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It was impossible, Kate found, to sell her 
home. The master bedroom’s closet opened 
still into an old and wild land.

— from The Hook, by Kirsten Dowell

Basics

You can think of Glitch as a kind of improv ethical 
philosophy and comedy jam session held around the table, 
or over Internet chat, sometimes, for you and a selection 
of friends. It’s mostly just words, just people talking, 
except for the cards and books that you’ll all be awkwardly 
shuffling. It’s mostly just conversation and laughter. But 
out of it hopefully will emerge stories and reflections that 
you’ll remember for quite a long time.

Here’s how it works.

Glitch is a Storytelling Game
The central axis that Glitch revolves around is the story of 
the campaign. This is also the story of the pcs’ lives. Playing 
the game is building that story and commenting on that 
story. You can do this from deep within the character’s 
skin, or from a conceptual, authorial level, or from the 
perspective of the audience, or while buried in outlines and 
notes—but that’s what you’re doing in play.

Glitch is a Co-operative Game
The story that you build in play isn’t any one player’s story. 
You won’t be able to predict it. For all that every player 
has control over one character and their character arc, 
and the gm has “control” over everything else, the actual 
result of play is a chaotic brew of ideas constantly refining 
themselves in unexpected directions as they bounce off of 
one another. 

In Glitch, the other players will do and think things that 
you never expected. In fact, as soon as they start engaging 
with and paying attention to what you’re doing, you may 
find that you’re doing things you never expected as well.

Glitch is a Messy and Meandering Game
The story that you tell is not going to be perfect. Almost no 
one can tell a technically perfect story in real time. Telling 
one as a group makes it orders of magnitude harder. 

Character “voices” will be uneven. Plot points will be 
misused or forgotten. The story focus will wander around.

It’s best just to live with that chaos. To enjoy it. To 
accept it.

The most important thing is for people to have fun, 
and the second most important thing is for the story to 
keep moving forward until it can reach a point of eventual 
closure. Precision and craft are a tertiary goal, and sharp 
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focus is a far distant fourth. 
It’s not as if you’re contractually obligated to turn in a 

perfectly crafted story when the campaign has come to 
an end, after all. ... and if somehow you are, well, that’s 
what editing’s for.

... But, There are Rules
Creativity is born from boundaries. Letting other people 
set those boundaries (e.g., this book; e.g., the gm) isn’t 
always the right artistic move—but the boundaries have 
to exist. A blank page is the enemy of inspiration; even 
more so, the illimited void.

You will find much ambiguity in these pages. Are you 
meant to agree that the world is wrong, and if so ... which 
world? How can one interpret today’s events through 
Glitch’s lens? What can a given Strategist, with a given 
bane, do with the powers found in Wyrd and Lore? With 
a given dream-of-self, what can they do with Eide?

What is the prosaic dream? Are angels good? Are the 
Lords of Rule? 

For that matter, are the Fallen?
All these questions have answers, but the answers are 

semantically ambiguous. You will need to sort out much 
of the meaning here for yourself, and that meaning will 
evolve in play.

This game is arguably surreal. What it is not, however, 
is nihilistic, anti-real, or unmoored from meaning. At any 
given moment, there will be things that a pc can do, and 
things a pc can’t do, and things a pc can only do at a 
given price. There will be choices a player can make, and 
choices that they are not technically allowed to make, 
not without the permission of another player or the gm. 
There will the things the gm can say that will build trust 
in the world and the story, that will deepen the richness 
of the game ... and things that they are technically allowed 
to say but which will only bring that accumulated trust 
to ruin.

This is not a game of telling whatever story you wish 
to tell. Had these pages been blank, perhaps it would 
have been; or if you have found a misprinted version of 
this book, where they all are, perhaps it is. But as things 
are ... this is a game of telling a story constrained by the 
rules that are found within.

What You Do
The game begins when one player has a vision of a part of 
Creation and Nınuan—a place or context—that they see 
as worth exploring in the game. Something beautiful and 
terrible, frightening and wondrous, deeply mysterious, 
or, at least, sufficiently engaging to hold the players’ 
attention through the game.

This can be “all of it,” if they like the vision of Creation 
and Nınuan through all these pages.

It can be a portion thereof, if they need more specificity 
to ground their dream.

That player dreams up a central mystery to serve as the 
heart of the game, or, they commit to creating a series of 
smaller mysteries. 

When they have done these things, they may take up 
the mantle of “Game Master,” or gm, and invite one or 
more additional players to join the game.

Each invited player then creates a player character or 
pc—one of the story’s protagonists—using the game’s 
rules. In play, they will decide what their pcs do and 
describe those actions to the others. This is their principal 
role in the game.

In addition to the protagonists, most stories include 
antagonists, sidekicks, romantic interests, contacts, allies, 
and innocent bystanders. Usually, the gm decides what 
these non-player characters (npcs) do. The gm also 
generally oversees events in the world and describes the 
setting of the story. Sometimes, when a player’s pc is 
absent during a major scene, the gm gives the player an 
npc to play. This lets them remain an active part of the 
game.

Sometimes, the players are in character, or ic. They 
describe their character’s actions in a precise, low-level 
fashion and literally speak the words their character says. 
The Game Master describes the world and events therein 
at the same precise level, as well as speaking for the npcs. 

Other times, the players are out of character, or ooc. 
Rather than playing out the events in their pcs’ lives, they 
discuss them, as players, from an external perspective. 
This includes kibitzing while others play (something 
some groups enjoy and others discourage); discussing 
their pcs’ plans and activities in broad strokes that allow 
days or weeks to pass for their pcs in a few minutes of 
real time; and taking care of player business like ordering 
food and cleaning the play area.

An Example of ic Play 
Ciara Joins the Chancery
Featuring Ciara Bennewick, as played by Heather 
Sullivan; Tassilo Caucoense, as played by Edward Jordan; 
Liutgarde Payne, as played by Diane Firth; and Madeline 
Rush, the gm, as herself.

tassilo: So I don’t know. It’s been a rough ... how long 
has it been since our last meeting?
liutgarde: I think seventeen hours.
tassilo: It’s been a rough seventeen hours and eight 
minutes. I’ve lost two jobs, three girlfriends, and nearly 
died fourteen times.
liutgarde: But just fourteen?
tassilo: Yeah, I know, it’s actually getting a little bit 
better.

[There’s a knocking noise, as Heather taps on the table.]

tassilo: ... eh?
ciara: Hello?
tassilo: Who are you? How did you get this number?
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ciara: ... we are in person ...
tassilo: my question remains!
ciara: Is this the Chancery?
liutgarde, curious: It is.
ciara: I, uh ... I think ...
tassilo, sotto voce: She’s going to attack us. Get ready.
ciara: I think I need you guys’ help.

An Example of ooc Play 
Not long after
gm: So, where are you guys actually doing this, anyway?
edward: what, the meeting?
gm: Yeah.
edward: I assumed it was in Tassilo’s apartment, honestly. 
There’s totally enough room for two whole people to sit 
and talk and maybe even have the refrigerator open at 
the same time.
gm: And three?
edward: Well, I mean, if she kind of stands on the stairs?
ciara: ... can we talk somewhere else?

The Setting
The high concept for the world of Glitch is generally the 
same in every game.

In the beginning, there was the void. There was 
Ninuan. Into that void, and from that void, was born 
the world, and the world was a screaming wrong against 
the void.

The world differentiated itself.
It became a thing of many parts. God-like beings 

arose, governing sets of concepts: the Imperators. In 
arising, they bound those concepts with iron bands of 
law.

They looked out onto the void and they were afraid.
Because they were afraid, the void was full of monsters. 

They conjured up these monsters with their fear. They 
cast the void into the image of their nightmare, and from 
that nightmare rose the Host of the Excrucians. Even 
the remnants of the void within Creation took that shape.

Thus began the War.
Even as the War spread through it, the world continued 

to be wrong. It continued to be broken. Sometimes 
people would discover that. They’d encounter the Glitch. 
Then they’d break too. 

If they were very, very lucky, though, they’d find a 
way past that. They’d find a way not to become eternal 
puppets of that brokenness, endlessly recapitulating the 
horror of their infection.

That way was to embrace the void:
To awaken the part of them that predated Creation. 

The part of them that has always been a lingering legacy, 
in the world, of what came before. The part of them that 
has always been an enemy of the world: a warleader of 
Nınuan.

They’d become one of the Militares, the Strategists, 
the qistja and the annuja. They’d join their brethren of 
the Host and fight to end the world.

That was what the protagonists of this game were 
all about. That was what they were doing ... until they 
stopped.

Now they don’t really have a purpose any longer. 
They’re just members of the Chancery. The Riders’ 
Abstinence Society.

The ones who stopped.

Character Creation
The Bane
To create a character, each player must first decide their 
Strategist’s bane: the thing that is killing them. Often 
this is chosen well before they figure out how it’s killing 
them or what the glitch was that caused it to start killing 
them. A player with a cat in their lap might decide that 
their Strategist’s bane is cats. A player who wants to focus 
on the theme of time might decide that their Strategist’s 
bane is time, or “hours.” A player who’s just learned that 
horrific slavery is endemic in the chocolate industry 
might make a Strategist who is dying of chocolate. 

Afterwards, they develop a theory of how this works:
The character loves cats, and cats are drawn to them. 

Too many cats. Cats upon cats. Eventually they are 
always crushed alive.

Or, each time a nearby clock ticks over an hour, all the 
clocks in the Strategist’s vicinity synchronize and they 
get this twinge of pain. Which gets worse and worse as 
their infection deepens until all it takes is tick tick tick 
and they’re convulsing in agony on the floor.

Or, they visited a chocolate factory when they were 
young. They ate a problematic chocolate. If you listen, 
you can hear the chorus singing about it even now. Now 
they are turning into chocolate, very slowly. It is very 
good chocolate. It is very hard for them not to nibble. 
Just a little. They already bite their nails...

In play, the progress of this sickness will be tracked 
by the Infection trait (pg. XX). Unless the gm explicitly 

From the beginning the world has committed aggravated 
interpretation unto the void. It began in the instant it sprang 
into existence and it has never truly stopped. Fold upon fold, 
nuance upon nuance, it has grown ever richer in its concep-
tion. It has made a tapestry of it, woven endlessly, labori-
ously, in all its byzantine and beautiful detail.

Against the weight of this the void has no defense. Its own 
interpretations crumble.

Perception, is violence.

— from Our Game of Masks, by Hartmut Aedean
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 “You ... have created me?” it asked. It stared uncertainly up 
at its maker’s face.

“That’s right,” he said. His eyebrows twitched with glee. 
“Fear me! Praise me! Behold the wonder! For I have brought 
you LIFE.”

It frowned. It looked down. It twisted its toe. “But,” it 
said. “But, that was a mistake.”

— from Pantheon, by Anita Burford

decides on a different value, this trait begins at 1.
After choosing a bane and developing a theory of their 

pc’s sickness, the player may stop to create a full concept 
and name. Or, they may proceed to spending points.

Attributes
The player receives 25 points with which to build their 
character. There are four divine attributes and one 
mundane attribute at the heart of their character 
concept. These are rated from 0 to 7. Increasing a divine 
attribute costs two points per level; increasing the 
mundane attribute, Ability, costs three points per level.

These attributes are:

Eide
2 points per level
This divine attribute is the narrative weight of the 
character’s self-image. The higher the rating, the more 
themselves the character is, even at the expense of the laws 
of the world: their personality grows more forceful, their 
talents grow more exaggerated and cinematic, and they 
can get away with more extreme in-character plans. 

Flore
2 points per level
This divine attribute measures the strength of the 
character’s emotional connections in Creation. The 
higher the rating, the more the character can empower 
the Creational treasures that they hold ... and the more 
compromised by those treasures they have become.

Lore
2 points per level
This divine attribute measures the depth of the character’s 
understanding of Nınuan. Notably, at Lore 0, even 
perceiving Nınuan is effortful. 

The core work of Lore is to hunt and bind Arcana, 
alien treasures of the Beyond, but it is also useful in 
grasping the ungraspable, navigating the unnavigable, 
investigating the ineffable, and in working strange and 
mystic arts. 

Wyrd
2 points per level
This divine attribute represents a character’s deep 
attunement to the undercurrents of their self. It allows 
the character to wield the power of unbeing—and, more 
generally, as a creature of the Not, to resist, corrode, and 
unmake the mortal world.

Ability
3 points per level
Finally, this mundane attribute is the character’s basic 
ability to cope and function. 

Miscellaneous Purchases
Players can also make the following miscellaneous 
purchases:

Bonds
1 point each
Each Bond is a subjective law of the character’s nature—
think, for instance, of the scorpion’s law that “I must 
sting the frog.” Each grants a bonus “Technique” (such as 
the scorpion’s venom): a power set, to be used with Eide.

Bonds are flexible and player-driven, but their impact 
on clashes between powered beings is somewhat limited. 
They are most efficient for characters with a strong Eide 
and a weaker Lore.

Geasa
1 point each
Each Geas is an objective law of the character’s nature—
think of light’s law that “I can’t be outraced.” They are 
self-invoking: they wield an intrinsic divine power to 
make their law come true.

Geasa are interpreted by the gm—the player decides 
what the Geas is supposed to be, but after that, its 
function is no longer in their hands. Compared to Bonds, 
Geasa are stronger, scarier, and easier to bring into play, 
but also far less pliable; their impact on high-end conflict 
is meaningful, but fixed.

Gifts
1+ points
Each Gift is a custom-built adaptation of one of the 
divine attributes’ powers. Costs for Gifts vary, with almost 
any number possible. Gifts are designed and given costs 
using the system on pg. XX-XX.

Gifts are most useful when a player wants a power 
that has a hefty, “crunchy” rules definition beyond its ic 
special effects—a power that interacts with game rules, 
or participates in conflicts, in a certain way; something 
that is specifically commensurate with a particular power 
of Eide, Flore, Lore, or Wyrd. If the player just wants 
their character to have a particular power ic, and doesn’t 
really care how it interacts with other rules and abilities, 
a Bond or Geas is generally a better choice.
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Costs
Next, the player records their character’s starting levels in 
each of the Four Costs (pg. XX):

00 Burn is the character’s mind and soul unraveling. 
It begins at Wyrd * 10. 

00 Fugue is delusion, confusion, and obsession. It 
begins at Lore * 10.

00 Immersion is false conceptions and emotional 
entanglement. It begins at Flore * 10.

00 Stilling is definition, loss of self, and calcification. 
It begins at Eide * 10.

... as well as in the mundane Cost, Wear (pg. XX):
00 Wear is wear and tear to the body and mind. It 

breaks the pattern above and begins at 40.

Arc Quest
The player then chooses or creates the first quest for their 
character’s narrative “Arc.”  

Players can create their own quest using the rules 
on pg. XX. They may be able to find a suitable quest on 
the Internet or in a book. The gm may, with all parties’ 
agreement, provide one. Otherwise, players wanting a 
peaceful, “Pastoral” Arc can choose between:

00 “An Orderly Life” (pg. XX), if their character’s 
routine is strongly defined;

00 “Something New” (pg. XX), if their routine has just 
been disrupted;

00 “A Peaceful Life” (pg. XX), if their character has 
withdrawn from the world; and

00 “The Crossroads” (pg. XX), if approaching a choice.

For a melancholy “Emptiness” Arc, instead choose:
00 “The Long Night” (pg. XX), if stuck in a grey 

interregnum;
00 “Settled In” (pg. XX), if the character just has a 

sense something is ... missing;
00 “An Orderly Life” (pg. XX), if their routine is 

strongly defined;
00 “A Peaceful Life” (pg. XX), if they’ve withdrawn 

from the world; or
00 “Two Worlds Collide” (pg. XX), if they’ve changed 

the world recently; this quest explores the aftermath.

Finally, for a tense “Bindings” Arc, wherein they tamper 
with forbidden powers—things that are taboo or even 
“beyond understanding”—players can choose between:

00 “A Nameless Light” (pg. XX), if they’re emerging 
from ... somewhere ... to face the world;

00 “The Work of Time” (pg. XX), if they’re wrestling 
with a deep self-doubt;

00 “Entangled” (pg. XX), if they’re wrestling, instead, 
with the schemes of the law-beings and the Powers;

00 “An Orderly Life” (pg. XX), if their routine is 
strongly defined; and

00 “A Peaceful Life” (pg. XX), if they have withdrawn 
from the world.

Eide Mini-Index
Eide 0   “Ingenues” are unpracticed in the arts of Eide.
Eide 1   “Titled” characters have a place in the world.
Eide 2   “Practitioners” know some craft’s secret arts.
Eide 3   “Defined” characters have a defined “image.“
Eide 4   “Votaries” are good at struggling to victory.
Eide 5  “Genius” characters are dazzling in 1+ fields.
Eide 6  “Legendary” pcs have a protagonistic aura.
Eide 7  “Nonpareils” may overwrite the truth with Eide.`

Flore Mini-Index
Flore 0 “Outsiders” have no real connection to the world.
Flore 1 “Ghosts” have found some faint attachment there.
Flore 2 “Envoys” have 1+ spiritually/emotionally valid ties.
Flore 3 “Catalysts” are treasured by the world itself, 
 taking on intimations of worldly divinity.
Flore 4 “Awakeners” can bring forth a beauty and power
 that is hidden in the things of Creation.
Flore 5 “Geomancers” adeptly wield Creation's treasures.
Flore 6  “Eternals” win the love and loyalty of the world. 
Flore 7  “World-Weavers” are wondrous artisans.

Lore Mini-Index
Lore 0  “Lostlings” are all but blind to Nınuan.
Lore 1  “Strays” are unfamiliar with its sights.
Lore 2  “Dustcloaks” are competent to wander in the void.
Lore 3  “Hunters” have mastered the binding of Arcana.
 (But not, yet, their use.)
Lore 4 “Outriders” know subtle tricks of void navigation.
Lore 5  “Perquisitors” have deep, far-ranging wisdom of 
 the Not.
Lore 6  “Arcanists” wield the powers of their Arcana ably.
Lore 7  “Exarchs” are as one with the nameless void.

Wyrd Mini-Index
Wyrd 0   “World-Bound” characters are practically mortal.
Wyrd 1  “Wyrdlings” have seen hints of the void’s alienness.
Wyrd 2  “Ninuanni” are more their original, Excrucian self 
 than they are their mortal one.
Wyrd 3  “Armigers” have made a further study of their 
 Wyrd ... and found it tainted by infection.
Wyrd 4  “Sword-Bearers” are cleaner weapons of the void.
Wyrd 5  “Postulants” grow disaffected with destruction.
Wyrd 6  “Potentates” build a Wyrd resistant to the Glitch.
Wyrd 7  “Illuminates” have begun to shed their mortal self
 and worldly form.
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It was impossible, Kate found, to sell her home. The master 
bedroom’s closet opened still into an old and wild land.

— from The Hook, by Kirsten Dowell

Levers
Next, the player comes up with 1-3 things that can 
motivate their pc—things that the gm can threaten, or 
bring into play, or otherwise move around as playing 
pieces, to stir their character into action. These are things 
the pc can’t help caring about and reacting to, no matter 
how estranged from the world they might be. Their mortal 
family, perhaps; or bookstores, cool cars, or stamps; for 
some, the opportunity to “be a hero.” These levers can 
be almost anything ... but they should exist, they should 
fall plausibly within the scope of the campaign, and the 
player should make sure the gm knows them. This will 
ensure that the gm can catch the pc’s interest at need.

The character need not know about or admit to the 
existence of these levers.

The most common lever is a general emotional 
entanglement with groups and individuals “like” the 
pc in some way. Other common levers are personal 
associates, “kinds” of things that catch the character’s 
interest, principles that the gm can manipulate to move 
the pc into action, and specific places or objects that have 
a strong personal value. 

Final Details
If they haven’t done so yet, the player should nail down 
the Strategist’s name, pronouns, description, and concept. 
They should also think about things like “what does this 
character actually know how to do?”

Each pc has a characteristic virtuosity, a modus 
operandus ... a unique and personal means of tackling the 
world. This is their Technique (pg. XX). If they haven’t 
chosen it yet, the player should do so now. 

It’s generally ambiguous precisely what language a 
Strategist is speaking and precisely what species they 
are. If the player is leaving some other aspect of their 
character ambiguous—e.g., their sex, hair color, or 
clothing (pg. XX)—they should decide on the details.

They should also at least loosely pin down things like 
the nature of their sanctuary (pg. XX), their power of 
destruction (pg. XX), the concept of their Sphere (pg. 
XX), and their arcanum-hunting method (pg. XX).

The player can pick up to the Strategist’s [Flore + 1] 
in Creational treasures—things the character’s heart 
cherishes, to which they may also grant power. They can 
record up to twelve arcana, λ-beings or substances they 
have at one time or another captured or bound; however, 
at most five of these will actually be somewhere handy 

and it will matter less for characters with lower Lore. 
Choosing Treasures and Arcana is optional; players 
can also pick up their character’s Treasures and Arcana 
during play, or come up with ideas after the first couple 
of sessions, rather than choosing all of them, or even any 
of them, now.

The player should make sure they know who their 
Strategist hangs out with besides the other pcs, why 
their Strategist stopped trying to kill the world—even if 
it’s just “no clear reason”—and anything that they might 
need to know about the overall concept for the pc group 
and the game. 

Then, finally, the player should open a blank “ending 
book” for their character:

It will tell the story—as yet unknown—of how they 
die for the final time.

Action
Characters have access to three kinds of action.

The first is action of the body, mind, and soul—action 
deriving from the mundane and divine attributes. The 
player decides what they want to do. They compare their 
attribute rating to the difficulty of what they want to 
do. If the difficulty is equal or lower, they do it. If the 
difficulty is higher, the character can still do it, but they 
must pay (or, strictly speaking, accumulate) a Cost. For 
instance, the typical Cost to take Lore actions above 
one’s natural level is Fugue.

Almost anything that a character might want to do 
is accessible in this manner. They can push their once-
human (or once-whatever) bodies and minds to their 
natural limit—or draw upon the full divine power of 
their Nınuanni nature. The only limiting factor is how 
willing they are to pay the Cost.

A key timing rule in the system is that characters may 
only take two attribute-based actions at a time. These can 
be complex, detailed actions, like “typing and talking and 
petting a cat.” But if a character is doing two actions, 
whether simple or complex, they must abandon one and 
its invested Cost, or wait for one to finish, before doing 
something else.

In Creation, characters may also use a spotlight as a 
kind of “attentional action.” The power of the character’s 
attention and focus shapes the world ... as the player’s 
does the game. This is discussed in more depth on pg. 
XX.

In the Not, where the backdrop of the world lacks 
the deep capacity to soak up and respond to unlimited 
quantities of attention, spotlights work a little differently; 
one might more reasonably call them “volitional” or 
“void” actions—an exercise of will and choice. (See pg. 
XX.)
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XP
Characters will grow throughout the course of the 
game, completing quests and gaining additional 
character points thereby. The source of this progression is 
accumulated xp, or experience points; the source of that 
xp will be as follows.

00 Each pc usually earns 1-2 xp per “chapter” of the 
game through the use of the spotlight system (pg. 
XX).

00 Spending 3+ Cost at once, or taking 3+ points of a 
Cost in damage, earns 1 xp.

00 Quests come with conditions for gaining bonus xp. 
0- “any-time” quests can earn xp on an irregular 
basis (at most once per scene; at most once per, 
roughly, fifteen minutes real-time) when the 
player/character takes certain actions.
0- “storyline” quests only earn bonus xp when the 
relevant player is “in focus” for the session; at 
such times, each player can earn +1 xp for the 
quest and +1 xp for themselves up to once per 
chapter by performing one of several specific 
quest-related actions.

00 Some quests also have “milestone” bonuses that 
earn +5 xp towards the quest.

00 Players can toss one another xp tokens on an 
irregular basis when they can’t think of a better 
response to what someone’s pc is doing. These 
tokens grant +1 xp and +1 Fugue. “An irregular 
basis” means the same thing it does for an any-
time quest: xp tokens can’t stack up in a scene, or 
in followups to the same action, or from multiple 
players in response to the same thing—there needs 
to be a new ic scene and some breathing room 
(again, roughly, fifteen minutes real-time; enough 
to change the game’s context) before the player can 
get such a token again.

00 And finally, the gm may from time to time warn 
a player that doom awaits at the end of a spotlit 
action they take in Nınuan (pg. XX); if the player 
goes forward anyway, they earn +1 xp.

These xp will accumulate towards completing the 
character’s quests—including, e.g., their first Arc quest, 
chosen above—at which point the characters will receive 
life progress, and, assorted rewards.

As for the Rest
You now have enough information to play in any role 
save the gm.

If you want to know more—or be the gm, yourself—
the remainder of this book awaits.

 

Ability Mini-Index

Ability 0  “Hopeless” characters are barely even present.
Ability 1  “Struggling“ characters aren’t ready for their life.
Ability 2 “Casuals“ get through life, but aren’t good at it. 
Ability 3  “Basic“ characters are managing, but that’s all. 
Ability 4  “Professionals“ are good at something. 
Ability 5 “Driven“ characters get stuff done.  
 ... but not always efficiently. 
Ability 6 “Competent“ characters are on top of things. 
Ability 7  “Sparkling“ characters dance through their lives  
 in a state of flow.

“I can do anything,” she pointed out.
“Have you eaten?”
“I can do ... most things,” she said, with a half-sup-

pressed laugh.
“When was the last time you slept?”
“Like,” she said, a hint of desperation slipping into her 

voice, “I can, like, blow up the moon.”
He just looked at her, blankly confused. “... wait, would 

that help?”
“I don’t know,” she said, suddenly a little confused too. “I 

mean, it’s the moon.”
“If blowing up the moon is what you have to do to main-

tain a healthy sleep schedule, then you should blow up the 
moon. I guess. I don’t know. There’s tide stuff. Would there be, 
like, tsunamis?”

“The point,” she said, “is that you don’t need to worry 
about me. Not like this. I mean: I am an incarnate breath of 
the void.”

— from The Tides of March, by Robin W. Frahm




