Hillbilly rework
- What are Billy's current strengths?
· high mobility / map pressure.
· Instant down power that also allows a bypass of certain perks when the survivor is healthy (resilience, dead hard, lucky break etc).
· Ability to curve around objects.
· Power can be used for faster breaking of pallets and doors.
· Snowball potential.
· Can make contesting camped hooks more dangerous for survivors.
	- How do these strengths fit into the current meta?
· Mobility allows contention of gens that non mobility killers struggle to patrol.
· Better slugging potential helps to slow down games (due to improved overall efficiency of survivor gameplay)
· Instadown power “can” help combat use of certain meta perks. (But this is limited to the survivor being healthy)
· Camping is required at times to build pressure; his power works well at this (assuming reassurance is not in play)
	- How will these strengths change with the new meta?
· (subject to PTB)
- What are Billy's current weaknesses?
· Can be difficult for new players to engage with.
· Suffers from map design and chainable loops.
· Inconsistent hitboxes.
	- Base kit weaknesses?
· Slow (movement speed when in power, slow recovery from missed swings).
· Hard to use against good survivors in loops.
· Curving without engravings on many loops is almost impossible.
· Overheat can be problematic due to his power being used for traversal as well as chase (subject to PTB)
· Once you commit to his power your ability to correct for survivor movement is limited (compared to bubba for example)
	- Addon weaknesses?
· Some addons (big buckle and pig house gloves) require you to actively disable your power to get value. There is no reason to use these.
· Most of his addons provide little value due to being extremely conditional (black grease), don’t really synergise well with his power (see aforementioned) or amplify Billy’s weaknesses that don’t offset the benefits (tuned carburetor, spiked boots). Addons like heavy clutch can potentially create a dependency that harms billy players who stop running it.
· Both iri addons do the same thing in real terms and these are lacklustre compared to other killers iri’s (weaker, blight, artist etc.). 
· These do not amplify Billy’s power and instead only provide niche value (such as sniping or stealthily repositioning).
	- What counterplay does billy suffer from most?
· Predropping pallets (outside of lopro).
· Curving has a lot of counterplay:
· Jumping into lockers on certain tiles.
· Breaking away from the loop.
· Predropping.
· Spinning away at the last moment / tucking into gaps.
· Crouch “tech” to exploit the hitbox.
· Requires the billy to know roughly where the survivor is likely to be and making the curve in the first place.
· Some objects are simply uncurvable due to their design.
· Dead Hard (if injured).
· More at risk of being spun out of his power compared to other killers.
· Hitbox can be manipulated into hitting objects like breakable doors or pallets over the survivor (same as bubba).
· Windows / vaults (can be mitigated with bamboozle/crowd control).
- Why is billy not played as much as other killers?
	- What barriers of entry does a new player face compared to other killers?
· Head bobbing during movement can be off putting for people, especially those who suffer motion sickness.
· Camera placement seems further forward than in the past, this is often why people take shadowborn to offset that. Can make using the chainsaw harder in certain places.
· Easier to achieve the same results with other killers.
· New killers have stronger powers, better addon viability.
	- Are there any accessibility issues associated with him?
· Motion sickness/bobbing movement (see above).
· Roar can be jarring each time you use his power.
· Saw is quite loud and be jarring, especially for players suffering tinnitus.
	- How does current billy compare to old billy?
· Weaker addons.
· Turning feels less fluid, old billy had smoother animation transition.
· Old collision hitboxes were far more forgiving.
- Why are engravings so popular on him?
· Fun factor – Curving with billy is enjoyable and has sufficient counterplay on the survivor side to promote engaging gameplay.
· Basekit isn’t fast enough to catch good players off guard in loops.
· Lack of addon viability.
	- Are they a mandatory addon due to a weak chase power?
· Yes – Most common addon combinations at mid to high levels of gameplay require doom to function (doom + lopro, doom + death, doom + punctured muffler, doom + carb)
· Hard to use his power in loops against good survivors, often forced to M1.
	- Does engraving dependency hurt billy?
· Yes – It stifles build diversity due to doom engravings being almost mandatory in most addon combinations.
· Death on its own does not provide a sufficient boost to speed to warrant running it independently.


	- How could the basekit be changed to accommodate this?
· Increase base sprinting speed by 10% (up to 10.12m/s from 9.2m/s).
· Changes to engravings would mean that billy is still as fast as current double engravings, but redistributes speed between base kit, death and doom. This would result in a buff to running death only, no change to running doom only and no change to running death / doom.
· Move the roar to when downing a survivor, not at the start of the sprint.
· Remove camera bobbing from movement and re-align where the camera is placed (slightly further back).
· Make Heavy Clutch basekit and give the addon a new effect to help with hitbox collision (see addon sheet for details).
	- How does changing the engravings affect billy?
· Promotes backrevving rather than using his power more aggressively to curve. Will limit the way of playing him.
· Shifts him into being a zoning killer due to lack of playstyle options.
· Makes him less fun play, gives less reason for new players to pick him up.
· Harder to use (both in public and competitive scenes).
· Hurts his traversal on top of the changes to how overheat functions while sprinting. Essentially a double nerf.	
- What changes could be made to less used addons?
· See attached addon rework document for full details.
- Map design and how does the current design trajectory impact Billy?
· Maps now contain a lot of filler obstacles and debris which actively harms billy’s traversal.
· Hitboxes do not seem consistent in relation to the tile / object themselves (elongated beyond the visuals).
· Maps now have more pallets on tiles which are larger and harder to play around (see Eyrie of Crows and Shattered Square).
· More interconnectable loops.
· Buildings have stronger windows on certain maps (see Haddonfield rework).
· Maps are larger (less impactful on billy due to his mobility, but with overheat changes this will still affect his heat gains).
- Concluding thoughts?
Billy is a well thought out and balanced killer in terms of his design philosophy, offering meaningful counterplay to the survivors as well as a dynamic and satisfying power to use. This is reflected by the communities that have formed around playing Billy and he is often the gold standard in custom events such as 1v1 tournaments ran by streamers/prominent players. The lack of viable addons though after his initial nerf has harmed him and left only a few options for people who main him to go against high level players. Curvebilly is arguably the most fun style of gameplay available to him and the engravings nerf effectively render this playstyle dead on many loops. We would strongly advocate not nerfing these directly and instead shifting the dependency similar to how rat liver was adjusted for Demo. The addon rework and base kit changes provided in these documents would help alleviate these issues. Many thanks for your considerations.
