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Speed: 115 % | 4.6 m/s
Alternate Speed: 134% | 5.28 m/s (Frenzy)
Terror Radius: 24 metres, 32 while Feral Frenzy is active.
Power: Feral Frenzy
The Legion has a Frenzy power gauge that builds up over time. The power, Feral Frenzy, can be activated by tapping the Power button. While active, the power gauge drains rapidly and the power ends when the gauge is empty, triggering an extended recovery cool-down.
When activating Feral Frenzy, The Legion enters a deadly rage. While the power is active:
The Legion sprints faster than base movement speed.
The Legion can vault Pallets, but cannot break them.
Survivors' Scratch Marks and Blood Pools are hidden from The Legion's view.
While Feral Frenzy is active, hitting a Survivor who is not currently afflicted with the Deep Wound Status Effect:
Applies the Deep Wound Status Effect.
Injures the Survivor, if they are not already injured.
Refills The Legion's entire power gauge.
Triggers "Killer Instinct", revealing the location of all Survivors who do not have the Deep Wound Status Effect applied and are within The Legion's Terror Radius.
While Feral Frenzy is active, hitting a Survivor who is currently afflicted with the Deep Wound Status Effect:
Depletes The Legion's entire power gauge and ends the power immediately.
Default Frenzy lasts for 10 seconds.
Default post-Frenzy cool-down lasts for 3 seconds.
Default total Frenzy charge time takes 20 seconds.
Default mending time takes Survivors 12 seconds, 8 when mended by another player.
Default Pallet vault takes 0.9 seconds.
Default Window vault takes 0.9 seconds.
Just like the original Legion, they can use their power as soon as they've earned a bit of their power gauge back.
Legion no longer drains the power gauge on successful basic attacks, and does not have to wait for a full charged power guage to use their power. (Possibly gain guage on successful M1.)
Survivors must complete the mend action or their progress is reset.
Deep Wounds will not drain while in the Terror Radius.
Legion no longer loses his power when whiffing, and no longer loses his power when stunned by a pallet.
New Debuff: Lacerated or Ravaged. (Pending name based, set after feedback.)
Upon mending, or failing to mend a new debuff is applied that slows action speeds, by 20%. Such as gen repair, healing, totem cleansing, and gate opening speeds. This is a tentative number, and is subject to changed based on feedback, in-game testing, and the other factors. 
Completing the mend action causes the debuff to last for 30s, while failing to mend will resuilt in a 60s debuff.  30/60s are base numbers. Could be changed if it doesn't have any impact, or is causing issues. The debuff needs to make people want to heal, or risk getting caught while debuffed. If reapplied, the debuff will default to 30/60 respectively and cannot be stacked.
Tentative: Healing to full will remove the debuff. Will need to be tested. I'd like to give incentive/risk and reward to healing against Legion instead of the current rush gens/run stall perks.
Note: In order to prevent and try to incentivize players to not default to full stall perks, Legion's debuff will be overridden by any perks that would be a higher %. Example: If Thanataphobia is fully stacked and goes above the 20% debuff that Deep Wounds inflicts, then it will override that 20%, and will not stack. Same goes for Dying Light and other perks that would cause slowdown/stall or anything to go above that 20%. This number as any of them are subject to change based on how Legion performs, and how much it affects survivors during the trial.
So basically stall perks do not work on Legion at all.
Deep Wounds cannot put a survivor into the dying state. Legion can now drain the bar while using Feral Frenzy, and will fatigue upon hitting a survivor with Deep Wounds active. It now takes 3 hits to drain, and will apply Lacerated/Ravaged. 
Chaining Feral Frenzy: Chaining Feral Frenzy will now reward the Legion with shorter Fatigue cooldown. Default cooldown is 3s, but upon apply Deep Wounds while in Killer Instinct the cooldown will be lowered by 1s. No cooldown if the Legion player successfully chain all 4 survivors. 
My goal with this rework is to keep Legion fast, try to get players away from the generic run stall builds, and enjoy Legion for how he's fun to play as. Super fast, and getting in your face. Legion doesn't work as a stall killer as he doesn't have any real form of stall at the moment outside of stacking stall perks which is boring for everyone. Deep Wounds is a joke, and basically just buffed Borrowed Time. (BT will not take on the Lacerated/Ravaged debuff, it'll stay as it is.)
I'd also like to make chaining possibly and rewarding players who go out of their way to use their power and go for those cheeky quad applications. On top of that I wanted to add a legitimate debuff that adds stall without breaking the killer, and gives Legion's a reason to use their power. Even on injured targets, the debuff can be the difference in a chase, or a gen getting done, etc.
Addons:
*All of these are obviously subject to change. I don't use addons myself, however I want them to have a real impact on the game if they're going to be used. 
**Pin changes: Pins will now only apply their debuffs once a survivor is picked up from the dying state, mended/failed to mend, or rescued from the hook. This way the debuffs are actually scary and have some weight.  They will be applied upon successful application of Deep Wounds.
Common:
Smiley Face Pin: Applying Deep Wounds to a survivor inflicts the Blindness Status Effect for 60 seconds upon being healed from the dying state, after mending, or failing to mend, or rescued off the hook.
Scratched Ruler:  No changes.
Mischief List: No changes.
Friendship Bracelet: Running towards a survivor marked by Killer Instinct slightly increases Feral Frenzy's movement speed. (5.28 m/s up to 5.58 or 140% MS)+.3 m/s Stacks.
Uncommon:
Never-Sleep Pills: Running towards a survior marked by Killer Instinct moderately increases Feral Frenzy's movement speed. (5.28 m/s up to 5.78 or 145% MS) +.5 m/s Stacks.
Mural Sketch:  No changes.
Julie's Mix Tape: Slightly decreases the cooldown duration of Feral Frenzy after successfully applying Deep Wounds while in Killer Instinct. (0.25s)
Etched Ruler: No changes.
Defaced Smiley Pin: Applying Deep Wounds to a survivor inflicts the Broken Status Effect for 60 seconds upon being healed from the dying state, after mending, or failing to mend, or rescued off the hook.
Rare:
The Legion Pin: Applying Deep Wounds to a survivor inflicts the Exhausted Status Effect for 60 seconds upon being healed from the dying state, after mending, or failing to mend, or rescued off the hook.
Susie's Mix Tape: Running towards a survivor marked by Killer Instinct tremendously increases Feral Frenzy's movement speed. (5.28 m/s up to 5.98 or 150% MS) +.7 m/s Stacks.
Stoken Sketch Book: No changes.
Nasty Blade: Slightly increases the amount of time required for Survivors to complete the mend action. (2s to self-mend, 1s to being mended by another player.)
Joey's Mix Tape: Moderately decreases the cooldown duration of Feral Frenzy after successfully applying Deep Wounds while in Killer Instinct. (.75s)
Very Rare:
Stab Wounds Study: Lacerated now only requires two attacks to drain the Deep Wounds bar applying the Lacerated/Ravaged debuff. Extends the timer by 15s for mended, 30s for failing to mend.
Frank's Mix Tape: Successfully applying Deep Wounds grants a stacking movement speed bonus of 5% per application.
Filthy Blade: Moderately increases the amount of time required for Survivors to complete the Mend action. (3s for self-mend, 2s to being mended by another player.)
Cold Dirt: Considerably decreases the cool-down duration of Feral Frenzy. Using Cold-Dirt will remove the ability to chain hits in Killer Instinct to lower Fatigue cooldown. (1s)
Ultra Rare:
Iridescent Button: Feral Frenzy now acts as a basic attack. You can no longer chain hits, fatigue after every hit in Feral Frenzy, movement speed reduced to 4.4 m/s or 110% speed. The power gauge must be full before using your power again.
Fuming Mix Tape: The Feral Frenzy gauge no longer drains outside of chases. Upon entering a chase, Feral Frenzy and Killer Instinct will function like normal. 
Perks:
Discordance:  
1: Any time two or more Survivors are working on the same Generator that Generator's aura is highlighted in yellow for 10 seconds. 
2: Any time two or more Survivors are working on the same Generator that Generator's Aura is highlighted in yellow for 8 seconds.
3: Any time two or more Survivors are working on the same Generator that Generator's Aura is highlighted based on progress of said generator for 8 seconds. (White = 0-50%, yellow = 51-75%, red=76-99%.)
Mad Grit: No changes.
Iron Maiden: You open Lockers 30/40/50 % faster. 
Survivors who enter a locker will be trapped for 5/6/7 seconds
