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/1| CHARACTER: Coraline Jones /|
[AY et | \Y [/ I
.E &Z CLASS The Explorer (Small for her age, but ll

I endlessly curious).

l t KEY ITEM: The Adder Stone
> ITEM LORE: [ |

A magical token good for bad things. Allows the |
user to see thrnugh illusions.
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‘ (’ORE TRAIT True Bravery !
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| ) DEFIN]TION Being brave didn't mean you

weren't scared. Being brave meant you were |
|/ scared, really scared, badly scared, and you

| l'lz;;; did the right thing anyway. A
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Y/ BOSS ENCOUNTER:
¥ The Beldam (The Other Mother) .
(The Other Mother)
 NATURE: The Soul-Stealer s
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THE TRAP:

She weaves a web of fake perfection to lure
children. As the lore states, a spider's web only
has to be large enough to catch flies. She cannot
create; she only copies and twists reality.

MOTIVATION:

She does not want to nurture. She loves Coraline
as a miser loves money, or a dragon loves its gold—a

‘ * desire for absolute possession.
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LORENOTE: Humans t[iﬁlmﬂlﬂ'f Cats..._.f '
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oLE The Sarcastic Guide M /|
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She will take your life and
Al you are... and one day
— vt you'll awake and your heart
The Human €ye: )% £ and vour soul will be gone. 4/
= The Windows to the Soul. N f possession. Hccepting the buttons )
IR ¥ Represents free will, humanity, J /] means giving up your identity and £+
& L and true vision. > ', “1_ becoming a permanent, soulless §
e S _7~ <\~ puppetin the Beldam’s web.
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ACTIVE QUEST: Free the Ghost Children

THE VICTIMS: Spirits of past children lured by the Beldam's
love-bombing. They are now trapped in the dark, reduced to
empty snakeskins and spider husks.

THE STAKES: If Coraline fails her game, she will share their fate ~
behind the glass. '

OBJECTIVE: Use wits and the Adder Stone to locate their hidden
‘soul essences’ scattered across the Other World.




. @R You are trapped in the Other World. Remember Coraline’s rule: )\
B

ravery |s being terrified, but dmng it anyway. How do you show courage?
,r -~ ‘g’ |

[ Uptlun A ] Challenge the terrifying Beldam to
@ high-stakes game of wits?

[ Optmn B ] Walk into a pitch-black basement
| to search for lost souls? ;

| Uptmn C] B
Trust a sarcastic, unnamed cat with glowing eyes?_




© THEHEIMLICH (The Home) | Smselel /PSS THE UNHEIMLICH (The Uncanny) |

- Dull and Boring B ! - Vibrant and Magical

- Flawed (Dad’s bad cooking, I8 ) 8! - Perfect (Delicious food, attentive
ignored by parents) | A1 parents)

- Safe and Real VS AR - Familiar, but Deadly
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_‘ | THE CORE CONCEPT: The Uncanny is the deeplv dlsturhmg feellng you get when ) .,
‘\ something looks familiar (like your own mother), but is secretly, dangerously wrong.
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| QUEST COMPLETE: RETURN TO REALITY |

O i ReaR @
' - Coraline learns to appreciate \ ’
M— e real life, flaws and all—even | =" e

her dad’s terrible homemade Es |
nizza (thick and doughy and | W )' T=K\|
raw, or too thin and burnt). \ :‘*-'-'“_?-'i" 1
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- A perfect world is a trap. The '
grass isn't always greener on
the other side.
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| THOUGHT: Fairy tales are more than true: not because they tell us that dragons '
exist, but because they tell us that dragons can be beaten. - G.K. Chesterton 1
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