Threshold Victoria: Invasion


Ravaan

King of Demons

Background

You are a great and fearsome King, the mightiest Demon who has ever lived!  Because of the obedience that you compelled from each of the gods, none has dared to challenge your reign, and you have brought many kingdoms low before you, devouring their subjects and demanding great sacrifices.

Because of your magnificent power, you never anticipated that a mere human might stand against you.  But Prince Amurti of the Royal House of Manvendra was fated to bring you low.  You did not realize until too late that he was an incarnation of Lord Narayana, the Creator of All; and so you laughed when he challenged you to single combat.

But before you could so much as blink your terror-inspiring dark eyes, he planted an arrow in each of them and called upon the blessing of the Holy Princess to paralyze you.  He chopped off your head and escaped before you could follow.  Though a mere decapitation is hardly enough to stop one such as you, it’s certainly an inconvenience, and your power will not be at its greatest until you have recovered it.

Accordingly, you had your Demon servants track the Prince to the far-distant city Victoria, where you have now arrived.  It seems an interesting enough locale, though its military might is not especially notable.  You should be able to conquer it with a mere wave of your hand before returning home, once you have retrieved your head from whoever currently possesses it.

People You Know

[Blank Nametag] (Adam Kenney’s NPC) – One of your most powerful subjects.  You’re not certain what business it has here, but you’re sure that it and you are working towards the same end, so you should leave it to its pursuits.

(Santo’s PC) – The body of Prince Amurti!  You can sense, however, that his spirit does not dwell within it.  Indeed, it would seem that a demon has taken up residence.  Oh, the delicious irony of compelling him to aid you in recovering your head, which he himself removed…

Character Name: Ravaan
Traits:
Bloody, Dark, Dead, Horror, Wealthy

Motivations

1.
Recover my stolen head.

2.
Make Prince Amurti and all whom he holds dear suffer.

3.
Make Victoria submit to my rule, as so many other hands have done.

	        Body:
6

        Mind:
3

        Soul:
4

        Power:
5
	Origin:

Demon King

Occupations:
Demolitionist 1, Leader 3, Scoundrel 2, Spiritualist 3

Offices:



Properties And Flaws

Property: King Of Demons – When speaking with any character one-on-one, you may ask whether he/she possesses the “Horror” Trait (once per character).  Furthermore, you may initiate challenges of any kind against Queen Victoria.

Property: I’m In Command Here - No effect of any kind from the Leader Occupation (“Assist Me”, “I Insist”, “Join The Team”, “Who’s In Charge Here?”, “Bend To My Will”, “Controlling Interest”) may be used upon you unless you allow it.  An effect that you do not allow simply fails; its cost is still expended, unless it is a One Use Ability, in which case the user simply takes the Ability back.

Property: Remorseless - You may never be made to regret or feel bad about anything that you do, although you may pretend to.  Abilities that would work by causing you regret simply fail against you.

Property: Power (5) - You effectively have a fourth attribute, Power, at a level equal to your level of this Property.  You start the session at full Power, though you may not Recover it except as indicated by special Recoveries.  You may spend points of Power as though they were points of any attribute.

Flaw: Headless – You may not initiate Notice challenges, nor speak in a loud or unmuffled tone, nor use any powers with an * next to them, until you have recovered your head.  You may ask any character at any time whether he/she is carrying your head, as you can sense its presence.

Flaw: I’m A Leader, Not A Follower - Whenever you do something that someone else commands you to do, whether willingly or otherwise, you lose a point of Soul if you have one.

Flaw: Unbridled Arrogance - You may never heed the suggestions of your followers for fear of being seen as weak or manipulated.

Flaw: Cad (2) - You are at a -1 penalty in all Social challenges for each level of Cad, whether assisting or as a main participant.  You may not buy this Flaw higher than your lowest attribute.

Abilities And Attacks

Ability: Peerless Warrior [body] (No Challenge) – You may activate this Ability in an Initiative or Body Combat challenge to add +1 to your personal total for each opponent you are facing.  Once per challenge (for a maximum of twice per combat).

* Ability: Demon’s Breath [body] (Body vs. Body Challenge) – If successful, the target character is swept from the Location by a foul exhalation, and may not re-enter it for (your Body attribute) minutes.

Ability: Heat Wave [body] (No Challenge) - Everyone within five feet of you must back away to at least this distance as you radiate excessive warmth.  This lasts up to (your Body) minutes, during which you may not be targeted by Body Abilities, nor may anyone initiate combat against you.  You may initiate combat and move around within the Location, but that’s all.

Ability: Ominous Presence [body] (Body vs. Mind Challenge) – If successful, your target is cowed by your intimidating mien.  He/she may not initiate combat against you until you have left this Location, and is at a –2 penalty to all Ability challenges that he/she initiates against you for the remainder of the session.

Ability: Threats And Promises [body] (Body vs. Mind Challenge) – If successful, the target is convinced of a threat that you are making against him/her (i.e. “uh oh, if I betray him he really will kill me!”).

One Use: Regeneration (No Challenge) – Remove all Body effects currently affecting you.

One Use: Dread Gaze (Requires Mind Or Soul Combat) - When you have defeated someone in Mind or Soul combat, you may activate this Ability instead of using an Attack to give him/her the additional temporary Motivation “Don’t anger <your name>” for (higher of base Mind and Soul) sessions, including the current one.

Attack: Demonic Doppelganger (Soul) – Your opponent becomes one of your infernal servants!  He/she gains the “Bloody,” “Dark,” and “Horror” Traits, and must obey your commands, until this effect is cured.

* Attack: Demon’s Gaze (Mind) – The base Mind attribute of an opponent of your choice is reduced by one for the remainder of the session, or until healed.  If this reduces his/her Mind to zero, he/she is killed, and a GM should be found.

Attack: Forward!  To Victory! (Body) - Each other person on your side of the combat may use a Body Attack on one of your enemies, in an order that you dictate.  No enemy may have more than one Attack used on him/her, so some of your allies may not be able to use an Attack.  You must dictate order without input from your allies; if a person does not possess a Body Attack, he/she simply passes.

Attack: You Dare Disturb A Speaker For The Dead? (Mind) – Convince your target that a horrible curse has been placed upon him/her.  He/she thinks that he/she must complete a task that you set for him/her, or something unspeakably terrible will happen!

Recoveries

Recovery: Reheaded – When you retrieve your head and put it on (wearing the prop’s mask), Recover all of your attributes to full.

Recovery: Splendid Assistance – Whenever at least one of your followers helps you win a combat by contributing to your total, Recover a point of Body.

Recovery: Gathering Strength - Recover a point of Power when you would otherwise Recover an attribute that is currently full.

Influence And Modifiers

Influence: Wealth (3)

Influence: Demons (5)

Modifier: Demons → Compel The Underling – You may expend a point of Influence: Demons to tell someone that if he/she currently has the “Horror” Trait, he/she must follow the spirit of your commands to the best of his/her ability for the rest of the session (at which point this compulsion vanishes).

Influence: Followers (2)

Modifier: Followers → Be Strong - You may expend a point of Influence: Followers to allow one of your followers to Recover two points in any combination of attributes.

Influence: Command (2)

Modifier: Command → Who’s In Charge Here? - You may expend a point of Influence: Command to force a player to tell you whom (if anyone) his/her character considers his/her direct superior.

Influence: Willpower (1)

Willpower → Indomitable Will - You may expend a point of Influence: Willpower to ignore a Mind effect that has been imposed on you for up to one hour per point spent.

Influence: Fear (2)

Modifier: Fear → Things Better Left Unspoken – You may expend a point of Influence: Fear and say something ominous and terrifying to cause a target to be afraid of you for the next hour.  He/she may not initiate or assist in combat against you during that time.  If he/she has the "Dark" Trait, the duration of this effect is halved.

