The Scion of the Storm 

Stats: lvl 1 – lvl 18 
Strenght: 18 - 52 
Agility: 20 - 45 
Intelligence: 17 - 59 
What do we see here? Even though he is an agility-based hero, his agility is the lowest stat. Also, he has a rather high intelligence, meaning he benefits more from Sobi masks and MoT than low-intelligence hero, even though it is not his main stat (some people has the misguided belief that if intelligence was his main stat, he would have more mana/regen. This is completely wrong, as main stat only determines the damage, and has nothing to do with anything else). 
And, as his main-stat is low, his damage is also quite low – at level 18 it has one of the lowest damages of all heroes. Clearly, the focus of the Scion is not to attack, but to cast spells. <lvl1 stuff here> 

His level 18 armor is about average, at a nice 12 (41% reduction), and his level 1 also more or less average, at 4 (19% reduction). In general, his stats are fairly average on all levels. 

First, let go through his skills: 
Call Lightning – 125 mana, 12 seconds cooldown, fairly large instant AoE damage. 
This spell is very useful in mid-game, as the damage is quite high. It also has AoE damage, which deals the same damage to all targets in the AoE. Unlike pre-N, it does not stun anymore, and the damage is the same inside the entire AoE. 

At low levels, I don’t find this spell so useful – I hardly ever cast it at level 1, and usually get to level 3 before I ever use it. However, as soon as you reach level 9, this should be used a lot. By the time you get to level 9, you will soon level further on, due to the efficiency of CL. Around level 9, you are usually in the phase where you move around killing heroes with your team, and this often leaves lanes unattended for some time . This means large groups of spawns might gather, pushing the lane towards your towers. This is your chance, move there and cast CL, making sure the AoE hit as many of the ranged units (archers/druids) as possible. They will all die, giving you a nice chunk of money and XP. When targeting the spell, you can usually target it so that it hits the ranged units on one side of the circle, and the melee on the other. This will also lower the life of the melee, or even kill some, giving your creeps the lane back, so you can push on. 

CL is also great for killing/weakening heroes, with its high damage and large AoE. You can often hit several heroes with it, by using the same targeting technique as I explained on the creeps – the damage is the same in the entire AoE, so if the hero is just barely inside the AoE (you see this by the hero turning green), he/she will still take full damage. As it is reasonable, the most efficient use of this spell is to manage to get several heroes and creeps inside the AoE, or even towers (it does 122 damage to buildings at level 5, so while not *great*, it’s still significant). 

However, let this not make you not launch CL on low-hp fleeing heroes (it does 262,5 damage to heroes, by the way, unless they are the Inquisitor, or has a Frostwyrm, obviously). Getting a herokill is by far better than killing some spawns. First of all, the experience is great (anyone worked out the exact formula for this?), and the gold is not to be frowned on either, though killing 5 spawns would give you as much gold. However, the blood given is vital early/midgame, if your team plans on towering. Also, the entire psychological effect of killing a hero is great, both for you and your team, and on your enemy. 

CL also has one other very important aspect: It kills trees. “What? Trees? But they pose no threat to me! I LOVE TREES!” No, trees will rarely damage you (and certainly not Malf, the goat-riding Christmas-tree), however they can be annoying. Now, what do the trees really DO in ToB? They block sight-range, and they also hinder movement (although there are some places where there are paths through the forests – search and enjoy, some of them can very handy). So, where can this be useful? The most common area to use CL is on the lower expansion, where your creeps try to reach the towers. However, they are protected by walls, and the creeps have to walk through a rain of arrows, as well as angry-looking soldiers to get there… Let’s find a shortcut. If you blow away the trees between the wall to the west and the ledge, you can open an alternate path to the base, which also allows better view of what happens inside there. With some aim-training, you can greatly increase the efficiency of your creeps (the elite way of doing this is both clearing the trees and damaging the west tower). (It is also possible to destroy the wall, by using Call Tides, or Boat. However, Scion doesn’t have these skills, so I wont debate that). 

The other likely use for CL on trees is when one of your teammates is Moove!ed into the forest, and the trees regrow so fast that they are trapped in there. Scion saves the day! 

However, lategame you usually try to get heroes with CL (preferably with other units in the AoE too). But, at times you might be low at mana, or you have other heroes around you, making it more efficient to use a different spell. This brings us to… 

Cavea Ventorum – 75 mana, 12 seconds cooldown. Binds target unit to the ground, unable to move. 
This is perhaps my favourite spell in the game, rivaled by Tornado. It is based off Orc Rider’s Net ability, meaning it is not magic. And what does this mean? Yes! It does penetrate magic immunity! Fleeing low hero with AMS up, making other heroes having a hard time to kill him? CAVEA! This single fact makes it so great, that I can not fully express it. I just love it. 

It’s not only great for stopping fleeing heroes, but has several other uses too. Sashi using Fire to move through creep-groups, dealing damage? CAVEA! Sashi chasing enemy hero with Fire? CAVEA! (when in normal form, Sashi can use Wind to escape the clutch of Cavea. However, he is still bounded to the ground where he lands, until Cavea expires) Leto (or any other hero, but especially Leto) chasing a low-HP hero? CAVEA! Basically, whenever you need to stop someone from moving too much, CAVEA! However, there are cases when you want to stop several heroes at once, I refer to my Tornado-part coming up soon, in this strategy guide brought to you by the Ministry</lame TV announcer> 

It’s also important to note that Cavea binds flying units to the ground, efficiently making them ground-units for the duration. This is great for stopping Maiden’s birds from chasing heroes, or stop a Zeppelin from either teleporting, or just stop it. Cavead flyers can be attacked by melee heroes as if they were ground units. 

Now, see what I said about Zeppelins? Stopping teleport? Ah yes, another fine point about Cavea. It breaks channeling! Oh, greatness! Oh, love! Now, Allies don’t have that many long-channeling spells, but it’s still useful. Why? As already stated, it goes through AMS, and when you start channeling a spell, it’s typical to pop an AMS to avoid getting stunned – this is mostly a way of thought from pre-N, when UD had far more stuns/channelbreakers than now, but it’s still an efficient thing to do. So, you can WoN, then cast Call the Moon, Silence or whatever, or just cast Cavea. What to do, oh what to do =) 

However, Cavea’s main use will be stopping movement, which is just great – considering you can not escape it (unless you’re Sashi). 

Oh, did I point out the manacost? True love! 

Now, one thing I really love about the Scion, is how he is great for almost any situation. He is a great hero-killer and hero-hunter, but he is also fantastic for sieges. This brings us to his two last skills, starting with… 

In Tenebris – 115 mana, 35 seconds cooldown, 25 seconds duration. Channeling AoE. 
This spell basically casts curse on every unit within the AoE, so it misses on attacks. Even at level 1, this spell is good, and at level 5, with 60% miss-rate, it’s fantastic. Note however, that it does not affect heroes. On the other hand, it does affect Sashi’s SoS images, meaning if he surrounds for example Jimmy, trying to kill him, you can just cast Tenebris, and reduce the damage Jimmy will receive. Lovely, yes? 

However, the true power of In Tenebris is when you are attacking a base. Those towers can really hurt, but what if they miss 60% of the time? Don’t think it’s so bad now, not at all. If you also have Pirate around, with high-level Quicksand Aura, the towers will be next to useless. With a well-placed Tenebris, you can easily affect 3 of the towers in an expansion, or all 4 in the midlane’s towerarea. 

It can also be useful to reduce the efficiency of a huge group of mortar teams banging at your base – first CL them, to reduce their health, then cast Tenebris while waiting for the CL to cooldown, then kill them with the 2nd CL. 

And now, le grand finale! 

It’s… Tornado time! 

The Tornado – 200 mana, cooldown reduced with level <fill in> 
This skill is by many ignored, thinking it's only useable in sieges. However, they don't realize the potential of this spell. 
First, let's see what it actually is, and what it does: 
The Tornado is a summon, which you have to channel to control. Once channeling is stopped, the tornado disappears. 
It slows units greatly within an area close to the 'nado, less if they are further away (just by the way, the Gravity Well is based on Tornado slow). 
It damages buildings. Not entirely certain what this damamge is, but it's somewhere between 15 and 25 per second - might depend on how many buildings it hits. (After a quick test it seems to be somewhat random). 
It randomly cyclones units that is near it (this was very beefed in a Blizzard patch quite a while ago). 

Traditionally, you use the 'nado to siege, and just focus it on a tower. Then you stand there, watching it spin. And spin. And spin. Now, this isn’t very effective, is it? It takes ages to do any significant damage (basically the whole channeling), and that means you’re disabled for that time. Not only that, but you’re also everyone’s favorite target. So, how to prevent them from targeting you? Say you’re sieging the bottom expo: Instead of casting the ‘nado on the towers, you move it on a bit beyond the towers (it still damages, the damage AoE is huge. It damages somewhat less if you move too far away), so that anyone who moves towards you from the fountain-area is severely slowed, or also cycloned. 
However, heroes such as Leto and Sashi will bindu or wind across the centre-area of the ‘nado, so it’s not foolproof. 

Next situation, you’re chasing a hero with, for example, Porphy. Hero has AMS up, and neither have a WoN. What to do? Cast ‘nado on the hero (or just ahead of him), and he will usually be cycloned instantly. One unit is always cycloned when you cast, so if there are no spawnies to mess up the targeting you will most likely disable the hero. This will a) give you time to catch up (or move ahead of the hero), b) give your skills time to cool down (very handy for cavea, ‘nado, cavea combo), c) disable any “shield” (AMS, Fire, or, in a RR game, BladeBarrier and Antavahni for example. When the unit lands again, the <whatever> is gone) or d) slow down the hero if he isn’t cycloned. When a unit lands from cyclone, it takes a second or so before he slow-aura kicks in again, slowing him. 
A perfect situation to catch up and finish off that hero. 

The cover-up: Typically when ending a siege you have to head back to the base, usually at semi-low health and being chased by the allies. Say Leto/Sashi is coming up, heading for someone. Cavea Leto and ‘nado Sashi, and they won’t do much for the next few seconds – enough time to get away. Often, a SH can save allies by using BBV, but there are situations where BBV is on cool-down, where SH is dead, or the one being chased. 
Why not cavea Sashi and ‘nado Leto? Sashi can break out of cavea with Wind, reaching you to stun you (or someone else). 

Base-defence: Enemy at the gate. This is pretty simple: Cast it on a group of heroes, and one will be cycloned. With contact to the ‘nado, one will follow soon after (after about 2 seconds of channeling, usually), and the slow will also help a lot, keeping the spawns down and giving your allies a huge advantage. The same principle as on the cover-up can be used here; cavea Leto and ‘nado Sashi, thus disabling the biggest threat to your channeling (I assume you pop an AMS, so Malf can’t entangle you). 

I have a dream. A dream including me (Scion), Leto and Inquisitor. It does in no way include homosexual sex, but if you like the thought of that, you can always think of it, I judge no man (ok, I do, but I seldom tell you 
