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Diep.	io	best	tank	for	2	teams

Best	tank	diepio.		Diep.io	best	tank	for	2	teams.		Diep.io	best	tank	for	4	teams.		

Choose	your	upgrades	wisely,	as	there	are	over	40	million	possible	build	combinations.	Focus	on	your	tank's	strengths	and	weaknesses,	rather	than	being	a	jack-of-all-trades.	Builds	can	be	categorized	into	three	types:	Glass	Cannons,	Rammers,	and	Bullet	Smashers.	Glass	Cannons	prioritize	damage	output	over	health,	making	them	fast	and	deadly	but
vulnerable	to	a	single	hit.	They	rely	on	their	offense	to	protect	themselves,	often	using	ammo	to	stay	safe.	Rammers	focus	on	high	health,	body	damage,	and	speed.	They	can	withstand	massive	amounts	of	enemy	fire	before	dying,	but	are	held	back	by	knockback	and	poor	health	regeneration.	Bullet	Smashers	combine	the	speed	of	Glass	Cannons	with
moderate	health	and	maxed-out	bullet	stats.	They	create	"walls"	that	allow	them	to	ambush	opponents,	but	these	can	be	lost	if	the	target	moves	out	of	range.	Note:	Scroll	down	to	"Data"	when	the	window	pops	up,	and	allow	up	to	a	week	for	your	build	to	be	reviewed.	Supa	Fast	Machine	Gun	Build:	Good	for	tanks	that	shoot	a	lot.	Glass	Machine	Gun
Build:	You	can	go	very	fast	with	this	setup!	Barrage	Build:	1	shot	people	in	4TDM.	Alt	Glass	Machine	Gun	(With	More	hp):	Benefits	more	HP	but	decreases	Bullet	Speed,	Penetration,	Damage	by	a	bit.	Jelly	Fish	Build:	A	balanced	build	that	lets	you	sneak	up	on	enemies	and	still	have	enough	health	to	survive.	destroyer	Build:	Good	for	beginners	who
usually	die	when	trying	glass	cannon	hybrid.	Anti	Rammer	Hybrid	Build:	Will	destroy	anybody	who	runs	into	you.	Balanced	Build:	With	Bullet	Penetration	and	Bullet	damage,	you	one-shot	level	45	tanks	with	7	points	in	Health.	This	text	outlines	various	builds	for	a	tank-like	character	in	a	game,	focusing	on	different	playstyles	and	strategies.	The	builds
are	categorized	into	several	types,	including	Penta	Hunter,	Anti-Rammer,	Glass,	and	Rammer	Troller.	The	Penta	Hunter	build	is	designed	to	deal	high	damage	with	bullets	while	also	allowing	the	player	to	ram	opponents	using	their	recoil.	This	build	is	versatile	but	requires	careful	management	of	health,	as	it	lacks	significant	health	regeneration.
Other	builds	focus	on	different	aspects,	such	as	speed	and	durability	(Glass),	tankiness	and	aggression	(Rammer	Troller),	or	versatility	and	flexibility	(Hybrid	Emperor).	Some	builds	prioritize	one-shotting	enemies	with	powerful	bullets,	while	others	aim	to	absorb	damage	from	projectiles.	The	text	also	highlights	the	importance	of	adapting	to
situations,	using	the	right	build	for	the	job,	and	exploiting	enemy	weaknesses.	Additionally,	it	notes	that	certain	builds	are	better	suited	for	team	play,	where	players	can	retreat	to	regen	and	recover	health.	Overall,	the	text	provides	a	comprehensive	overview	of	various	tank-like	character	builds	in	the	game,	highlighting	their	strengths	and
weaknesses,	and	offering	strategic	advice	for	players	looking	to	optimize	their	gameplay	experience.	**Tank	Builds**	There	are	various	tank	builds	in	the	game,	each	with	its	own	strengths	and	weaknesses.	Some	require	practice	to	master	while	others	may	not	work	at	all.	*	**Rammer	(Annihilator)	Build**:	A	high-damage	build	that	can	one-shot	kill
lower-level	tanks.	*	**The	Magic	Shot	Build**:	A	powerful	build	that	excels	at	long-range	combat.	*	**ULTRA	BUILD	(Chicago	style)**:	A	defensive	build	with	high	health	and	body	damage.	*	**Silent	Murderer	Build**:	A	stealthy	build	that	excels	at	close-range	combat.	*	**Terminator	Build**:	An	all-out	offense	build	with	decent	mobility.	*	**One	Shot
Build**:	A	high-damage	build	that	can	one-shot	kill	lower-level	tanks.	*	**The	Power	of	NEO	Build**:	A	versatile	build	that	excels	at	medium-range	combat.	**Other	Builds**	There	are	also	other	specialized	builds,	such	as:	*	**R.P.G	Build**:	A	multiple-launch	rocket	system	build.	*	**Multiple	Launch	Rocket	System	Build**:	A	high-damage	build	that
excels	at	long-range	combat.	*	**One	shot	Kill	Build**:	A	high-damage	build	that	can	one-shot	kill	lower-level	tanks.	*	**Weakling	Build**:	A	defensive	build	with	low	damage	and	high	health.	*	**Advanced	Pursuit	Build**:	A	high-speed	build	that	excels	at	close-range	combat.	*	**Anti-Melee	Build**:	A	defensive	build	that	repels	all	melee	attacks.	**Tank
Tips**	When	playing	as	a	tank,	it's	recommended	to	stay	in	the	Machine	Gun	class	until	level	45	and	then	switch	to	Gunner.	The	OK	KO	Build	is	also	a	good	choice	for	high-damage	output.	In	FFA	mode,	you	can	use	the	Minigunner	Build	or	Defensive	Rocketeer	Build	to	excel	at	close-range	combat.	Note:	I've	tried	to	preserve	the	original	text's	tone	and
style	while	paraphrasing	it	into	a	more	concise	and	readable	format.	Other	tanks	can	provide	maximum	damage,	but	with	Rocketeer,	you	get	deadly	penetration	and	damage.	Put	7	points	into	reload	to	maximize	bullets	and	increase	your	chances	of	hitting	the	tank,	potentially	overwhelming	them	to	retreat.	Additionally,	invest	7	points	in	movement
speed	for	dodging	bullets,	retreating	quickly,	and	avoiding	rammers.	This	build	is	defensive,	so	don't	expect	a	killing	spree.	The	Anti-Overlord/Defensive	Rocketeer	Build	focuses	on	countering	Overseers	and	Overlords.	Note:	This	build	only	works	with	Rocketeer	and	doesn't	require	health	regen,	body	damage,	or	regeneration.	Since	Rocketeer	has	fast
bullets,	bullet	speed	isn't	necessary.	Damage	and	penetration	are	maxed	for	maximum	damage	when	hitting	other	tanks,	especially	overlords.	Movement	Speed	is	crucial	to	dodge	drones	and	hit	the	overlord	when	they're	not	protecting	it.	Reload	is	also	vital	for	maximizing	"bullets"	targeting	the	tank.	The	extra	5	points	in	max	health	were
unnecessary,	so	I	left	them	out.	This	build	works	well	with	Rocketeer,	and	I	hope	you	like	it	too!	1.	Smasher	Build	for	Tanks	Without	Cannons	-	Higher	Speed	Recommended	2.	Balanced	Power	Build	for	All	Players	3.	Ball	O'	Steel	Build	for	Super	Buffing	Tank	Health	and	Body	Damage	4.	Other	Builds	Including	Troll,	Chaser,	See	No	Evil,	Glass	Cannon,
Compass,	Nuckal’s	ATV,	Spiky	Spiker,	Killer	Spike,	and	Spikes	R	Us	They'll	instantly	stop	and	take	rapid	damage	from	Base	Drones	and	invisible	walls.	The	blue	strip	marks	Blue	team	spawning	areas	(unless	there's	a	Factory),	while	the	red	strip	marks	Red	team	spawning	areas	(unless	there's	a	Factory).	Players	are	divided	into	two	teams:	Red	and
Blue.	Tanks	can't	harm	teammates,	but	can	kill	enemies;	if	a	tank	fires	at	a	teammate,	the	bullet	will	pass	through	without	dealing	damage.	Base	Drones	defend	their	team's	base	with	15	groups	of	tiny	triangles	that	chase	opponents	but	turn	back	when	too	far	from	their	zone.	Each	group	circles	its	area	to	protect	the	base.	The	arena	closes	if	certain
requirements	are	met,	such	as	prolonged	inactivity	or	updates.	Before	the	September	update,	this	game	mode	and	4	Teams	were	merged	into	Team	Deathmatch	(TDM).	Common	strategies	include	stopping	once	on	the	scoreboard	and	using	drones	to	push	opponents	behind	their	base	for	an	easy	level	up.	New	players	should	start	with	this	mode,
staying	close	to	their	base	and	relying	on	protection	from	other	players.	Team	Deathmatch	is	not	a	game	mode	in	Diep.io;	however	4	teams	and	Team	Deathmatch	are	different	modes	that	have	been	split	into	two	separate	modes:	4	Teams	and	Team	Deathmatch.	The	Pentagon	Nest	and	Crashers	safeguard	their	base.	Base	Drones	can	destroy	Polygons
if	they	encounter	them	or	are	forced	into	a	collision,	but	will	not	actively	seek	them	out.	Note	that	the	invisible	spawn	room	barrier	is	situated	slightly	behind	the	visible	color	border,	while	an	additional	bullet-blocking	barrier	sits	directly	on	top	of	the	color	border.	When	players	collide	with	the	player	collision	wall,	they	will	be	rapidly	pushed
downwards	towards	the	map's	bottom,	regardless	of	their	previous	direction.	The	reason	for	this	downward	force	is	unclear,	but	it	may	be	related	to	a	rumor	that	players	in	low	health	can	recover	health	quickly	by	rapidly	entering	and	exiting	their	base,	as	long	as	they	wait	6-8	seconds	outside	before	re-entering.	This	method	only	works	when	the
player	is	near	a	wall	and	the	opposing	team	is	dominant.


