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Abstract—In the competitive realm of tactical first-
person shooters, agent-based gameplay defines the
pacing, strategic variety, and psychological flow of
matches. While most agents in contemporary games like
Valorant focus on utility, recon, or brute force, few
explore emotional manipulation as a functional
mechanic. This research presents the design and
narrative framework of Raya, an original Initiator-class
agent who introduces fear-based disruption into
competitive FPS gameplay. Raya’s abilities are built
around psychological interference manipulating enemy
perception, reaction time, and combat confidence. By
integrating supernatural lore with vision-based
mechanics, Raya aims to shift how players interpret
spatial control and engagement pressure. Through this
case study, we investigate how emotion can be used not
only for immersion but also as a precise, mechanical
influence in player-versus-player design.

Index Terms—Game Design, Valorant, Fear Mechanics,
FPS, Raya, Psychological Gameplay, Agent Design Raya
the Harbinger of Fear: A Game Design Thesis

[. INTRODUCTION

In the world of tactical shooters, agents play a crucial
role in defining player experience. Valorant, a popular
hero-based FPS, has introduced diverse agents that
cater to different playstyles. However, few characters
tap into psychological warfare as a core gameplay
mechanic. This thesis explores the design of Raya, The
Harbinger of Fear, a new Initiator-class agent who
disrupts enemy coordination through vision
manipulation and fear-inducing abilities. Raya’s
unique mechanics, blending stealth, intelligence-
gathering, and psychological disruption, aim to
introduce a fresh playstyle that balances strategy and
aggression.

IJIRT 186836

II. CHARACTER CONCEPT AND LORE

Raya’s story begins in India, where he was once a
brilliant young scientist working in a prestigious
research facility. He was assigned to study an ancient
stone rumored to hold mysterious energy. During an
experiment, the stone reacted violently, causing an
explosion that embedded its power into Raya’s eyes.
Though injured, he gained an otherworldly sight,
allowing him to see beyond the visible spectrum.
However, the kingdom’s rulers saw him as a weapon
rather than a scientist. Raya was imprisoned and
subjected to inhumane experiments to unlock the full
potential of his newfound abilities. As he suffered, his
powers evolved, giving him the ability to instill
paralyzing fear in anyone who met his gaze. Raya was
no longer a researcher he was an experiment.

His salvation came from Viper, an experienced agent
who empathized with his suffering. She orchestrated
his escape, and together they fled to a hidden
sanctuary. Raya learned to control his abilities, relying
on his senses rather than his eyes. Now, he fights from
the shadows, only opening his eyes when absolutely
necessary for when he does, his enemies are reduced
to trembling prey.

III. AGENT STORY: RAYA

Raya, a brilliant young scientist from India, joined the
ranks of a renowned kingdom's
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research facility, filled with hope and ambition. His
intellect and dedication quickly made him an intern of
note, assigned to study a mysterious, ancient stone said
to hold unknown energies. But one fateful day, the
stone reacted violently to an experiment, releasing a
blinding explosion. The energy surged through Raya,
embedding itself in his eyes, leaving them injured but
imbued with an otherworldly power.

After the incident, Raya was no longer treated as a
scientist but as a subject of brutal experimentation

The kingdom's rulers, seeing potential in his new
powers, subjected him to painful tests and
confinement, pushing his abilities to their limits. He
found himself isolated, his visions haunted by a
newfound ability an energy within his eyes that could
invoke paralyzing fear in anyone who dared look upon
them. To his captors, he was a weapon in the making.

One night, he received unexpected help from Viper, an
experienced agent who knew the

pain of being treated as a mere tool. She had heard
whispers of Raya’s suffering and chose to help him
escape. In a daring escape, they fought their way out,
with Raya’s eyes sealed shut, relying only on his new
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senses to navigate through the darkness area. Under
her guidance, he began to control his powers, honing
his senses and learning to wield his ability without
harming himself or others. His eyes remained closed,
but his perception grew beyond vision; he could sense
everything around him with precision and clarity.

Now, Raya stands as an enigmatic force. When he
opens his eyes, those who see them are brought to their
knees, overcome by a sense of divine fear and
reverence, as if facing a god. He uses this power
cautiously, recognizing its destructive potential. Raya
remains hidden in the shadows, mastering his gifts,
ready to emerge when the world needs him

IV. GAMEPLAY MECHANICS AND ABILITIES

Raya’s kit is designed to gather intel, control enemy

movements, and disrupt engagements using his

supernatural sight. His abilities focus on revealing

enemies, immobilizing high-value targets, and causing

psychological distress.

(Q) Spectral Sight — Intel Gathering

® Description: Raya activates his eye power for a
few seconds, granting him spectral vision,
allowing him to see enemies through walls within
a limited range. These enemy positions are briefly
revealed on the mini-map for teammates.

® Usage: Best used before an engagement to reveal
enemy positions, especially in smoke-covered or
enclosed spaces.

(C) Eye of Dread — Single Target Disruption

® Description: Raya targets an enemy, ensnaring
them in spectral energy, which slows their
movement and induces fear. The affected player’s
screen darkens and shakes subtly, creating an
eerie effect. Teammates must destroy the snare to
free them.
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® Usage: Effective for isolating key opponents,
setting up ambushes, or delaying enemy
advances.

(E) Rift Step — Signature Ability (Mobility &

Positioning)

® Description: Raya teleports a short distance
within his line of sight, leaving a spectral
afterimage behind for a second. This ability
recharges after two kills and can store multiple
charges.

® Suggested Alternative Names: Spectral Shift, Veil
Step, Phantom Leap

® Usage: Allows Raya to reposition aggressively,
escape dangerous situations, or take unexpected
angles in fights.

(X) Divine Wrath — Ultimate Ability (Fear-Based
Crowd Control)
® Description: Raya opens his eyes, unleashing his
full power while uttering, “How dare you.” All
enemies within his line-of-sight experience:
a. Paralyzing fear, forcing them to drop to their
knees for a brief moment.
b. Distorted vision, making it difficult to aim.
c. Illusions of multiple Raya figures,
disorienting their perception of reality.
® Usage: This ultimate is a game-changing ability,
useful for retaking bomb sites, disrupting enemy
pushes, or forcing enemies into a defensive state.
® Suggested Alternative Names: The Abyssal Gaze,
Fear Incarnate

8.4.0 2
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V. PSYCHOLOGICAL IMPACT IN GAMEPLAY

Most Initiators in Valorant rely on flashbangs,
concussions, or recon scans to control engagements.
Raya, however, introduces a psychological aspect,
making players hesitate before peeking corners or
engaging in fights.
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® Fear Factor: The unsettling nature of his abilities
(screen distortions, movement hindrance) adds
emotional weight to engagements.

® Mind Games: Enemies may avoid direct fights
with Raya, creating openings for his teammates.

® Adaptability: His abilities allow both aggressive
and defensive playstyles, making him a versatile
pick.

Balancing & Counterplay

To prevent Raya from being overpowered, several

balancing mechanisms are in place:

® Abilities have clear counterplay (e.g., Eye of
Dread can be destroyed, Divine Wrath requires
direct line-of-sight).

® His Spectral Sight has a limited range, preventing
abuse of wall-hacks.

® Vulnerable to aggressive duelists like Jett and
Raze, who can rush him before he sets up abilities.

Compatibility with Other Agents

Raya’s abilities synergize well with several other

Valorant agents, creating powerful tactical

combinations:

® Vyse & Raya (Ultimate Synergy): Vyse’s
ultimate, Steel Garden, combined with Raya’s
Divine Wrath, creates an almost guaranteed win
scenario. When Vyse locks down an area with her
indestructible vines, enemies are forced to remain
in a confined space. Raya can then activate Divine
Wrath, making them drop their weapons and fall
into a state of disarray. This is perfect for pushing
into a site, defusing the spike, or regaining control
of a lost area.

® Breach & Raya (Disruption Duo): Breach’s
concussive abilities paired with Raya’s Eye of
Dread ensures that enemies are not only stunned
but also terrified, making it nearly impossible for
them to escape a push.
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® Omen & Raya (Stealth and Fear Tactics): Omen’s
smokes combined with Raya’s Spectral Sight
allow for perfect vision control. Raya can scan
through the darkness, giving teammates valuable
intel while enemies remain unaware.

® Viper & Raya (Toxic Terror): Viper’s poison
cloud can obscure vision, allowing Raya to
teleport unpredictably and set up Eye of Dread
traps. This forces enemies into highly unfavorable
engagements.

Future Nerfs

If Raya Becomes Overpowered If Raya proves too

powerful, these adjustments could help balance him:

1. Increase Cooldowns:

e Extend the cooldown time for Spectral Sight and
Eye of Dread to limit frequent usage.

e Reduce the number of stored charges for Rift Step
to prevent excessive repositioning.

2. Reduce Ultimate Effectiveness:

e Shorten the duration of Divine Wrath, so enemies
recover faster.

e Limit the number of illusions it creates, reducing
confusion for enemies.

e Remove the "drop to knees" effect and replace it
with a milder vision distortion.

3. Lower Vision-Based Abilities:

e Reduce the range of Spectral Sight to prevent
excessive intel gathering.

e Make revealed enemies visible only to Raya
instead of the whole team.

4. Increase Counterplay Options:

e Allow enemies to break Eye of Dread faster.

e Introduce a brief warning sound before Divine
Wrath activates, giving opponents a chance to
react.

5. Reduce Movement & Escape Potential:

e Increase the delay between teleport uses in Rift
Step to prevent excessive repositioning.

e Addashort animation delay when using Rift Step,
making it riskier in combat.

By implementing these nerfs, if necessary, Raya can

remain a balanced and strategic Initiator without

overwhelming gameplay dynamics.
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VI. DESIGN EVOLUTION OF RAYA

Early Design Concept

The early concept of Raya presented a more formal,
sleek aesthetic. Dressed in a fitted black suit with
gloves and sunglasses, this version of Raya projected
a confident, agent-like persona stylized and visually
sharp. His appearance communicated authority and
style, but lacked emotional depth. At this point in
development, Raya’s narrative focus leaned toward a
tactical agent rather than a fear-wielding, emotionally
complex scientist.

This design direction, while strong visually, did not
fully convey Raya’s internal struggle or psychological
impact on enemies, which are core to his gameplay and
story concept.

Final Design and Symbolism

The final design of Raya reflects a more grounded and
powerful symbolism. Wearing a plain black shirt,
slacks, and a tied black blindfold, this version
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embodies restraint, focus, and emotional control. The
blindfold symbolizes his mastery of inner vision he
does not need to see to perceive, and his fear-inducing
powers stem from within.

This stripped-down visual identity not only aligns with
his narrative arc (a betrayed scientist learning to
control his cursed powers), but also enables broader
player identification. His simple silhouette is easier to
cosplay, and his “Anyone Can Be Raya” message
turns him into a cultural symbol of quiet strength. The
evolution from stylish agent to blindfolded survivor
reflects both design maturity and a stronger connection
to Raya’s fantasy core fear as a weapon, not just a
feeling.

VII. CHARACTER DEMO

Raya's Reckoning

In the shadowed skies above a remote Indian jungle, a
sleek aircraft slices through turbulent clouds. Aboard
are Viper, Brimstone, Sage, and Omen elite operatives
on a classified mission. Their objective is simple yet
strange: retrieve a mysterious asset named Raya.
Without warning, enemy aircraft swarm from the
Kingdom. Alarms blare. The team braces. The plane is
hit, spinning into a desperate emergency landing near
the dense canopy below.

The agents spring into action as they hit the ground.
Viper launches toxic cascades, Brimstone rains down
firepower, Sage weaves protective barriers, and Omen
dances through the shadows each showing off their
unique battle styles. The clash intensifies, suspense
mounting with every blow. and then he winds changes.
A ripple of silence courses through the trees. Out of
the thick smoke and ruin emerges a lone figure: tall,
cloaked in black, face hidden by a blindfold. His
aura—a swirling black fog seeps across the jungle like
a living nightmare. He is calm. Too calm. Until a voice
echoes in his mind... a voice he knows all too well.
Raya stops cold. His lip’s part. “How dare you” The
air quakes as he tears off the blindfold. His eyes flare
open demonic power surging like an unleashed storm.
The earth groans, shadows whip, and Kingdom forces
drop to their knees, paralyzed by the sheer force.

But the power is too much. His allies rush to stop him.
Like the moment Neji lunges at Naruto, the team
intercepts with desperate timing trying to pull Raya
back from the brink.
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The scene fades in a thunderous crescendo, leaving
only the aftermath of chaos and the question: who or
what is Raya becoming?

IN ACTION

Scene 1: Gathering for the Mission

Setting: Inside a plane, flying from India.

Characters: Viper, Omen, Sage, Brimstone, and Raya.
Action: The team is briefed on the mission and the
importance of Raya's abilities.

Scene 2: Sky Assault

Setting: The plane is attacked by Kingdom's agents.
Action: Forced into an emergency landing, tension
mounts as they prepare for battle.

Scene 3: Battlefield Arrival

Setting: Jungle.

Action: Raya steps out, blindfolded, with a dark aura
emanating from his eyes.

Scene 4: Unleash of Power

Action: Raya removes his blindfold, revealing his
demonic eyes. He confronts his torturer, the enemy
who haunts him.

Scene 5: Climactic Showdown

Action: Raya's ultimate ability is unleashed. His team,
Viper, Omen, Sage, and Brimstone, try to stop him,
but he finishes off his tormentor.

VIII. CHARACTER STORYBOARD

Character Storybord

Introducing Raya: The Agent India Deserves and the
World Needs

Why Raya?

A Game-Changer for Riot Games
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Introducing Raya, an Indian character in Valorant,

offers multiple benefits for Riot Games:

e New Gameplay Mechanics Raya’s unique
abilities introduce fresh strategies, appealing to
both new and veteran players.

e Community Connection an Indian agent helps
players from India feel represented and
emotionally invested in the game.

e  Cultural Exposure Raya introduces global players
to Indian culture, enriching Valorant’s
storytelling and world-building.

e Expanding Market Reach Raya opens doors to a
growing South Asian player base, enabling
region-specific events and campaigns.

Smart Design. Massive Relatability.

Easy Cosplay and Fan Engagement

Raya’s all-black look shirt, pants, shoes, and signature
blindfold makes him highly relatable and cosplay
friendly. Fans can adopt his look with ease, amplifying
community involvement.

Marketing Concept: "Anyone Can Be Raya"

A campaign that shows everyday people in black attire
with a blindfold nearby at work, school, or on the street
illustrates the message: “Anyone can be a hero.
Anyone can be Raya.”This reinforces inclusivity and
personal empowerment.

Learning from Harbour: The Missed Opportunity
While Harbour was Riot’s first Indian agent, he didn’t
meet expectations:

e Initial Hype, Long-Term Decline Despite early
excitement, Harbour’s pick rate plummeted due to
weak utility and a kit that lacked versatility.

e  Community Feedback

a. Pickrates as low as 0.4% (Platinum) and 0.2%
(Radiant)

5 Decline in Harbour's Pick Rate Over Time

20

Pick Rate (%)
-
[

-
o

0 Launch 6 Months Later Current
Time Since Launch
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b. Players say: “Harbor ‘s kit feels good in theory,
but in solo queue or as the only controller, he just
can’t hold space the way others can.”

c. One post summarized it: “Feels disconnected
from actual gameplay needs.”

Raya’s Power Fantasy: What Players Crave

Tactical + Emotional Appeal

Players want abilities that feel powerful and intuitive.

Raya delivers:

e  Vision through Walls (Awareness Fantasy)

e  Teleportation (Mobility & Mastery Fantasy)

e Fear-Inducing Fields (Power & Psychological
Fantasy)

Tagline: “Play your mind, not just your gun.”

Synergy with Other Agents

Raya is an Initiator that amplifies team dynamics, not

just fills a role:

e  With Breach: Dual stun + fear = unstoppable site
entry

e With Fade: Trail + fear zone = map-wide
suppression

e With Viper: Vision denial + fear = complete
control

Agent A + Raya = Enhanced Crowd Control

Tactical Duo Strategy: Raya and Vyse

How Their Ultimates Work Together

Raya and Vyse can create a powerful combination
when they use their ultimates together. Raya’s
ultimate causes enemies to see blurry vision and
multiple copies of him, making them confused and
scared. Vyse’s ultimate, called Steel Garden, spreads
metal thorns across the map and stops enemies from
firing their main weapons if they are caught inside it.
Together, this creates a strong combo:

Vyse stops enemies from shooting.

Raya makes them panic and lose focus.

This gives the team a big advantage to enter a site or
defend a round.

When to Use Their Combo

Site Control: Vyse can first block an area with her
thorns. Then, Raya can activate his fear ability on
enemies stuck inside it. They cannot shoot or see
properly, making it easy to push or hold the site.
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Post-Plant or Retake: This combo is very useful after
planting the spike or when trying to retake a site. The
enemies will have trouble defending or retaking
because they are jammed and scared at the same time.
Team Coordination: This strategy encourages players
to think smart and use teamwork, not just aim. It
rewards good timing and planning.

Why It Works in Game Design

This duo is fun to watch and strong in gameplay. Vyse
and Raya do not rely only on damage they control the
enemy’s ability to fight. Raya controls the mind. Vyse
controls the weapons. This makes them useful in high-
pressure rounds without feeling unfair, because both
abilities have a delay and can be countered if timed
well.

Raya’s Synergy with Other Agents

Raya’s toolkit is designed for psychological pressure,
trap control, and tactical repositioning. His abilities
naturally complement agents with strong map
presence, entry utility, or area denial. Below is a
breakdown of how Raya enhances synergy with key
agents in Valorant:

* Tejo — Distraction + Trap Combo

Tejo’s loud entry or clone-style misdirection can force
enemies to look away or reposition, allowing Raya’s
Trap of Eye to land more easily. Tejo distracts; Raya
disables.

» Waylay — Smoke + Fear Control

Waylay’s smokes and vision blockers help conceal
Raya’s teleportation and surprise traps. When enemies
are funneled through smokes, Raya can activate his
fear ultimate to lock down movement and visibility at
once.

* Clove — Revive + Setup Timing

Clove’s revive ability can bait enemy positioning.
Raya can then use his sight or teleport to punish
distracted players. Together, they make a strong
support/initiator pair that can reset fights and force
enemies into dangerous traps.

» Neon — Fast Entry + Rear Pressure

Neon’s high-speed entry can scatter defenders. Raya
can teleport behind or to the side, capitalizing on that
chaos. When Neon enters, Raya locks the escape path
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or finishes off stunned players with precise fear
placement.

* Brimstone — Orb Control + Fear Execution
Brimstone’s molotov and smoke combo is ideal for
zoning enemies into tight corners. Raya can then
activate his ultimate to catch grouped targets who are
already suppressed by utility. This pairing is powerful
during retakes and post-plant setups.

Why Raya Defines the Next-Gen Initiator

In the evolving meta of Valorant, Initiators are
expected to do more than just set up plays they must
adapt to fast-paced encounters, provide team-wide
value, and possess high clutch potential. Raya isn’t
just a new agent; he sets a new standard for what an
Initiator can be.

Intelligence Reimagined

Most Initiators provide recon through projectiles,

scans, or sound cues. Raya goes a step further:

e Spectral Sight (Q) gives direct wall-vision of
enemies within range and marks them on the
mini-map.

e It offers real-time intel, especially valuable in
smoke-heavy maps or tight corners without
relying on deployables or line-ups.

Raya reads the battlefield like no other.

Disruption with Purpose

Raya's kit doesn’t just pressure it disables:

e Eye of Dread (C) immobilizes and terrifies a
single enemy, darkening their screen and shaking
their perspective.

e Teammates must intervene to free the snared
player, creating dramatic save-or-abandon
moments.

Compare this with Harbor's slow-focused zoning;

Raya creates psychological warfare, not just utility

spam.

Mobility Meets Mind Games

Raya is the first Initiator with a self-teleport mobility

tool:

e Rift Step (E) lets him blink to a new position
within his line of sight, while leaving behind a
spectral afterimage.
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Unlike Breach or Fade who rely on teammates or
line control, Raya can outplay or escape solo.

This allows for clutch plays, unexpected angles, and
unmatched vertical/horizontal repositioning.

Ultimate That Shakes the Soul
Divine Wrath (X) is more than an area-denial tool it's
an experience:

Forces enemies to drop to their knees, suffer
visual hallucinations, and lose aiming stability.
Creates chaotic illusions of multiple Raya clones,
overwhelming awareness and strategy.

Where other agents merely concuss or flash, Raya’s
ultimate stuns both the screen and the mind.

Synergy and Versatility

Raya enhances both structured and chaotic playstyles:

Combo Potential: Pair his Eye of Dread with
Breach stuns, Viper walls, or Fade traces for
devastating crowd control.

Role Flexibility: Initiate early, flank mid-round,
or anchor retakes Raya adapts to any phase.

Whether it’s a tactical squad push or a last-player
clutch, Raya fits in without needing to fit in.

Compared to the Field
Agent Intel Disruption Mobility Psychological Edge Vgrvs'?';?llilty
‘ Raya ” Direct Vision H Targeted Fear H Teleportation H High ” ‘
| Breach ” 1. Flashes || Stuns || X || X ” |
‘ Fade ” Haunt H Prowlers H X H i Slightly ” ‘
‘ Sova ” Recon Bolt H Shock Arrows H X H X ” ‘

Final Word: The Next Evolution
“Raya doesn’t play like an Initiator he initiates a new

€ra

tR)

He combines:

Controller-level vision
Duelist-grade movement
Initiator-grade synergy
Unique psychological control

Raya is not just the next Indian agent or the next
Initiator. He’s the next leap forward in agent design.

The Indian Gaming Boom

Number of Gamers (in millions)
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Player Base: From 280M in 2020 to 590M in
2024, with 148M paid gamers.

Revenue: Market grew to $3.8B (2024), projected
to hit $9.2B by 2029.

Growth of Gamers in India (2020-2024)

2020 2022

Year

2024

Genre Focus: Shooting games dominate with a
market share of $2.78B, growing at 12.8%
CAGR.

Raya isn’t just tapping into a cultural niche he’s
positioned within one of the fastest-growing gaming
markets globally.

Raya = Identity + Strategy + Business Impact

Score {out of 5)
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Marketable Design Easy to recognize, cosplay,
and promote (Dark visuals + myth-inspired fear
abilities)

Cultural Relevance Raya embodies psychological
symbolism (blindfold = inner vision, fear =
power)

High Engagement Potential A flexible toolkit that
satisfies  mastery,
coordination

autonomy, and team

Raya vs Harbour: Fantasy Appeal & Meta Utility

mmm Fantasy Appeal
Meta Utility

Harbour Raya

Agents
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IX. CONCLUSION

Raya offers a unique take on the Initiator role,
blending fear mechanics with tactical gameplay. His
abilities force enemies to play cautiously, adding a
fresh layer of psychological strategy to team fights. By
combining strong lore, innovative abilities, and
psychological disruption, Raya could redefine how
Initiators function in tactical FPS games.

This research explores the design potential of fear-
based gameplay mechanics and how they can enhance
player engagement and strategy. Future research could
delve into Al-driven enemy responses and how fear
alters player decision-making in competitive settings.
"Raya isn’t just a new agent he’s a new standard.
“Choose the character that empowers gameplay,
identity, and community. Choose Raya.

Author’s Note:

All Character designs, including the early and final
visual representations of Raya presented in this paper,
were created by the author as part of the original
research and development process. These designs
reflect the author’s personal artistic exploration of
character identity and marketing relatability within the
game design framework.
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