














8) Quirks

You must now pick a Quirk for your pony. Quirks make your pony
stand out from the herd, and more fun to play.

Is your pony sometimes too easy to scare like Fluttershy? Or is he or
she a bit too fond of gems like Spike?

A Quirk could be something your pony is afraid of, or something he
or she finds extremely difficult to do or truly dislikes.

You can pick a Quirk from the ones listed on pages 72-73, or you can
make up one of your own with the help of the gamemaster.

Write down the name of your Quirk on the first line of the Quirks box on
your Pony Sheet.

9) Portrait and Cutie Mark
It's time to draw your pony in the portrait box of your Pony Sheet.

You also need to draw your cutie mark in the Cutie Mark box on your Pony
Sheet—remember that your cutie mark should have something to do with
your main Talent.

If you have chosen a Talent from the list on pages 66-70, you can copy
the cutie mark shown next to that Talent, or you can make up your own
cutie mark.

10) Pony Name

Now you must name your pony. Your
pony’s name might have something to
do with the Talent you have chosen, or
the way you look or behave.

For example, Emily decides to name
her Unicorn (shown here on the left)
'Firebrand,’ because she is both fiery-
tempered and talented at making
amazing fireworks!

11) Equipment

Finally, decide what items you want
your pony to carry. Your pony starts
off with 400 bits. Look at Chapter
10—Equipment and Money—to
decide what you're going to spend
your money on. If there’s something
you want to buy that's not listed
there, ask the gamemaster if he or
she can let you buy the item you
want, and how much it will cost.











