit like an assassin with her bombs and fast 
attack speed, though her damage does fall off quite a bit after her bomb explodes. Her dash does reset on kills and when the bomb explodes so 
try to get keep that in mind when preparing to W onto her. If you do get on she is still made of ADCnium so pop her quickly. 

Trundle Opponent Favoured Hard
Early on, you can poke Trundle and potentially kill him if you're good about landing your Qs. He will out-stat you if you let him get close, so be mindful of how far up you push. In toplane, your 
main goal when laning into Trundle is to slow down his push because usually, that's all Trundle players will do. 

Trundle is the best statchecker in the game imo. His steals AD with his chomp, Movement speed with his pillar, and defenses with his ultimate. He 
is near impossible to fight 1v1, so he is extremely dangerous in sidelanes. I highly recommend going to shut him down a good while before an 
objective fight so he doesn't destroy an entire lanes worth of turrets after killing your teams sidelaner. In teamfights he isn't as dangerous since he 
only does single target, but still be careful he doesn't pick you out. 

Tryndamere Opponent Favoured Dodge

You won't kill Tryndamere unless he's actively going out of his way to eat each of your abilities. He has great sustain with his Q and great chase with his W and E. He'll brainlessly dive you under 
tower even if you're at full HP once he gets R. You need to have a jungler with hard CC to prevent him from using R, or at least to prevent him from killing you when he does. Try to hop walls to 
escape him when he presses R, but only after he uses E. Otherwise, it won't matter.

Tryndamere is another right clicker. He isn't as dangerous as some others now, but is still difficult to deal with if he is ahead. HIs ultimate lasts 
exactly 5 seconds, and most will dash out and heal as soon as it is done. Time your ignite and W at the end so you can follow him and kill him 
after. His shout only slows if you are facing away. Many will dash into range, then scream as soon as he is in range. Turn around for a tiny bit 
when you see him dashing and you should be free to keep running away. 

Twisted Fate Naaf Favoured EZ
Twisted Fate has to use his W to CS effectively. Unfortunately for him, his yellow card is the only thing stopping a Naafiri from jumping him. The moment he uses his W, you can W onto him and 
land your full combo. 

Twisted Fate is another champion that has a very different playstyle from most others. Early he will just farm, poke and survive, but later he should 
be pushing and roaming to different lanes. His gold card is his only CC, though good ones keep track of it with the global timer for fast stuns. It 
doesn't serve as too good of a peel but be wary of his gank setup with it. Lastly try to keep wave pushed and have good vision so he can't roam 
and utilize his ultimate

Twitch ? Medium

If you can jump on a Twitch, he will die without question. If he gets the jump on you, however, a fed Twitch will kill you before you can finish channeling your ult. Control Ward usage can help 
with this, but otherwise you won't have issues killing him in a 1v1. The exception to that is if he builds AP, in which the slow effect of his W will be greatly increased which might make it harder if 
you don't have W or E.

ADC made of ADCnium. He does a lot of damage with his ultimate, but otherwise you should be able to pop him. Many will go for flanks of big 
ultimates in fights out of camo vision so try buying control wards and be prepared to jump on him quickly. Wing onto him may take too long so Q 
Flash E Q might be your best bet. 

Udyr ? Hard
Only fight this champion if you're ahead, or it's early-on. He's faster than you, does damage, and can stun you. If he builds tanky, you're not killing him late-game and he'll just run you down. He 
only has fast movement speed though; no movement abilities. You can hop a wall when trying to escape a gank; he will have to burn flash to follow.

Udyr is a monster. He has a rather fast clear, high movement speed, reliable CC good survivability and damage to top it all off. He is about 
average to above in all those, but his empowered gives him a great boost. Keep good vision since his ganks are pretty linear (he just runs at you) 
and keep an eye out for your jungler. You should be able to 2v1 him if he isnt ahead, otherwise stand there and be scary. Jump walls and don't try 
to 1v1 him as he very good at those. 

Urgot ? Hard
This is one of the only champions I haven't laned against enough. Urgot is tanky and does damage with an execute - you don't want to manfight him if you can avoid it. You effectively have 30% 
less max HP once he hits level 6. I don't have much to say here, I've only laned against him once and when I've seen him late-game, he's usually a problem for me. 

Urgot has probably the most jank dash into grapple in the game. It beats out most interactions in the game, so try to dodge it at all costs. He does 
an extra chunk of damage for each new octant it procs in an aoe. He is tanky, but mostly health so its possible to kill him in fights. Otherwise swap 
targets for someone more squishy. If he ever does execute with his ultimate, it fears in an aoe, so many will flash into the center of people to get 
the most out of it. Get away from it if you can since it turns teamfights well. 

Varus Skill Matchup Medium

Varus' only CC is his R. That said, it's good CC and hard to miss if you're on top of him. That said, pre-6 or after you've seen him use it, he's a pretty free kill unless they're building some cringe 
like tank Varus. One thing of note is that his E only does damage on impact - so if you have to walk through it to get away or to get closer to him, don't worry too much. His Q is easy enough to 
juke as it is telegraphed and slow moving, but make damn sure you dodge it because it hurts like hell.

ADC made of ADCnium. His ultimate is the only thing to worry about, but edge of night should be able to block it. His Q does more damage the 
more stacks and less health you have so be careful staying near him when low. 

Vayne Opponent Favoured Hard
You're going to get outranged and CCd any time you try to make a move. She plays like any other ADC but she has self peel and go invisible, so your gameplan is primarily to poke where 
possible and only all-in if you're certain you can blow her up in half a rotation. Good luck if they're actually decent at the game.

Yet another of the four horsewomen of top lane. if the Vayne is even mildly sweaty good luck killing her without edge of night. She will push you 
back, stay invis half the fight and build off tank without any compromise to her damage. If you have eon and are ahead enough to one shot her go 
for it, otherwise be wary of her, stay away from walls or atleast jump away quickly so she doesnt pin it to you and slowly insert true damage into 
you. 

Veigar Naaf Favoured EZ

Veigar is fun to fight. The main goal here is not to touch his wall. Once he uses it, you're good to jump on him for free. If he hasn't used it, you can still W onto him but you just gotta dance around 
in it and dodge his skillshots. If they stick around to try to land abilities, you can continue your assault. If he just walks away, you've still burned his wall for a bit and you probably won the trade 
with Q2. Once he hits level 6 though, be careful of the point & click outplay - he will blow you up with zero effort. Maw isn't a bad option against this guy.

Vei is a pretty fun matchup. Sporting some of the lowest base armour in the game he is really easy to kill, and all his abilities are skillshots so its 
difficult for him to kill you. Make sure you dont stand behind low health minions so he cant cs and stack off you at the same time. Edge of night 
makes it very easy to get on him since his wall is his only cc ability. You should also far outpush him, but its not a good idea to leave him a solo 
lane to farm. I recommend staying and killing him on repeat

Vel'Koz Skill Matchup Medium

The cosmic squid. When he uses Q, he can recast it to split it at any point - walk diagonally towards him or away from him to avoid the projectiles. His main way of saving himself when you jump 
him is his E. If he uses that, he has no CC to hit you with. The knockup delay after casting is shorter the closer he casts it to himself so if he casts it right under him, it triggers nigh instantly and it 
becomes impossible to not get knocked up by it when you finish your W. His R does a LOT of damage, but he turns slowly while ultilng and due to physics, it's actually easiest to avoid it the 
closer you are. Try jumping behind him when he uses it in close range.

Triangles and never quitting make this champion. Be very careful when jumping on him, esp post 6 since a good one will throw you up, and then 
melt you with his true damage ulti. Otherwise his Q is one of the very few abilities in the game where walking straight away is ideal, as it moves 
slow enough you can get out of its range most of the time. If not walk at a diagonal since going hard left or right will put you right in line for the 
split. 

Vex Opponent Favoured Hard

Vex is a counterpick and a half for Naafiri. Two of your abilities mark you for her passive, and your dogs lunging at her after landing Q also triggers the passive for her - so she will have her fear 
passive up a lot. Your W window is after she has used her fear passive. If she doesn't use her abilities, you don't get to engage on her. You can dodge both her Q and E with your own E. Make 
sure you dodge whichever one is empowered. A good Vex will prevent you from playing the game. Her abilities are highly spammable, and without E or boots you will have a very hard time 
dodging them. Even still, this lane is winnable - expect it to be an uphill battle though.

The anti assassin assasin. It's another annie situation where its pretty hard to kill her if she doesn't use her abilities, but unlike annie her wave 
clear is pretty good if she decides to match you. She is very squishy so killing her is possible but be wary if she tries to push out on you and roam, 
as between her R, fear, damage, and zoning she outvalues a lot other champs.

Vi ? Medium
Vi isn't hard to deal with, but she's annoying. You can dodge her Q with your E, and you will likely have to if you want to survive a gank from her. Her W and E are both related to her auto-
attacks, so there's no real counterplay on your part. Same goes for her R, it's just a click-on ability. If you're rotating to invade on a Vi, hold your W for when she tries to use her Q to escape. 

Vi stands for vociferous ADC. She will just press R on them and there will be nothing you can do about it. If she is diving too deep, kill her and 
then cycle back for the people late to the follow up, or zone the enemy adc and kill them when the chance arises. Do note her shield on the triple 
hit passive as it gives a burst of survivabiility many don't expect

Viego ? Medium
Avoid his stun. If you see his spooky fog rolling in, back up to your tower and be ready to E out of his stun. He's kinda squishy, so if you roam to the first fight in the river for the scuttle, you 
should be able to pick up a kill off him.

Fuego feels quite coinflippy, he often feels like he is on a timer. It feels like he is struggling to get a lead and use it to snowball. Try to position your 
dogs to block his stun, and he is pretty squishy all things considered so if you can get the jump on him chances are you will be able to kill him

Viktor Opponent Favoured Hard

Viktor is vulnerable after the shield from his Q has faded, or if he has used his W. Most will hold W until you jump on top of them. When you W onto Viktor, he's going to throw his W at his feet - 
hold your E to jump out of it and you can pretty cleanly land Q2 and escape. Try your best not to get poked by his E - it might as well be a click-on with how hard it is to miss. Try to bait him into 
using it by half walking up to wave as if you're going to CS. You may have to burn flash to escape his R.

Viktor is a lanebully into hyperscaler. His main poke will be the laser beam on the ground, though he may Q you for high damage and give himself 
a lot of movement speed and a shield. If you ever do try to jump him he will do that to get away and drop his slow field into stun on his head so he 
can get away. Post 6 he may just dump his ult on your head to stop the channel and run you down. Take Dshield, secondwind and push out lane 
to trying to keep health high for an opportunity to kill him, or make a play elsewhere. 

Vladimir Skill Matchup Medium
All of Vladimir's damage is either proximity based or a click-on ability, so the main game plan here is to keep a safe distance while poking him down. Go in when his energy is low. This guy is 
only killable after he's used W. He can be hard to land Qs on in a 1v1 because most Vladimirs will take Phase Rush and Ghost.

He is pissweak early game and doesn't scale well today compared to the 1v9 monster he used to be late game. His damge without his 
empowered Q is laughable and he has a hard time getting onto anyone without summoner spells. Try your best to kill him early, and when you W 
onto him, save abilities until his pool expires. Most will puddle away as soon as you do it. It has a long CD and he loses 20% current health as he 
does it, so it is still beneficial in a way. Dont walk up when he has his empowered Q as it is the only one that heals him and does good damage. 

Volibear Opponent Favoured Medium

Volibear is a tanky piece of meat with a stun and shielding. Volibear is great at chasing/catching up to you with his Q; play it safe. He's most vulnerable when his E is down; it hurts, so don't get 
hit by it, and don't throw out your combo until the shielding from it has faded. Don't stick around at low HP under tower after level 6, because his R is built to towerdive. I wouldn't recommend 
fighting him while he's ulting unless you're way ahead of him. Not the worst lane, but it can be far from easy.

Tanky af, with a lot of sustain and surprising damage. He is very much a champion you need a team to kill. Try to keep your trades short, as if he 
gets his Bite on you when you already have the proc on you will deal bonus damage and heal him. Dodge his thunderclap as it does considerable 
damage and you will want to walk away from him anyway since he gains a big shield. Most will cast it during the Q to hide the animation, so be 
ready for the clap, and if you are ever low health and he is nearby just concede the turret. He has some of the best dives in the game, and its 
better to just lose your turret than die and lose your turret. 

Warwick Skill Matchup Medium

If you're laning against him, he's vulnerable when either his Q or his E are down. Anti-heal can be pretty important if you're not ahead of him, so consider building Chempunk Chainsword if 
necessary. His R will win him most 1v1s. When he's the enemy's jungle, do not stick around when at low HP or he'll run into lane at mach 3 and deliver a kill to your enemy laner. Your blood trail 
will be visible to him even if you're hiding in a bush.

WW is an incredible low health fighter. His early is quite strong, but he falls off later. The biggest thing you have to worry about is being low health, 
as he sprints towards you and will likely Q behind you and fear you into the enemy team. His movement speed is stopped by taking damage, so 
try to Q him to stop him. If he is ontop of you, try to use your E and or flash after his Q since it follows you 

Wukong ? Hard

I've never laned against this guy, but he's almost always annoying as the enemy jungler because his passive makes him deceptively tanky His W's clone will always first appear where he casted 
the ability, so look for the Wukong in a new position when he uses it. Hitting him with Q1 before he uses his E can help when trying to sus out which of his clones is the real Wukong, because the 
bleed effect will still be on the real one.

Wukong is incredibly scary especially after level 6. He gains bonus armour for autoing and health regen giving him higher than average bulk and 
sustain. He can turn fights due to this after you blew your kit, so be careful if you can't one shot him. He has decent burst as well with armour 
shred and great teamfighting with his ultimate. Wait for him to blow it and its recast since it stops both your W and dash if you enter his zone with 
it. If he ever stops still its normally his Clone left there. Keep running in that direction, or look out for the ghost damage marks if you had his Q him.

Xayah Naaf Favoured Medium  

One of the hardest ADC's to kill but it isn't a Naafiri specific problem. Her ulti and peel / retreat nature with the feathers makes it very difficult to 
engage. If she doesn't have ulti however you can kill her quite quickly. I do also recommend using your E to get behind her or diagonally down 
from her and her feathers to make it harder for her to pull them into you.

Xerath Skill Matchup Medium
This matchup will test your footwork. Everything here is dodgeable. Move in an inconsistent zig-zag pattern, try to get him to miss his Q. If he whiffs his E, it's over for him. Use a similar zig-zag 
pattern to juke out his R. Boots are super helpful when it comes to

Xerath is an absolute pain. Dshield and secondwind all the way. He will spam his abilities near the entire time, so make sure he has to choose 
between hitting wave or you. Be careful when Wing onto him as his stun comes out quite fast and he will chunk you after. Either kill him or try to 
push wave and get other leads. Be careful of his roams as he only need to go half as far as most others before he can affect lanes since his ult 
has such a high range. 

Xin Zhao ? Medium
Dodge his W and you won't have many issues with this guy ganking you. If his R is active, don't waste your damage on him unless you're inside his R's radius. This guy is a pretty straight-
forward fighter who excels in slapfights; don't take slapfights with him.

Xin is an incredible early game fighter. He wins most early skirmishes, and has incredibly strong dueling pressure and survivability with his 
passive healing and ult. Try to dodge the spear poke if you can, and don't get baited into Eing out as he does his third auto, so it doesn't cancel 
your dash. Keep an eye out early and rotate to any jungle kerfuffle within reason to stop his snowball. He falls off after if he is not ahead. 

Yasuo Opponent Favoured Hard

I can't fucking stand this champion - but for the sake of brevity and not turning this into one paragraph of bitching, there's a few things you should be aware of with Yasuo. His windwall cucks 
your main damage output. He can throw it at his feet and it'll still eat your projectiles if you're standing anywhere near it, so don't try to use your Q near it. Your packmates give him at least two 
free dashes while he's around you. Your best opening is when his passive shield and windwall are down. You can often play mind games with Yasuos by throwing Q1, and then repositioning to 
throw Q2. Never fight him in a wave of your minions.

You need to have good wave control against the wind twins, yasuo is at his strongest when he is in a wave since he can dash through it to 
engage or retreat. Ideally you want to keep the wave closer to your tower so you have a shorter path to safety, and if it ever does crash fast push 
the second wave out so you don't spend a long time slow pushing and give him a ripe opportunity to collapse on you. The wave does provide 
some safety if it's sufficiently big, since minions hurt like no tomorrow especially early, but if he is fed enough he can kill you before you and the 
wave can kill him. Given they need to q constantly to get their wind shits primed the wave should naturally push to you, q them when they walk up 
to get their q stacks and back off to a safe distance when they get their third Q. Lastly, do keep an eye out for their roams, if you are not 
interacting with them or they aren't getting the kills they want they may try to roam, crash your wave into turret as fast as you can during that time 
and ping danger to the other lanesYone Skill Matchup Medium

Yone is easier to fight than the other windshitter. Punish him with Q when he walks up to interact with the wave (and he will have to if he wants to use Q3). When he's got Q3 ready, walk away 
from him or be ready to E out of the way. Most Yones will take their E at level 3, and they'll use E into Q3. When they use E, be ready to dodge their Q3 your own E. If you make sure to have 
your E whenever he goes for Q3, you avoid a lot of his damage. His W being down is a good time to engage on him if he's in kill range. That shield is deceivingly good at keeping him alive. Avoid 
his ult at all times. Late game, Yone will never be an easy kill - but early on, you can keep him week and ideally prevent him from steamrolling your team.

Yorick Skill Matchup Medium
Dodge his E or dodge the game. When disengaging from a Yorick, save your E to get out of his wall, because he'll probably use it to prevent you from escaping. If you're overtop of his wall when 
it rises, you'll get knocked airborne - keep that in mind when trying to W onto him.

It's about the Split. It's about the Push. Yorick will be sitting most of the time in a sidelane. Building up a massive wave and drawing massive 
pressure before fights. Try to rotate to collapse with atleast 3 people to quickly kill him if you can as his dueling is quite strong. If you can't do that 
in time, win the teamfight quickly and answer him right after. In the duel it is kinda worth to kill maiden, as it gives him a lot of bonus damage and 
heals him everytime they attack the same target.  

Yuumi ? Medium
It's easy to treat a Yuumi lane like a 1v1, but never forget that it's still a 1v2. Yuumi's abilities are all enhanced when she's clinging to someone, and her shielding will very often prevent you from 
successfully ganking botlane unless you're waaay ahead of them. Itemize against Yuumi with Serpent's Fang or Chempunk Chainsword.

The meow meow makes things hard for you. It feels like she almost doubles the hp of whoever the parasite latches on to. Serpents Fang / anti 
heal tones her effectiveness down quite a bit, and makes killing the adc possible if they are ahead. One of the main strengths she as is that she is 
a support that does not have to worry about positioning, so its very hard to kill a mobile adc who is ahead on her since they will always have her 
there. She is a free snack once you kill the ADC however, and a satisfying one at that. 

Zac Opponent Favoured Medium

This guy isn't hard to lane against but he's hard to kill on account of his sustain. When he releases little blobs, step on them so he can't heal off of them. Position yourself behind minions so he 
can't hit you with Q. Hold your W for when he releases his E, and buckle up for a ride. Much like Anivia, you effectively have to kill him twice - try to get your jungler in the minutes after triggering 
his passive to capitalize. They'll often jump into lane from their raptors so warding them isn't a bad idea.

Zac's will normally look for ganks at each lane through their clear. Given that his jump covers basically an entire lane, be very careful of his 
position when you are trying to push up. I highly recommend getting wards on the jungle entrances so you can see if he is positioning for a leap of 
faith. He also excells at long trades. Even if you pick up his blobs to deny his healing he can take a lot of damage and make it out with his second 
leap. Try to time your W to follow him through his leap if he is low enough, otherwise cut your losses so you don't end up in the middle of the 
enemy team. 

Zed Opponent Favoured Hard

Disgusting champion. Zed's primary escape (before level 6) is also his poke and CS tool. So, after his shadow disappears (or he teleports to it), you have sizable window to deal damage. If you 
play it right (and if the Zed misplays) you can get a kill before level 6. After level 6, you lose all kill potential because he'll meet your R with his own R. When Zed ults you, he will always reappear 
on the opposite side of his target relative to where he started his ult. Try to flash or E once he reappears to avoid taking damage from his Q and E. If you can get a good dodge off, you'll survive 
his ult - but still unable to kill him because he'll have his W up to escape anyway. Hold your W for when he uses his shadow - he's actually pretty helpless without it.

My personal permaban, he does everything you want to but better. Control over lane, good push, better engage dives and escapes, and beats 
you in lane. could just be a mental block on my part but I hate fighting him. A good one will wait for you to connect before swapping to shadow so 
throwing your Q to hit there is not a bad idea, and if he ults, try to save your E for the second he pops out to try and dodge some damage. If you 
survive that burst, W onto him as that will usually be most of his escape options. 

Zeri Naaf Favoured EZ

If you're avoiding Zeri Q, you're not really taking damage from her in lane. Her W does the most damage when it fires through a surface, and there aren't many of those that she can play around 
in midlane. She doesn't have any walls to escape over if she's moved past the middle of lane. If you see her running towards a wall, hold your W until she's just about to reach it. This might as 
well be a free lane if you play it right - Zeri is not meant for mid, and Naafiri is meant to eat ADCs.

Zeri can be difficult to fight if she is really ahead. A lot of the time her ult + e q one shots your enitre pack and you are left high and dry for damage 
while she mosquitos around your reach, however, she is made of ADCnium. If you get on her, you will be able to pop her most of the time. Be 
wary of her wall dash to escape and use W to follow if you can. 

Ziggs Opponent Favoured Hard

This guy sucks to lane against. Dodge his Q or you're going to get poked out of lane. He's only really vulnerable once he has used his W, but any Ziggs player that knows what they're doing 
won't use it until you jump them. This guy will take towers absurdly fast, so pay extra attention to the wave's state before recalling. Once he's reached level 6, be careful when recalling at low HP 
or you might catch Ziggs R to the face. You're definitely going to want to roam when possible, or ask your jungler for assistance to get you ahead of Ziggs.

Hell on earth. D shield, second wind and healing juice. He far outranges you, stops all your advances with his satchel, out pushes you, and eats 
turrets faster than you. If he ever wastes his satchel for whatever reason you can kill him if you are high enough health, otherwise he will dump his 
entire kit on his his head and trade you 1 for 1 in the process. When it comes to team fights act fast so he can't poke out your team. 

Zilean Opponent Favoured Medium

Zilean is easy to lane against. Zilean and his ADC are impossible to kill once he hits six unless you manage to "kill" the ulted target in the middle of lane. When he sticks a bomb to your dogs, 
you can E just before it explodes and it completely nullifies the projectile. His only CC is easily avoided by simply remaining outside of his bombs' radii. When in teamfights, target whoever Zilean 
doesn't ult - once his ult is down, he and his ADC are an easy kill.

High difficulty but not impossible. He is very good at keeping the ADC alive with his ulti, and his bombs stick to your dogs making his Q gain a lot 
of value. you can E right before the bomb explodes to despawn the dog it is on and have it explode on nothing, or send the dogs out to hit 
something and drag it away. otherwise focus the next most valuable person he didnt ult in a fight (often times that might just be him) 

Zoe Skill Matchup Medium

Zoe isn't too bad. Dodge her E (and don't walk into it when it's on the ground) and you won't have issues. Her Q is also pretty simple to dodge, but experienced Zoes will launch it off-screen so 
you lose track of it and then curve it back to you shortly after. Position yourself behind minions when she throws it out and you'll be fine. Once her E is down, she can be freely W'd onto. You can 
also just jump her for free sometimes and, because her E can only hit one target, odds are she'll hit your dogs if she throws it out after you reach her - but this is risky, and inadvisable so only do 
this if you're sure you can blow her up before you fall asleep. When she uses R and appears out of a portal, you can W onto her and follow her back which is always funny.

Not impossible, but another I really struggle with, but its definitely a large part of a mental block. Zoe's early wave clear isn't the best and she can 
only hit either you or the wave, so stand aside and let her choose. Try to start your W behind minions so she can't sleep you, or wait for her to 
waste it as it is a large part of her damage. 

Zyra Opponent Favoured Medium
Zyra's irritating. She doesn't have to land any abilities to deal damage to you. You need to manage your spacing the entirety of lane phase, staying out of range of her plants. She doesn't have 
any skillshots that your dogs can intercept. Her R will make it harder to kill her unless you're up an item. You can break her seeds before she turns them into a turret by stepping on them. 

Zyra has one of the very few roots in the game that goes through minions so don't try to block it with your dogs. Other than that most of her kit 
comes zone control and spacing. She can miss all her skillshots and if she has enough seeds down still do incredible damage. If you are close to 
them auto them as they die in one hit to melee champs, otherwise dash out or ontop of her if she wasted her root. If she ults get out of it 
posthaste, as it not only does damage and cc, it gives her plants a lot of damage and health 
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General Notes - Peachwolf [46] General Notes - ✗ [47]

Don't open with your W all the time. If you know an enemy has burned their CC or mobility abilities, feel free - but when you're ganking a lane or trying 
to get a pick, just pop your R and run at them. You're bound to catch up with the movement speed that you get. A lot of players will throw out their CC 
in anticipation of your W, or they'll burn their mobility to get away from you once you reach them. Once they do either of those things, then you can 
use your W. If you can pop your target without using W, you're in a good place to immediately turn on anyone else who shows up to match you.

Composure: With how simple and straight forward Naafiri's kit is, she is very simple to outplay or counter. One well timed CC, good positioned tank, or timely flash to escape 
your damage can gimp your entire gameplan. One thing I struggled heavily with was assuming people will play perfectly all the time, which does indeed become more true as 
you climb in elos, however, people are still people. They will panic, they will make mistakes and will open opportunities under pressure, sometimes you just need to make that 
pressure yourself. For example vs a Hwei you realistically should never be able to get ontop of him between his slow, increased ms and fear / displace, however he can only 
use his fear once.  If he uses it offensively you can go in freely, but if he is holding it you need to make a reason for him to do so. Ult and just run at him, waiting to dodge and 
many times they will panic and throw it out giving you the opportunity to dodge and follow through since he is defenseless. Same with supports holding CC, ADC's holding 
flash or their escape / peel tool. Between a scary assasin running at you, and your jungler or other laner following up you can create a seemingly lose lose situation where 
they will pick wrong and you can punish them for it. 

Never use your W when in close quarters combat with a champion. Not only will you deal more damage by getting a couple of auto-attacks off, but 
you really don't want to self-CC while in a slapfight with an enemy. By holding onto your W, you'll also still have it in the event that they try to escape.

Patience: Not every play need to happen as fast as you can make it happen. Often times waiting just a second to ensure your Q2 lands, the opponent to burn a key spell, or 
waiting for your teammates to follow up makes or breaks fights. The threat of what you can do is just as important as doing it. It can be applied to all champions, but let 
us take a hook champion like Blitzcrank for example. If you are in an encounter with someone you can fire the Hook instantly, and hope it connects. If it does you grab the 
enemy, and chances are they die, if it misses you don't have terribly much else to contribute to a fight, your threat goes way down and the opponent may turn on you making 
the situation spicy. Now lets say you hold your ability. They will have to take the defensive, playing such that they don't get hooked (positioning further and trying to juke in 
their movement) , and since they are so focused on your hook they may be juking the ghost of Christmas yet to be while your ADC autos them down, and if they don't they 
may mistep and be put in a ripe position for you to hit it with a higher garuantee. Learning to keep that pressure for both yourself and others to follow up is invaluable in 
fighting

If you have an opening, capitalize on it. For example, if Brand is at 60% HP, just whiffed his Q and E, and is past the halfway point in midlane, press R 
and jump him immediately. Naafiri puts out a lot of damage when she lands her full combo, but hesitation will often cost you your window to punish. 
Good vision and a good understanding of each matchup will ensure that you aren't punished for your all-in. 

Wave Manipulation, Tempo, and all them fundamentals: This guide (and most others) probably does a whole lot better of a job explaining it than I ever will (this for jungle), 
but the main point I think is worth to take away is tempo and timers. By manipulating waves (getting cannons to crash, bouncing wave back and forth, zoning on push, 
conceding on crashes into you) you create a lot of advantages for yourself. You garuantee farm, create time for bases and roams, and create lose lose situations for the 
opponent. The things I strongly recommend you do is learing to freeze for when you are ahead and want to push for kills to snowball your leads, slowpush to create timers, 
keeping in mind of pivotal moments on where you want to be. I tend to try to push out waves for 3:20 so I can be there for scuttle, base and push out for drakes / grubs to 
garuantee team wide bonuses, and in mid / late game pushing out waves so you can go to objectives and teamfights without losing anything. As a midlaner and moreso 
Naafiri, you have a lot of impacts in those skirmishes and ganks, and good wave clear to boot. If you do things properly you can have upward of 9 CS/m and still be at most 
important fights

You can actually push faster if you use abilities while you're attacking a tower. It procs your packmates' passive and empowers their auto attacks. You 
shouldn't do this all the time since you want your abilities & mana in the case that someone pulls up on you, but it can be worth it if you're really trying 
to finish off a tower quickly.

Potential vs Guaranteed plays: This is something that is good to apply but can be difficult to judge properly as even I fail at making the right call sometimes. This is probably 
the hardest point for me to exlain but allow me to try. In the course of a game, there will be many choices you have to make on where to be, what fights to take, and when to 
farm vs roam and it is up to you to decide on which course to take. Some are easier, like joining the great aram of low elo vs sidelaning to get exp, gold, towers and put 
pressure on the map, or Farming mid vs trying to force a gank against a fed Mordekaiser or Illaoi. Almost every decision you make has an opportunity cost and its up to you 
to decide on whether or not to go for a riskier, more rewarding play, or taking a lower reward, garuanteed play. Your mastery on the champion, the ability of your teammates, 
and the competence of the enemy all factor into what you want to take.Someone with amazing gank setup or carry potential is good to gank or play around, sometimes its 
worth to forgo perfect farm mid to invade or gank with your jungler, but if they skipped their chemo appointment to play league steer clear of them. Chances are there will be 
one other competent player on your team, find them and play around them. 

Your W is one of the few abilities that grants truesight. If you can lock onto a champion before they go invisible (Akali, Evelyn, Aurora, etc.), you'll still 
continue to travel to them and can land your combo. 

Mental: mental is fundamental to both playing well and learning. Playing when tired, upset, salty or even prolonged periods of time will make it quite difficult to play. 
Personally, when trying to climb I play one game to warm up, then 3 games. Some times you can clearly see if you are underperforming or not playing as you should and 
take the hint, quit and try again next day or later if you really want to. Don't tilt queue, yes, occasionally Allah will throw you his strongest warrior, four of his greatest 
challenges, or the Riot mind controlled LP police. Such things are temporary, they won't be there the next game, and chances are there will be an Inter Binter on the next 
game too. The only thing consistent between games is you focus on being as good as you can, there will be some games you can't win, but by focusing on playing your 
best and carrying you will climb.

If you got poked a little bit in a skirmish or otherwise took some chip damage, throw a double Q at a jungle camp - recent Naafiri buffs allows her to 
proc her Q2 healing from jungle monsters. Take advantage of this.

Playing from behind: This is an awful skill to learn but necessary. Not every game you will have the opportunity to be a 1v9 super star, and every so often you have to play 
from behind. After a while it is important to cut your losses, forgo farm or lane pressure, and focus as hard as you can on getting yourself back in the game. Take as much 
farm and exp as you can, pin your opponent to lane so they can't use their lead to affect the rest of the game and wait for the opportunity to get back. Between shutdowns, 
comeback EXP and objective bounties there are more than enough ways to get back in if you don't put yourself too far behind. It feels awful, many times you have to rely on 
your team, but it is the nature of the game, and if you learn this part you can turn many guaranteed losses into potential wins. It just requires a slight adjustment to your 
preferred playstyle.



[1] This refers to whether or not a matchup leans more in the Naafiri's favour or the opponent's favour. 
Generally, it's referring to how their kits interact rather than the actual difficulty of the fight, even if those are 
often closely interlinked.

[2] I've not fought this champion in lane enough.

This means that my difficulty level for them is purely from the perspective of what it's like to gank a lane that 
they're present in, or on paper how I imagine the matchup will go.

[3] A matchup skewed in Naafiri's favour. Typically, matchups in which the opponent has no escapes will 
fall under this bracket.

[4] Neither champion counters the other - the matchup could go either way.

[5] This champion counters Naafiri's kit at a fundamental level, or will stat stick her to death. Good luck, play 
smart.

[6] The difficulty of a fight or laning phase against the given champion. 

A measure of how much you have to sweat to find results.

[7] You shouldn't run into too many issues here.

[8] It won't be a cakewalk, but you won't be begging for ganks just to stay relevant either.

[9] Lock in and get ready to be punished for mistakes. 

Try to coordinate ganks with your jungler to get ahead or stay even.

[10] Good luck, try your best to keep your mental intact. 

Your best bet will be to clear and roam.

[11] The chad's start. You'll get your first item sooner, and the refillable pot is  very helpful with staying in 
lane. 

[12] Good ol reliable flash. You know what it does by now, but you also have E and a lot of movement built 
in.

[13] Ignite lets you play early, the bleed + ignite damage kills many at 20% health and forces people out of 
lanes they would otherwise bet tempted to stay

[14] Not recommended into burst mids like Ekko or Sylas. Long sword gives the same AD as doran's blade, 
and the refill gives twice the EHP, however it requires you to pop the potions to get its value against 
something that can do your entire healthbar early. Take Dblade if you want to still be offensive in those 
lanes.

[15] You forgo early damage for the ability to survive into something like Orianna. between this and second 
wind you can actually stay in lane. 

[16] Given the amount of gap closers, wall jumps and sticking tools naafiri has, ghost often makes plays 
easier, as you rotate faster, has a lower cd than flash, and lets you get in range for a W or E by catching up 
to enemies who burn their flash



[16] Given the amount of gap closers, wall jumps and sticking tools naafiri has, ghost often makes plays 
easier, as you rotate faster, has a lower cd than flash, and lets you get in range for a W or E by catching up 
to enemies who burn their flash

[17] I find Naafiri has enough damage to not need ignite many times, tp allows you to cheat waves into 
rougher matchups, and lets you push waves and make cross map plays more reliably. 

[18] If there's at least three squishies (two, if you're confident), run this build.

Mistakes are punished very harshly but you will disintegrate any squishies in a matter of moments.

[19] This is my preffered fourth item, it makes it so that you can W onto so many more threats whenever 
you want since most people only have one form of cc to stop your all in. makes you able to jump on draven 
and vayne for example

[20] Good stats and good for resets or chasing down the final enemies. vision resets are good.

[21] Shields are twice effective against naafiri, not only does it reduce the upfront damage, but since the 
enemy will be higher health, decreases q2's damage by a lot. removing shields against something like a 
karma or janna makes it far easier to pop squishies.

[22] The perfect tool for getting in and out. Combined with your Ult's movement speed, you break the sound 
barrier after a takedown.

[23] You want to run this when the enemy team primarily consists of armor tanks. You're not going to be 
able to blow them up, so you have to build for extended fights and survivability.

[24] This is my preferred runeset. I play very aggressively and very frequently all-in, so I like the 
supplemental damage. Naafiri's Q cooldown at Level 1 means that Electrocute will be ready almost every 
other Q combo. 

Run this if you're confident you can land Q2.

Requires at least one packmate to proc electrocute from afar. 

[25] This is my preferred runeset. I play very aggressively and very frequently all-in, so I like the 
supplemental damage. Naafiri's Q cooldown at Level 1 means that Electrocute will be ready almost every 
other Q combo. 

Run this if you're confident you can land Q2.

Requires at least one packmate to proc electrocute from afar. 

[26] You have two dashes. This one is pretty obvious.

[27] You have two dashes. This one is pretty obvious.

[28] This has saved me more times than I care to admit. Often times, without it, I'd die to the minion wave 
after killing my laner.

[29] Synergizes nicely with Naafiri's Q passive.

[30] Synergizes nicely with Naafiri's Q passive.



[30] Synergizes nicely with Naafiri's Q passive.

[31] You get insane kill potential with your Ult. This will help with having it up as much as possible, and also 
encourages roams so you can get your stacks.

[32] You get insane kill potential with your Ult. This will help with having it up as much as possible, and also 
encourages roams so you can get your stacks.

[33] This rune page forgoes some scaling for early power in lanes you know you can win. Arcane comet 
decreases cooldown every time you hit the opponent so between your dogs/bleed procs you proc comet 
every Q early game and multiple times late game with ult.
This runepage is what I take when i feel overly confident - X

[34] Against lanes you cannot get kills, take this, gives a lot of survivability and scaling to make it through 
the early game and more midgame power. This is my preferred runepage - X

[35] I find this removes almost all of Naafiri's early mana issues, doesnt have a cd like manaflow band, and 
eases mana issues when you only hit one Q. Take haste if you don't have mana issues

[36] if you are not confident into an ad matchup like the windbros boneplating works well too

[37] Between eclipse and Ult Shields, you spend most of the fight at full health getting a lot of value off this 
rune. 

[38] q2 does missing health damage, getting them lower faster is better all around.

[39] Revitalize is tempting but its numbers count fountain healing and enemies rarely burst through your 
entire shields before it expires, overgrowth's permanent I find is more useful.

[40] If playing for absolute early, take scorch as its early damage puts them low for a level 2 / 3 all in, if not 
take gathering storm

[41] I'm still workshopping this one. I'd recommend giving this one a shot when building her as a Bruiser. 

Generally better for extended fights rather than short trades and all-ins in lane.

[42] Peach Count

[43] X count

[44] haven't fought her yet, cant give a good opinion

[45] On a more serious note, Eve has insane single target damage, nasty ganks and between her kit and 
items has upwards of 73% MR shred and flat magic pen ontop. Build maw if she is a problem since it gives 
more ehp through he shield than most standard mr items since they are only 27% as effective on her, and 
ult early so she can't get you to her execute range. Ward ,roam to the early fights or invades your jungler 
does, and shut her down while you still can



[46] A few general tips you can apply while playing Naafiri.

[47] My thoughts on the game, these really are more general than Naafiri based


