
Isolation

You’ll pick up Isolation when you reach out to people only to real-
ize that you’re alone. At first you may accept it or even valorize it, but
eventually you’ll realize that you need to turn to somebody else for help.

○ 1: You are not alone. You’re not lost. You’re not messed up.
Are you? (+1 MP)

You’re drifting a little bit apart from everyone…

○ 2: Sometimes you think people don’t really get you.
Like, you’re not there; like, you don’t matter; like, you’re a
ghost.

○ 3: You’re surrounded by beautiful people. Beautiful things.
And then there’s you.
It’s stupid, isn’t it? To feel so insecure. But you’re just not cool.
Not like them. (+1 MP)

○ 4: You can’t handle everything alone. You’re going to have
to be a burden to someone. Dang it.
The HG will give you an opportunity to reach out…

Just hit level 4? OK.
Something bad is about to happen.
You’ve been pulling away. You realize that. You’ve let yourself get more and

more separated from the world.
Tell the HG who you most want to protect—which of the PCs and important

NPCs you’ve been trying hardest not to burden. Tell the HG who you most don’t
want to hurt or burden; and that that’s why, that not burdening them is why, you
sometimes choose to bear things alone.

Then admit to the HG, “But I’m going to have to bother someone. I can’t do
this on my own.”

The HG will arrange a scene, soon, where you’re stuck—where there’s such a
good excuse to ask one of them, to reach out to them, to talk to them, that if you
don’t, you’ll have to admit you’re too screwed up for words. If it’s not obvious, the
HG’ll even tell you when it’s that scene.

Tell the HG that.
“You’re going to have to set something up where it’s pretty much obvious that

I should talk to them, ask them, burden one of them, or whatever. And make sure
that I know.”

It’s so embarrassing!

Once you reach out, the HG can close out the Issue & you earn 4 bonus XP +
1 MP …or they can tell you that it’s not that easy. That something much

bigger than you thought was wrong.

○ 5: You are lost, until a miracle comes. (+1 MP)
It wasn’t like you thought.
This situation—it wasn’t like you thought. It was a lot worse, maybe, and

maybe in some ways better. If you’ve hit Isolation 5, that means that you weren’t
just being neurotic when you isolated yourself. Either you’ve been deceived, be-
trayed, and the people around you weren’t who you thought they were—or you’re
under some kind of magical effect or curse, something that’s dragging you away
from everybody.

You reach out to someone, and they don’t answer you, and there’s this terrifying
emptiness in their expression or in the way you feel.

To fix it would take a miracle; it lasts until there’s a miracle, until someone or
something reaches down into your life, all unexpectedly, and saves you—or until
the breaks between sessions whittle down your Isolation Issue to something reason-
able, I suppose.

When a miracle breaks through your emptiness, the HG closes out the Issue
& you earn 4 bonus XP + 1 MP.


