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NOTCH ORIGINS VIOLENCE is the trauma of
hurting others, getting hurt, and
seeing others get hurt. It also
covers fear of death.
UNNATURAL checks are
triggered by things that shouldn’t
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everyone recognizes that
violence exists, Unnatural checks
don't attack your feeling of safety
-they attack your idea of the way
the universe works.

A sense of control is crucial for a
feeling of safety. When
challenged by HELPLESSNESS,
you can lose your ability to gauge
how "in control” of a situation you
are.

ISOLATION is a subtle danger: it
corroedes your sanity by denying
you input. When you harden
against isolation, you forget how to
conform to the expectations of
others; when you fail, you become
very needy.

SELF is your guilt and
self-loathing, and more. A major
stress is when you discover you're
not the person you thought you
were, breaking a promise or
standing idly while your values are
desecrated. Self measures your
trauma to your own reactions and
behavior.




