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Dota 2 Bounty Hunter Guide

Mastering the Shadows: The Definitive Dota 2 Bounty
Hunter Guide

In the ever-evolving battleground of Dota 2, few heroes embody the thrill of the hunt
quite like Gondar, the Bounty Hunter. For years, this stealthy assassin has been a staple
of the competitive and pub meta, not necessarily for his ability to delete heroes in a
single combo, but for his unparalleled capacity to generate gold and map pressure.
Whether you are a seasoned veteran looking to refine your roamer or a new player
wanting to understand the art of disruption, a well-structured Dota 2 Bounty Hunter
Guide is essential. This article will walk you through every nuance of the hero, from the
laning stage to the late game,  ensuring you can maximize his  potential  to  tilt  the
economy in your team's favor.

Bounty Hunter is often misunderstood. Many players see the Jinada critical strike and
Track kill bounty and assume he is a hard carry. In reality, he is a tempo-setting initiator
and a space creator. His strength lies in making the enemy team terrified to farm alone,
while simultaneously setting his team up for massive gold swings. Let us dive deep into
the mechanics, strategies, and itemization that define this elusive hero.

Understanding Bounty Hunter's Abilities

Before stepping into the jungle or the safelane, you must understand the toolkit at your
disposal.  Bounty Hunter’s abilities are designed for harassment,  burst damage, and
vision control.

Shuriken Toss (Q)

This is Bounty Hunter's primary nuke. Shuriken Toss throws a magical shuriken that
bounces to Tracked targets. The key here is synergy. If you cast Track on an enemy,
your Shuriken will not only hit that target but will bounce to any other Tracked enemies
within range. This allows for significant multi-target damage during skirmishes and
team fights. The cast animation is snappy, making it a reliable tool for securing kills
from the fog of war.

Jinada (W)

Jinada is a passive ability that functions as a built-in critical strike and a slow. Every few
seconds, your next attack will deal bonus physical damage and slow the enemy's move
speed. This is your primary laning harassment tool and your gap-closer mechanism. The
slow allows you to get more attacks in or land a follow-up Shuriken Toss. In the early
game, a Jinada proc can take a quarter of a support's HP bar, zoning them out of

experience range.

Shadow Walk (E)

Arguably  the most  iconic  ability  in  the game,  Shadow Walk grants  Bounty  Hunter
invisibility and a burst of move speed. Breaking the invisibility with an attack deals
bonus damage, making it a strong initiation tool. This ability is not just for escaping; it is
for repositioning, scouting, and setting up kills. A common mistake is using it only for
survival. Use it to walk past enemy wards, place deep vision, or flank the enemy carry
during a creep wave push.

Track (R)

The ultimate ability, Track, is the backbone of the hero's identity. When cast on an
enemy, it reveals them, grants True Sight (meaning you can see invisible units), and
provides a massive move speed bonus to Bounty Hunter while moving toward the target.
Upon the enemy’s death, Bounty Hunter and all nearby allies receive a bounty of gold.
This ability scales directly into the late game, ensuring that even if you fall behind in
kills, a single team fight victory can catapult your team into a net worth lead. The vision
provided by Track is invaluable for preventing ganks and catching split pushers.

The Optimal Skill Build for Bounty Hunter

The  skill  build  for  Bounty  Hunter  is  surprisingly  flexible,  but  there  is  a  standard
approach that works in the majority of pubs and competitive games.

Level 1: Start with Jinada. The first creep wave is critical. A single Jinada hit on1.
the enemy offlaner often secures the lane equilibrium for your carry. The slow also
helps secure the first bounty rune or prevent a first blood escape.
Level 2: Take Shadow Walk. This gives you a "get out of jail free" card. You can2.
use it to de-ward the small camp or to rotate mid without being seen.
Level 3: Take a second point in Jinada. The damage and slow duration scale3.
reliably, increasing your kill threat.
Level 4: Take Shuriken Toss. By now, the laning stage is concluding, and you4.
need the nuke damage for securing ranged creeps and participating in skirmishes.
Level 5: Another point in Jinada.5.
Level 6: Unlock Track. This is your power spike. As soon as you have Track, your6.
job shifts from laning to roaming.

After level 6, the build becomes situational. Generally, maximum Jinada and Shuriken
Toss is standard, but if you are struggling to survive, a value point in Shadow Walk is
fine. The talent tree also offers flexibility. The level 10 talent for +25 movement speed is
generally superior for roaming, while the +75 Shuriken Toss damage is great for burst.



Item Builds: From Poverty to Riches

Itemization on Bounty Hunter revolves around two phases: the "poor man's" early game
and the "rich man's" late game. Despite being a gold generation hero, he needs specific
cheap items to function.

Starting Items

Tangoes and a Quelling Blade (if you plan to do some lane cutting or securing
last hits).
Orb of Venom: This is a core starting item. It stacks with the Jinada slow, making
it incredibly difficult for enemies to escape your harass.
Two Iron Branches or a Mantle of Intelligence for stats.
A Sentry Ward (always buy one to de-ward the lane).

Core Early Game Items

Phase Boots: The move speed and damage are crucial. Phase Boots allow you to
get in position for Jinada procs and chase down tracked targets. They have largely
replaced Power Treads due to the need for burst mobility over attack speed.
Orb of Corrosion: This item is incredible on Bounty Hunter. It provides armor,
mana regen, and an even stronger slow. It allows you to completely control the
movement of any hero you hit.
Magic Wand: Essential for mana management. You will be spamming Shuriken
Toss and Shadow Walk, and the burst health and mana can save your life.

Core Mid Game Items

Desolator: If you are having a great game, Desolator provides armor reduction
that makes your Jinada hits devastating. It also helps your team push towers faster
after a kill.
Black King Bar (BKB): Bounty Hunter is squishy. If the enemy team has stuns or
magic nukes, a BKB is non-negotiable. It allows you to run at the enemy backline
without being locked down.
Aghanim's Scepter: This is a game-changer. Aghanim's increases Track duration
and gives you a third charge of Shadow Walk. It also allows you to use Track to
break enemy items (like BKB or Linken's). The extra mobility is insane.

Late Game and Luxury Items

Silver Edge: This upgrades your Shadow Walk, providing a break effect. This is
crucial against heroes like Bristleback, Spectre, or Legion Commander.
Assault Cuirass: If your team is physical damage heavy, this provides armor and
attack speed.
Butterfly: For raw damage and evasion against right-click carries.
Nullifier: Great for locking down slippery supports who rely on items like Ghost
Scepter or Eul's Scepter.

It is vital to remember that Bounty Hunter is a utility/roaming hero first. Do not be
afraid to buy Glimmer Cape, Force Staff, or Lotus Orb if your team needs the save.

The gold you generate via Track means you can afford to buy support items while still
getting your core damage.

Laning Stage: Disruptor and Harasser

In the laning stage, your goal is not to farm the creeps. Your goal is to make the enemy
offlaner's life a living hell. You want to secure the safelane farm for your carry.

Position yourself in the trees or near the river entrance. When the enemy offlaner steps
up to deny a creep or contest a last hit, walk out and hit them with Jinada. The slow from
Jinada combined with your Orb of Venom means they will only get one attack off before
they have to retreat. Repeat this process. Every time Jinada is off cooldown, it is your
window to trade.

If the enemy offlaner is a strong dual lane (like Mars and Skywrath), your priority shifts
to survival. Use Shadow Walk to scout the runes and to place a ward that protects your
carry. Do not die for the sake of harass. A dead Bounty Hunter in the laning stage is a
disaster because you give up gold and experience.

At level 6, you should be looking for the first rotation. Tell your mid laner you are
coming. Use Shadow Walk to walk up to the enemy mid, cast Track, hit them with
Jinada, and then throw Shuriken Toss. The kill is almost guaranteed. Once you have a
kill, use the momentum to take the enemy's mid tower or to empower the offlane.

Mid Game: The Map is Your Domain

The mid game is where Bounty Hunter shines brightest. You are no longer a laner; you
are a map-wide threat. Your job is to constantly pressure the enemy cores as they try to
farm.

Here is the golden rule of the mid game: Do not show on the minimap. If the enemy
sees you, they know where to play safe. If they do not see you, they must play scared.
Use Shadow Walk to cut creep waves behind the enemy tower. If a support walks out to
pull the camp, jump them. If the enemy carry is farming a "dead lane" (a lane that is
pushed too far), run at them with Track.

Your ultimate is on a relatively short cooldown. Do not save it exclusively for kills. Use
Track on enemy heroes to give your team vision of their movement. If you see the enemy
Tidehunter walking into the smoke, you can warn your team to back off. The vision
advantage from Track is often more valuable than the gold.

Ward placement is also critical. You are the best de-warder in the game. Because you
are invisible, you can risk walking into the enemy jungle to place an observer ward on a
high ground cliff where enemy sentries are likely placed. This vision control allows your
team to make picks and take Roshan safely.
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Team Fights: Hit and Run

Bounty Hunter is not a front-line fighter. Do not stand next to your tank and trade blows.
In a team fight, you want to be on the periphery, looking for a key target to isolate.

Wait for the fight to break out. Once the enemy has committed their stuns and disables

onto your tank or your carry, that is your cue. Shadow Walk onto their support or their
squishy core (like Sniper or Drow Ranger). Cast Track, hit them with Jinada, and then
immediately Shuriken Toss. If they are low, they die. If they are not, you Shadow Walk
away and look for another angle.

Desolator is fantastic for this playstyle because the armor reduction benefits your


