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Bush’s BFA Survival Hunter Rework

Introduction

My new direction for this spec is influenced by playstyles, mechanics, and
themes | have really enjoyed in the past. The fury mechanic from Demonology Warlock
in BRF, WoTLK era Chimaera Shot with its effect tied to what sting was used previously,
MoP era Enhancement Shaman ascendance, and my 12 years of Hunter experience
are the main contributors. I've tried to mesh the essence of those mechanics with the
Survival Hunter theme Blizzard has tried to create in Legion and on the BFA Alpha. A
trapper and his trusty pet, with some ranged utility, who adapt to their environment.
Although this might appear complicated, there are actually only 5 damage dealing
buttons, and 1 dps CD button by default. The depth comes from how those
abilities interact.

The basis for the spec is using focus to build mongoose fury (MF), a secondary
resource that has 20 charges. Your main focus spender is Mongoose Bite, which
generates 1 Mongoose Fury charge each time it is used. At 10 charges you can use
your main “cooldown” called “Empower Aspects”(EA). EA grants a bonus to your
abilities corresponding to the rotational ability you used just before empowering, for 10
seconds. This is all described in the “Rotational Abilities” section. Although you CAN
use EA as soon as you reach 10 MF, you have the ability to wait without losing
effectiveness since you can hold 20 charges. This rewards planning and allows you to
tailor your DPS cooldown to the situation. The main choices made during play would be
when to use EA, and what it should do when used.

Basics

Uses melee weapons with some ranged abilities.

10 yard melee range.

100 Focus

20 Mongoose Fury (MF) - Settles at 10 when out of combat.

Stats

Haste - Lowers global CD, increases passive focus regen, dots tick faster.
Mastery - Increases the effect of Empower Aspects by X%.
Crit/Versatility - Standard
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Rotational Abilities

Mongoose Bite (MB) - Costs 60 Focus, 10 yard range. Generates 1 MF. Empower Mongoose.

Raptor Strike (RS) - Generates 10 Focus, 30 yard range. Empower Eagle.(Intended to be active
focus generator for 3 or less targets.)

Lacerate - Damage over time, 10 yard range. Generates 5 focus per tick. Lasts 15 seconds.

Flanking Strike (FS) - 6 Second CD. Costs 30 Focus, 10 yard range. Causes your next MB to
generate 2 MF. Also heals you and your pet for 5% of total health. Empower Chimaera.

Carve - 10 yard range frontal cone. Generates 3 focus per target hit. Empower Hydra.(Intended to be
active focus generator for 4 or more targets.)

Empower Aspects (EA) - Become an empowered aspect of the wild god associated with the last
ability you used, for 10 seconds. Costs 10 MF. Off the global cooldown. During EA, your Mongoose Bite
is transformed into Prey Upon. (Animation would be a ghostly version of chosen wild god overlaying your
character model, the colour shown below so observers can tell what you picked.)

Prey Upon (PU) - Costs 30 Focus, 10 yard range. High damage. Causes you to charge to the
target when used.

Empowered Aspects

Mongoose Bite - Aspect of the Mongoose: Duel your target, increasing damage and dodge
chance by 20% +X%. All damage you do is redirected to that target. If that target is below 15%

health, your global cooldown is reduced by 0.5 seconds. (Priority target and execute phase

aspect.)

Raptor Strike - Aspect of the Eagle: All abilities gain 30 +X% yard range. (Ranged utility
aspect.)

Lacerate - : All damaging abilities cause their targets to take an additional

30% + X% damage over 15 seconds, applied as a stacking bleed effect. Bleeding targets
generate 5 focus per tick. (General 1-3 target dps aspect.)

Flanking Strike - Aspect of the Chimaera: Half the damage you take is dealt to your pet
instead. You and your pet gain X% leech. (Defensive aspect, for when staying alive is more
important than dps.)

Carve - Aspect of the Hydra: Your single target abilities hit all other targets within 10 yards of
the target for 30%+X% of normal damage. Carve is transformed into: Butchery - 3 Second CD.
Area of Effect, 10 yard range. Generates 3 focus per target hit. Deals 25% more damage to each
target, per target hit. (Greater than 4 target AOE dps and utility aspect.)
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DISCLAIMER: All numbers are placeholders. The mechanics are what is
important at this point.

Secondary Abilities

Harpoon - Unchanged, 40 yard range + root.
Freezing Trap - Unchanged, 40 yard range.
Tar Trap - Unchanged, 40 yard range.
Explosive Trap - Changed to trivial damage + AOE knockback. Meant for utility, not damage.
Flare - Unchanged.

Muzzle - Unchanged.

Wing Clip - Changed to no cost.

Feign Death - Unchanged.

Mend Pet - Unchanged.

Disengage - Baseline, unchanged.
Camouflage - Baseline, unchanged.

Aspect of the Cheetah - Baseline, 1.5 Minute CD. Increases the run speed of you and your pet by
90% for 6 seconds, breaking snares. Speed bonus decreases by 30% every 2 seconds.

Aspect of the Turtle - Replaced with Aspect of the Porcupine - Baseline, 2 Minute recharge.
Two charges. Reflects all attacks back at the attacker for 3 seconds. Reduces damage you take by 30%.

Continued on next page.
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Talent Ideas

(I'll leave this open to the creative masses, however anything allowing you to be
in two empowered aspects at the same time would be too overpowered, at least
as they are written right now.)

Serpent Sting (SS) - Replaces Lacerate. Damage over time, 30 yard range. Generates 5 focus per
tick. Lasts 18 seconds. Empower Cobra.(Higher damage than Lacerate.)
Aspect of the Cobra: All abilities used against a target afflicted by Serpent Sting also strike up
to 2 additional targets afflicted Serpent Sting for 70% + X% of normal damage, applied as a
stacking poison debuff.

Fight and Flight - When below 50% health, gain up to 50% damage reduction and run speed based
on health missing. (49% health = 1% DR and run speed, 1% health = 49% DR and run speed)

Pitfall Trap - Replaces Tar Trap. Takes 2 seconds to arm. When triggered, all enemies within 8 yards
fall into the pit, knocking them down and rooting them for 5 seconds. Any enemies falling into the pit after
it is triggered will also be affected. Lasts 10 seconds.

Tracker’s Net - Replaces Wing Clip. 3 Second CD, 30 yard range. Hurls a net at the enemy, rooting
them in place for 3 seconds, and reducing their movement speed by 50% for 15 seconds. Damage may
break the root effect.

Cool Combos

Execute Carnage: When execute phase is approaching you could pool 20 MF for back to back
empowered windows. If the target will only live long enough for one window, you could

just before execute range, which would set up bleeds on whatever enemies you damage. The damage
and focus generation from all those bleeds would then fuel an extra devastating Aspect of the Mongoose
immediately after.

Ranged Control: While in Aspect of the Hydra and talented into Tracker’s Net, you can regularly
root/snare a large pack of enemies instantly from range without the need for your Tar Trap to be
triggered. This means you would be able to help control bats on Eonar instead of relying on overpowered
warlocks! It also means you could slow the advance of more than one pack of enemies at a time.

Because ... Brown Makes it Go Faster?: This one has marginal uses, but that doesn’t
make it less cool. While in Aspect of the Eagle, your Prey Upon also benefits from the range increase.
That means you can constantly charge enemies 40+ yards away every global if you wanted to, as long as
you have the focus!

Thank you for reading and commenting!



