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coraline

Coraline Jones is a girl with (oving but busy parents. She’s just moved to a boring
new [ife with strange netg%ours. And a fecu[iar door in ber room.

Waiting for ber on the other side of that door, is ber Other Mother. Who Loves fer.
And spoils ber. And never.

Ever.

Wants ber to [eave.

You show up near ber bome on the ;{g)f she moves in. Here’s 1000 Coraline Points.



On;gin.f

@[Jz You're a Er'gﬁ{young (ad or [ass rougﬁ_t}/ around Coraline’s age. You're
relative of one of ber net;gﬁﬁours, or someone who 5af£m5 to [ive near enougﬁ in the
neighbourhood. 1¢'s boring. Maybe you could make a new friend?

Parent: You're a vesponsible adult roughly around the age of Coraline’s parents.
You've cither 4ot 1o Eime  for tangﬁa[epo or too much time on  your bands. Watch
out. f'IEings g 5umf, in this f[ace’s m;g/;t.

other (200 CP): You're 4 snarling smudge of a person, or a cresy‘craw_t}/ thing
with & buman visage. Did someone make you, or did you come bere looking for
Jood? Xou can (ook [ike someone from the buman world, but you’re unmistakeably

other.



Perhs
Peths are discounted for the background under the relevant background beader.

Discounted 100 CP ferés are free.

(Gt

Inquisitive Inquisitor (100 cP): What o  you .acpf with  your fittle eye, in a town 5o
c{TMD/ and a room so ‘{D"? You're goocf at [ooéing for tﬁing.f. Rm%/ goo;{. You've
Jot eneygy and a been eye. Not to mention 4 goo;{ sense for bow to éeef them out of

veach once : you "ve gotten them.

Courage (200 CP): 1€ all on  you, you Enow. Parents don’t wansto know about the
worst of what goes on in their new bome. When encountering the supernatural, o
burst of courage belps you keep a cool bead and fast bands, letting you do what you
bave to quickly but sensifly.

Riddle me CThis (400 CP): Others [ike games, Whetber because tﬁ'e)/ want sometﬁing
to bove, or Love sometfing to cat. O because they were made to play them. Not only
are you gooc{ with James, but there’s .famefﬁin‘g a50ut]ou that makes even the
inbuman and the fra{afapl want o f[@/ a[ong with them. fTb:e)/ migﬁt cheat, tﬁ_e)/
nrighe set rules of their own, but if you can make it sound fun they won’t eat you
up a[[ at once.



Parent

The Grey cold World (100 cP): 1¢’s bard to make a [ivin‘g sometimes, CThat’s w{;)/
_yow're grateful to bave steady employment of some kind, and the qualifications for
it, 1¢'s not glamourous, bue iell fet you casily afford a place (ike the one coraline’s
porents are living at. 1¢'s not necessarily fun, but it’s steady work.

Mysticism (200 CE): You know tﬁings. Tricks g[mnecf  from those in tune with the
stranger parts of the world, valf-remembered fanciful tales that mean so much
more. You can do minor occult tricks like read the future in tea leaves, or know
what kind of vock can see through glamours. Little of this will change your [ife in
the veal world, but it could make the difference between (ife and death in o differvent

one.

Animal Friends (400 cP): Like Mr. Boﬁinséy’s mice, there’s a ype gf .fma[[
animal that is very belgful to you in some way. They fe[()/ou things adults often
miss, [ike the going-ons of atﬁerwor[d_l}/ 5eing.<, and will 58[1?  you out if you're in a
jam-or belp you more genem%'/ if you do nice things for them too. Different types of
animals bave different tricks and personalities. Mice are numerous and coordinate
swell, but not that bright. Cats are cunning, vicious fighters when cornered and can
walk between worlds but no sensible person berds cats for a reason. 1n future
worlds, you 1 b able to commune and cooperate with animals of the same type.



other

Making up a song about Coraline! (100 CR): Your singing voice and musical talents
are out of this world! Xou can make up songs about people you've just met, and
whip together other types of rousing performance with little effort, Xou're so good at
it, you can even feave bidden warnings in your lyrics,

Don’t be tm{_)/ (200 CP): You're goad’ at getting feof[e to [et their guom{ down. You
ust KNOW what keeps them coming back, and bow to keep them yearning for
more. CTheir base desires, their flecting bopes and dreams-as long as you're chatting
amicably with them, oll these things come to the surface and make them want to come
back to ) Yot 4S S0t 4S fo.fsiE[e.

Feral (400 CP): Your fagade crumbles when  you're angem{, your visage cracks
when people won't play along with the script. But that’s alright. 1f they wanted to see
the real you, ol they bad to do was ask. There is a certain transformation you can
undergo when you want to burt somebody. Perbags you turn into a vast scuttling
swarm of little creatures. Maybe you transform from o friendly father to 4 roaring,
snarfing beast the size of a tractor. Whatever it is, very fow bumans could win a

ﬁs{ﬁg& with _)/ou‘am{ fewer still would even want try.

Other Jumper (600 CP): Most of the tﬁings in the Other World were created é/ the
other Mother. You, thoush? You're of the same ovder of being as she is, and your

magic is for stronget. Xou can create ‘gfamourous otherworlds [ike the one she uses to



Cure coraline, create fabulous parties or wondrous theatrical events with them, and
fink. them to the veal world by some sort of doorways people that enjoy themselves
bere can go to sleep and wake up in their original world or be stuck depending on
what you want. You could make the sky sfe[[ out someone’s name, or 4 garden
suddenly Bloom in the shape of their face. And you can populate it with copies of
someone’s friends, family, neishhours or anyone else they care for, though such
creatutes are something...inbuman bebind their cheery facades. You can’t rm[:él
create original things, just capy someone’s memories of a building (and the
environment, and the sky, but things just Rind of fade into brush strokes out far
maugﬁ and [ you end up wa[éing in 4 circle at the far ec{ges) or sometﬁing of the same

scale.

But o world this fanciful takes Love and care to keep going. Lit‘em@. To @ sustain
it, you must fure in (iving beings and sew buttons in their eyes. CThen you can feed
on their Love, their joy-everything important really, until theyre nothing but 4
dried busk you can bide in small object to keep your wonderland going. ou don’t
need too many, rm[:él. Just one every few centuries or so. But wouldn’t it get lonely

without meeting anyone new bere?

Who knows what other tricks you might bave? Xou can lure or Kidnap bumans
somehow, and imfri.fon them in aéjects fike snowg[o&s in  your world, And yf one gf
_your limbs is severed, you can see through it, and Keep it moving to take revenge on
whoever burt you so. 1¢'s quite [ikely you bave ofber strange and terrifying powers.
Just none fast enough to deflect a cat thrown at your face.



Ifems
CThere’s just a few tﬁings bere and there, _[ying on the floor. No discounts,
ur_tfbrt‘unate't}f.

Rock with 4 Hole in it (50 CR): CThis shiny rock lets you see through the glamorus

of Others, if  you fook fErougﬁ it with one eye. Otherwise, it’s just a cool fﬁinvm
ficéec{ of the graum{ one ‘{g)f

Signature Pair (50 CB): (These pair of boots, gloves or some other fanciful clothing
Was rml:él exfensive.’ You got it anyway somehow, and when  you wear them  you
feel just a bit more sfecia[ and [oved.

Tea Set and Candies (100 CP): Jasmine? Oo[ong? W@/ choose from one? You've
4ot an assorted set of teas from around the world, as well as some ac&m%/ tasty
candies to 0 with them. Some more is Jroffetf gf in the fo.ft every week or so.

well (100 cp): There’s o bole with & bucket, rope and a beavy Gid in it near
where you live. CThe water is lovely, clean, cool and refreshing, letting you think

clearer than usual. More importantly, any supernatural being chasing you that’s
Sung into it swill be banished:if not dead dhen mysteriously warded from ever doing
_you barm again. 1€’ a fairly small well] though.

Sheleton Key (150 CP): This hey is a dead ringer for the one Coraline was given to
éeq’ the strange door in ber house Locked. 1¢ works on any door with 4 lock, in it



even sufematum[ ones, opening them or [océing them shut as you desire.

special Marbles (150 cr): These three marbles shine with the Lighe of several souls.

f'IE_ey’re ot exacf_[)/ buman, but tﬁ_e)/’re worth just as much as any child’s. Keep

them around, and [ you W bave useful power source  for certain magics. Set them

vee, and you'll bave some Friends who can peacefully move on with their Gives-or
o4 peacgully

become fo[l;wers, if  you can get them to agree o come a[ong with ) you.

Aartment (200 CE): You've faic{ [ your dues, and 5ou35t_)/ourse£f a proper [iving
space. You’re a Landlord now, owning the best room amony a series of others. You
could rent them out, or enjoy oll this lovely space yourself. 1¢’s quite drab, for now,
but with o Gittle installation  you can set up @ f5riving community bere.



Companions
Who’s There? (50 CB): Want to show a friend bow coof this f[ace is? For 50 CP
_you may import someone into a background which they get for free, including Other.
OF you can cteate a new person with this option fomwing the same rules. They get
300 CP fo spend on anything they want,

There You Are! (Free): 1n a world so 5oring, it’s an_[)f natural to escape. Xou're
free to take a[on‘g anyone wi[ﬁng to come with ) you on your journey, maéing them a

comfanion.

cat (50 CP): A snarky, droll cat bas started fomwin&you around. 1€s as
int‘e[[gmt as & buman tﬁougﬁ...we[[ cat-like in outlook, and can walk between
worlds. 1n strange places ike the Other Mother’s domain, it can even talk to you.
Al cats can do these things apparently, they’re just sensible enough not to. 1€’ not the
SFriendTiest creature, but it [l stick with ) you throush thick and thin.



Drawbacks
Laika’s Debut (+0 cP): Some details differ in the animated stop-motion m{afﬁon of
Neil Gaiman’s novel, Others aven’t present af ol You may choose whether - you

enter the movie or the book/comic’s settinyg.

Malicious Yearning (+100 CP): CThere’s a craving in you that can’t be ﬁ[[;d' The
vivid taste and lustre of childhood. You  yearn for children, you covet them, want to
own them. And you're  flled with fury and spite when they disobey you.

Disobedient (+100 CB): Don’t go anywhere 1 wouldn’t, she said. Hmfﬁ. you'll
show ber. Xou’re sorely lacking in common sense and bave a surplus of boredom,
prone to wandering off and getting yourself in trouble. Not a wise attitude to bhave
among otherworldly forces.

The Other Jumper (+100 CE): Sometﬁing  from...clsewhere bas taken an interest in
_you. There’s a doorway somewhere near where you live, where you can go through
to experience oll sorts of wonder and whimsy! 1f you've read this far, you can
probably el why that's such  bad idea. A[[)/au bave to do to stay safe, is to heep
that door Locked with the Key entrusted to you. But...isn’t it terriblly boring, in this

world?

Sewn Shut (+200 C): 1t fooks [ike you disolieyed the Other Mother at some point.
Your [ifs bave been sewn togetﬁer into a 5omfyin£ smile. N oﬁoc{_)/ else will notice.



They just think you go through Gife mute and grimacing. Xou can stretch the stitches
wide enoush to just barely eat and drink, but that’s about it.

parental Abduction (+200 CR): Someone important to you is tmfzec[ in the Other
Mother’s domain, an imfarfant comfam'on or Someone from this world, Either way
they can’t escape without your assistance, and you 1 bave to make the Journey in
thete to take whatever they’re stuck. in out-whereupon t‘ﬁ_e)/’[[ be magim(éf freed in
some vague, _sym5a[ic manner. If  you  free someone from this world, t69/

omtamatim@ become a companion.

CThe Rats in the walls (+200 cp): Mr. Bobinsky's mice are fo[ite and well
trained, but they’ve started warning you about otber creatures. Vricious, large rats
that bave started making the journey between worlds. CThey steal things when you're
1ot [ooéing, try to set up simf[e traps or nibble  your ankles. That is ol for now,
but as they get braver fﬁgf’[[ start to do worse things to you.

Perﬁafs you should start _5)/ ﬁm{ing out w@/ t‘ﬁ_ey bate  you 50 much.

Worm’s Hole (+300 CR): Something bas changed about the doorway to the Other
Mother’s world. 1¢ was always...alive something older and vaster than ber, that she
bad no power over but merely used for ber own purpose. 1€'s taken an interest in you
now. 1€'s not as fast or clever as bet, but [ike a bungry animal it doesn’t need to be.
over time it'll start replacing important doors in your life, creating long and
onsinous 5a[£vg)/5 between where you need to go. Creating objects to slow you down



or make you want to stop long enough within it while slowly, stowly, it gets
narrower and narrower. Af least it can’t make [iving tﬁingyit 1S one, vast and
terrifle, and it’s churning walls will try to berd you to stay in it over time. Don’t
dawdle, and burry to find some way of defeating it. Suffocation is a borrible way to
die.

Gﬁos@ Presence (+300 CP): .Sometﬁing terrible 5af£merf to you, and [ you're notﬁing
more than & (ingering wraith now. 1¢ takes great effort and concentration to affect the
physical world as anything more than a light breezze, and certain supernatural beings
can bind you in place. Xou can’t dic for...obvious reasons, but is this any way to
five, just drifting through the world?

Just By M_yse[f (+300 CP): You ﬁjei{)/our powers, your items, your companions-
everything that makes you YOU except for your Bodymod build. <ou A b just

another person bere, Erying to get .5), one way or another. Sty safe, and don’t g
ofening aty strange doors.

Go Home

St‘gy

Move On



