The Evil Fire Rad Corrs – “FRADs”

Forum Link:

http://boards.cityofheroes.com/showflat.php?Cat=0&Number=9069515&page=0&fpart=1&vc=1
What is a SuperTeam? I'm glad you asked. A SuperTeam is a team made with specific ATs and powersets designed to work well in a large team setting. The emphasis is on AoE attacks and effects, as well as stacked buffs and debuffs that synergize. The goal is to be able to wipe out group after group at high difficulty, high speed, and in relative safety. It's like playing the game in fast mode, and it's COMPLETELY different from soloing or playing in PUGs. It WILL spoil you, you have been warned. I have several level 50 chars as a result of my SuperTeams. Many people who play the same character can hit level 50 in 300 to 400 hours. My SuperTeams are usually closer to 200 hours, and this one looks to be one of the fastest yet. You fight more bosses and Lts, so you get to see more of the mobs in the game. You earn most of the badges for defeating bosses. You get more Inf. than you would soloing or playing in small groups, due to the higher Boss and Lt ratio. You fight higher level mobs, so you'll get Enhancement drops you can use for longer. You get to learn the powersets we use very well, and you usually play with the same people so you can learn their play style as well. It's a fun and friendly way to get to 50. If you don't already have a 50, it's a great way to get one. 

Now how do we make a SuperTeam? Remember the object of the SuperTeam is to craft the most efficient team, using the available ATs, power sets, and pools. We don't just throw together 8 chars and find the best way to play them. We figure out what sorts of powers we need and at what level, how much AoE damage we can do, what buffs and debuffs we have available, how many we want to stack, etc. Note that for the SuperTeam to really work well, people have to take certain powers at certain times. Here's how this SuperTeam will work... 

The latest SuperTeam I ran was Brutal Speed. It was a mixed AT SuperTeam and had very few build requirements. The idea was that many people who wouldn’t originally be comfortable with a set build project would be able to participate and see how much fun they can be. The original F.Rad SuperTeam I ran (F.Rads – The Second Coming) had a lot more build requirements, and was a single AT SuperTeam. While Brutal Speed was powerful, it couldn’t match the PvE power that the single AT/guided build F.Rads offered. This time we’re going back to a structured build team and for the most part single AT. We’ll be doing “The Evil F.Rads” (Fire/Radiation Corruptors)

Build Outline

At level 1 the Corrupters all take Fire Blast, a single target attack (required). We have to take that or Flares, and Fire blast is much better. Everyone also gets Radiant Aura which is a decent PBAoE Heal, and we'll be using that a fair amount early on. 

At level 2 the Corruptors pick up Fireball, an AoE attack (required). This is the first of our two main AoE attacks. Combined with the second (which we’ll get to soon) it will wipe out the majority of every spawn we come up against. 

At level 4 the Corrs pick up Accelerate Metabolism (AM), a PBAoE team buff (required). This is where the true magic of the SuperTeam appears. If all 8 chars cast it at once, they get a +240% Recharge Reduction buff. That's almost enough to make AM recharge before it wears off. By level 12 and DOs, it's perma. So the entire team has 8 stacked perma-AM. That means everyone has +160% Damage, +240% Run and Fly speed, +240% END Recovery, and massive status resistance to Holds, Stuns, Sleeps, and Immobs. Note that status effects will still affect the team and can make toggles drop, but they wear off almost instantly. Add a little status protection (like Stimulant) and we're immune to status effects. Suddenly we're playing at high speed. Mobs drop fast. It is required that AM be slotted 3x Recharge Reduction and 3x Endurance modification as soon as possible.

At level 6 people start on Leadership with maneuvers, and thanks to the magic of 8x AM, you’ll be able to run all the toggles we take, and still spam attacks. You’ll be surprised how this cuts down on the need for the “green shield” and 8x maneuvers will really help the “squishiness” of the corruptors. Maneuvers should be at least 3 slotted for defense. Eventually, you might want to put some endurance reduction in them as the number of toggles we’re running grows, but the end redux shouldn’t be a main priority. 

At level 8 we pick up Assault. This will add around 15% damage for each one of us running it. That means that at level 8 we’ll have 160% damage boost from AM and apporx. 120% damage boost from Assault. The damage cap isn’t 400% until level 21 which means that at level 8 we’ll have capped damage. Combine that with the fact that we’ll be able to spam our attacks much faster thanks to the recharge bonus and you’ll find that you’ll be completing mission amazingly fast! 

Level 10 is for the second of our two staple AoE attacks, Fire Breath. This attack has the disadvantage of being a cone, but it’ll still do its job nicely. The basic M.O. will be to all fire off Fireball, followed by Firebreath. That alone will wipe out almost all of the spawns we come across. We’ll use Fire Blast and Blaze to finish off the stragglers.

Level 12 is for opening a travel power pool. Most people should take Leaping for the extra status protection it provides in Combat Jumping and Acrobatics (that's the only worthwhile personal buff in this SuperTeam). Some will want to take the Teleportation pool for recall friend and later Team Teleport, and some will want to take the Flight pool for hover and later Group Fly.

At level 14, everyone will take Tactics. Like Maneuvers it is required that this be at least three slotted except of course for To Hit Bufs. Again, at later levels slotting for endurance reduction might be wanted. 

Level 16, I’d recommend getting your travel power, as at level 18 blaze becomes available and I’d recommend taking it when possible. 

Level 20/22. Lingering Radiation becomes available at level 20 as well as several other powers that are beneficial. Acrobatics, Group fly, and Team teleport all open up at 20. Either take the tier 3 power from your travel pool at 20 and LI at 22 or vice versa.

Level 24/26. At these two levels I’ll personally be taking mutation and vengeance. It’s “recommended” that everyone do the same, however, if there are some powers that you feel you can’t play without, here’s where you would pick them up.

At level 28 the Corruptors pick up Choking Cloud. This is where we start to see another benefit of Team Teleport. Porting into the middle of the mobs allows us to hold almost everything (bosses included) in about 2 seconds. At 4-6 seconds to defeat a spawn, travel time is the main limitation to leveling. Those 3 seconds per teleport will seem like an eternity. 

At level 32 the Nukes appear, and things get nastier than they were (which was still really nasty). There’s a minor glitch to this of course. Seeing as the Nuke will drop your endurance, we can’t just all nuke. We’ll want to keep the group flyer and the team teleporter with endurance and we won’t want to drop all our toggles at once. The best course of action on this will most likely be for the 6 other corruptors to “trade off” or “cycle” their nukes.

EM Pulse is definitely skippable. On the F.Rads many of us found that we actually didn’t WANT to use it. The endurance crash went against the tactics of all the toggles we were using and not being able to recover endurance for what seems like quite a while at the time went against all the recovery we were getting from AM. The nukes will already be doing this to us and I don’t see adding another power that does it as being very usefull. 

Everyone should eventually have Enervating Field (EF) Stacked EF against AVs and even regular mobs just makes the battle go faster. I recommend taking it at 30, but you’re welcome to put it off a little later.

I never mentioned Fitness, and that's because we don't need it. Fitness is all personal buffs, and that's the opposite of what we want in a SuperTeam. Besides, people take Fitness because of Stamina, but AM has a slightly higher Recovery bonus than Stamina. We'll have the equivalent of nearly 10 stacked Staminas in a full team. 

When we get high enough, there's Patron Powers to consider. Seeing as they’re permanent and can’t be respec’d out of, I don’t feel comfortable requiring one, so I won’t. 

Taking a look at this, you'll see that the slotting can be rather strange. The corruptors have a higher damage cap than the controllers did so the +280% Damage won’t cap us. I’d suggest 3 slotting for damage per power. There's little need to slot powers with more than 1 Accuracy, given stacked Tactics. There's little need to slot powers with END Reduction if we're running with the equivalent of 10 Staminas. There's little need to slot powers for Recharge Reduction given the +240% from stacked AM. In fact this team could completely skip slotting powers, and it would only be slightly less powerful. Granted we probably will follow standard slotting practices, as we won't always be in a team of 8. But hopefully this demonstrates the point that running in a big team is the MOST important thing for this SuperTeam. 


What's that? You have a Fire/Kin you want to play? Or maybe an Ice/Rad? Sorry. This team is mainly based on stacked AM, and Choking Cloud. Replace a Fire/Rad with anything else, and the team gets weaker. Besides, non-SuperTeam chars often take selfish powers like the Fitness pool and other personal buffs. Now I don't mind filling a team with extra chars that can contribute significantly if there aren't any Fire/Rads available. But I expect Fire/Rads in the SuperTeam to have priority. This time around there is going to be ONE exception to this.

Fire/Sonic is the one exception.
If you want to roll a fire/sonic corrupter for the event, you’re welcome to join us, but know what you’re getting into when you do. We won’t want more than one sonic per team during the first 20 or so levels. In the early levels, each AM we drop drastically affects the team. The ONLY reason to allow sonics in the team would be for status protection. If we’re bringing in sonics, we might as well have their shields, so you’ll be expected to shield on the fly. When we start team teleporting this won’t be an issue as we’ll always be near each other. Don’t let this discourage you from rolling a sonic for the event… just know ahead of time of the situation.

Suggested First Night Proceedures

The official starting time (and I STRONGLY REQUEST that you wait untill the offical time to get started) is 7 EST/ 6 CST. I'd recommend trying to show up a little early. Who knows... we might be able to get "visitors" for the launch of the event. Once the offical time arrives, we'll start building teams and sending them on their way.

I'm going to recommend not going above the second difficulty through the first arc of missions.

Villians don't have a "sewer network" that they can just clump together and run till 6 or 8 and there isn't a place where you can easily move from one level appropriate spawn to another. As such, I'm suggesting that everyone take Kalinda and work as a team. If possible, keep everyone on the same mission in the arc as you progress and use the extra mission bonuses you can get from your mission having just completed someone elses. I'd do this through the arc and once the arc is complete, move to PO to immediately start on getting to a mayhem. The idea being that you wouldn't want to out-level the first mayhem and miss the first of the two temp travel powers. After both temp travel powers have been gotten, I'd recommend each individual team decide their best course of action as it pertains to missions.

I’ll be making a global channel, “Tribal Alliance” which I’ll be announcing shortly, and as last time… everyone will be able to invite to the VG (which also will be made shortly)

Where and when would we play? 

I had originally decided that we’d run this event on Virtue, the server of the previous villain ST. The thought struck me though, that if we held the event on Freedom, then once we got to level 35, the F.Rad Trollers from the “F.Rads – The Second Coming” that didn’t make it to 50, could join us in the RWZ. The idea that those that didn’t quite make it to 50 could join us is what changed my mind to Freedom.

One last thing…

Please do not level past 2 until the official start date

I’m very serious when I ask this of you. This can REALLY hamper a SuperTeam when it’s trying to get started. Those first levels are the absolute hardest to mix and match levels and it is MUCH easier if everyone starts at 2. As I’ve done in the past I’m going to “strongly encourage” the use of restraint in waiting to get started. 

I'd like to recruit plenty of people. My original F.Rad ST got up to four Super Groups worth of people and Brutal Speed got up to SIX! I’d like to again get as many people as possible that would like to join us in! We need critical mass to get started and keep the big teams running. 

What do people think? Does this seem interesting? Would any of you like to play in this sort of SuperTeam? Would you tell your friends and SG mates? 

The doors open on Sept. 14th.! We'll be starting with level 2 characters, and anyone is welcome. 


Note: the following are possible builds posted by folks on the internet for the event:
Build #1 – Fire Rad Corr (fly travel power)
Level 48 Magic Corruptor
Primary Power Set: Fire Blast
Secondary Power Set: Radiation Emission
Power Pool: Leadership
Power Pool: Flight
Power Pool: Speed
Ancillary Pool: Mace Mastery

Villain Profile:
Level 1: Fire Blast -- Empty(A)
Level 1: Radiant Aura -- Empty(A)
Level 2: Fire Ball -- Empty(A)
Level 4: Accelerate Metabolism -- Empty(A)
Level 6: Maneuvers -- Empty(A)
Level 8: Assault -- Empty(A)
Level 10: Fire Breath -- Empty(A)
Level 12: Hover -- Empty(A)
Level 14: Tactics -- Empty(A)
Level 16: Fly -- Empty(A)
Level 18: Blaze -- Empty(A)
Level 20: Lingering Radiation -- Empty(A)
Level 22: Group Fly -- Empty(A)
Level 24: Mutation -- Empty(A)
Level 26: Vengeance -- Empty(A)
Level 28: Choking Cloud -- Empty(A)
Level 30: Hasten -- Empty(A)
Level 32: Inferno -- Empty(A)
Level 35: Enervating Field -- Empty(A)
Level 38: Radiation Infection -- Empty(A)
Level 41: Scorpion Shield -- Empty(A)
Level 44: Web Envelope -- Empty(A)
Level 47: Summon Disruptor -- Empty(A)
Level 49: Aim -- Empty(A)

Build #2 – Fire Rad Corr – (leaping travel power)
+---------------------------------------------
01 => Radiant Aura ==> (Required)
01 => Fire Blast ==> (Required)
02 => Fire Ball ==> (Required)
04 => Accelerate Metabolism ==> (Required)
06 => Maneuvers ==> (Required)
08 => Assault ==> (Required)
10 => Fire Breath ==> (Required)
12 => Combat Jumping
14 => Tactics ==> (Required)
16 => Super Jump
18 => Blaze ==> (Required)
20 => Lingering Radiation ==> (Here or at 22)
22 => Acrobatics
24 => Mutation
26 => Vengeance
28 => Choking Cloud ==> (Required)
30 => Enervating Field
32 => Inferno
35 => Radiation Infection

BUILD #1 – Fire/sonic corr  (TELEPORT TRAVEL POWER)
Name: N/A
Level: 50
Archetype: Corruptor
Primary: Fire Blast
Secondary: Sonic Resonance
+---------------------------------------------
01 => Sonic Siphon ==> Empty(1)
01 => Fire Blast ==> Empty(1)
02 => Fire Ball ==> Empty(2)
04 => Sonic Barrier ==> Empty(4)
06 => Maneuvers ==> Empty(6)
08 => Assault ==> Empty(8)
10 => Fire Breath ==> Empty(10)
12 => Recall Friend ==> Empty(12)
14 => Tactics ==> Empty(14)
16 => Disruption Field ==> Empty(16)
18 => Sonic Haven ==> Empty(18)
20 => Sonic Dispersion ==> Empty(20)
22 => Blaze ==> Empty(22)
24 => Teleport ==> Empty(24)
26 => Team Teleport ==> Empty(26)
28 => Hasten ==> Empty(28)
30 => Vengeance ==> Empty(30)
32 => Inferno ==> Empty(32)
35 => Clarity ==> Empty(35)
38 => Liquefy ==> Empty(38)
41 => Power Sink ==> Empty(41)
44 => Charged Armor ==> Empty(44)
47 => Electric Shackles ==> Empty(47)
49 => Summon Adept ==> Empty(49)

BUILD #2 – WITH FLIGHT TRAVEL POWER
01) --> Fire Blast (Required)
01) --> Sonic Siphon (Required)
02) --> Fire Ball (Required)
04) --> Sonic Barrier (Required)
06) --> Maneuvers (Required)
08) --> Assault (Required)
10) --> Fire Breath (Required)
12) --> Hover
14) --> Tactics (Required)
16) --> Disruption Field
18) --> Blaze
20) --> Sonic Dispersion (Required)
22) --> Sonic Haven
24) --> Fly
26) --> Group Fly
28) --> Vengeance
30) --> Swift 
32) --> Health 
35) --> Clarity (Required)
38) --> Liquefy (Required)

BUILD #3 (LEAPING TRAVEL POWER)
Name: Caged - Tank Mages
Level: 50
Archetype: Corruptor
Primary: Fire Blast
Secondary: Sonic Resonance
-----------------------------------------------
01) --> Fire Blast==> Empty(1) Empty(3) Empty(7) Empty(21) Empty(37) Empty(43)
01) --> Sonic Siphon==> Empty(1)
02) --> Fire Ball==> Empty(2) Empty(3) Empty(11) Empty(17) Empty(37) Empty(37)
04) --> Sonic Barrier==> Empty(4) Empty(5) Empty(5)
06) --> Assault==> Empty(6) Empty(7)
08) --> Sonic Haven==> Empty(8) Empty(9) Empty(9)
10) --> Fire Breath==> Empty(10) Empty(11) Empty(15) Empty(25) Empty(40) Empty(43)
12) --> Hover==> Empty(12) Empty(13) Empty(13)
14) --> Tactics==> Empty(14) Empty(15) Empty(31) Empty(34) Empty(34)
16) --> Disruption Field==> Empty(16) Empty(17) Empty(36)
18) --> Blaze==> Empty(18) Empty(19) Empty(19) Empty(23) Empty(33) Empty(43)
20) --> Sonic Dispersion==> Empty(20) Empty(21) Empty(34) Empty(36) Empty(36)
22) --> Swift==> Empty(22) Empty(23) Empty(25)
24) --> Hurdle==> Empty(24)
26) --> Stamina==> Empty(26) Empty(27) Empty(27)
28) --> Fly==> Empty(28) Empty(29) Empty(29)
30) --> Aid Other==> Empty(30) Empty(31) Empty(31)
32) --> Aid Self==> Empty(32) Empty(33) Empty(33) Empty(45) Empty(45) Empty(45)
35) --> Clarity==> Empty(35)
38) --> Liquefy==> Empty(38) Empty(39) Empty(39) Empty(39) Empty(40) Empty(40)
41) --> Charged Armor==> Empty(41) Empty(42) Empty(42) Empty(42)
44) --> Electric Shackles==> Empty(44) Empty(46) Empty(46) Empty(46) Empty(48) Empty(50)
47) --> Vengeance==> Empty(47) Empty(48) Empty(48)
49) --> Resuscitate==> Empty(49) Empty(50) Empty(50)


