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Ergt_e_‘llil‘lg Game?

£k, n as a role-playing game (or RPG). G4
game, which is also know s the storyteller, also calleq t::ﬁa

layer is alway
: .”"“rﬁ Fjrlrifrrgllair}zfsgre}rpﬁn}r characters I[FC_SII. In our books we |,
?I;i; 'gamenﬁaatef (GM). It is best if the GM is a grown-up, like ,

big sister or brother, a babysitter, etc. |
ple: the gamemaster and three pony characters (ideally, one Eapy,

) Of course, smaller or larger groups can work Jusl;F als well, but we'g
haracters, as the game might become a little messy,

sitti or on
Once you and your friends have gathered to play, perhaps sitting arc:uunﬁaargiilf Th!z 'Lst;?eg??:' the
first thing the gamemaster will do is help each player to create a pony = -::hz;ra{_'ter ey . e
you and your friends have to answer the question: “Imagine you were a ne gmacs r}.:[ ;ttl'e
Pony, Friendship is Magic. What would your pony he like? What would your colors be, your talent,

your cutie mark...?"

Whatsa S

Tails of Equestria is a storytelling
ke these can be played by two O
narrator or gamemaster (GM), w
aone for ‘role-playing game' (RPG
mom or dad, grandpa or grandma, 8

The best size for a group is four peo
nony, one Unicorn and one pegasus.
recommend not having more than six pony c

n called Firebrand, who is red with an orange
fires, so | can be a firefighter in

For example, you could say: “| am going to be a Unico _
mane and tail. My cutie mark is a flame and my talent is controlling
Ponyville, but | will also be good at making the most beautiful fireworks! A

With the help of the gamemaster, you complete a character sheet for your new pony, which records his thre

or her abilities, strengths, and weaknesses, as explained later in this book. get
thai

sPY
wel
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gar

Once all pony characters have been created, the gamemaster will start telling you all a story, set in
Ponyville or another of the many fabulous places in Equestria. And you and your friends will be the
characters in this story!
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For Older Readers.

About the educational benefits of storytelling and role-playing games

lling/role-pl
3:;;:8% agdult's fua){;r%?;;es can be extremely beneficial for young ones, as they learn,
o Ay proEIem SDT,* to dgvelc}p face-to-face communication skills. Social skills
; ving, diplomacy, and even some lessons about morality and

justice can be learned through the fun media of adventuring

Often, very strong bonds are developed among players, bonds that last for the rest of

their Iwes_s, and wonderful memories of events ‘lived together’ during play will form the
fond subject of many a future conversation.

f\nd of course, .Ta{’S of Equestria’s core message is the same as the show that inspired
it: that friendship is the strongest force we can tap into.

So, for example, the gamemaster could say something like: “You and your friends are making your way
through the Everfree Forest toward the Castle of the Two Sisters. You would prefer to get there betfore it
gets dark, and on your right a little trail leaves the main path you have been following. Your map SNOWs
that little trail to be a shortcut, and if you follow it you might get to the castle before nightfall, but you
spy some really big cobwebs farther along the trail. What would you like to do—stick to the longer but
well-used main path, or take the slightly scary shortcut?”

Then it's up to you and your friends to discuss which way to go and, once you all agree, you tell the
gamemaster and he or she will continue the story, telling you what happens next. As you play, the s
of your adventure develops. You will meet other characters (maybe even a famous one, like Princess
Twilight Sparkle) and weird creatures, explore new and familiar

places in Equestria, and face challenges and solve riddles on

your way to completing your mission.

When you and your friends finally succeed in your
adventure, you will be rewarded with experience as
you learn new things that will make your pony cleverer,
stronger, or more charming and talented—ready for a

new and more challenging quest’

The great thing about role-playing games is tha.t'yc:tu
don’t have to finish the story all at once. When it's
time to stop, the story can be paused, aﬁd thg ﬂizxt
time you all meet together, you ¢an hegin again from

where you left off.

For more information about
p]a‘f'ﬂg game, either as a ¢
Character, see pages 90-7%
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To play Tails of Equestria, yO

don’t have them right away, as most
as described below.

A pencil and an eraser

Ideally you'd want one of each per p
course you can share pencils and era
enough to go around. The gamemas
need some blank sheets of paper to make notes on.

layer, but of f
cers if there aren't

ter might also

Pony Sheets

You can photocopy the Pony Sheet on page 152. If
River Horse website—www.riverhorsegames.com—a
of Equestria Pony Sheet pads. However, you can start p

on a blank sheet of paper.

you prefer, you can download these sheets from ¢,
nd print them out. Or you can buy one of oyr Taik
laying right away by writing out your Pony Sheg,

Tokens of
Friendship

1 4 SHEET Tokens of

cADSg, Friendship
A i (see pages 44-49

for more details)
can be represented by any

i —

e ——

pony TUPE: s iDL
Rt - — counter that is not going to be easil
glementof H confused with something else. Beads or

buttons work perfectly well.
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Role-playing dice
These special dice are used in most role-playing games. They are described below.

You can buy our Tails of Equestria dice, or other role-playing dice, online or from bookstores, comics
stores, or hobby games stores. There are also a number of free dice-rolling apps that you can download
on your phone—look for key words such as ‘role-playing,’ ‘RPG,’ ‘dice,” ‘roller,” and so on.

if you have none of the above, you can use a pencil and the dice charts on pages 142-147 of this book.

The Tails of Equestria role-playing dice
These special dice are used in the game to see whether the actions your character is trying are going to
be successful or not. This is called a Test or a Challenge and is explained on pages 50-61. Below you can

see each die, listed from the best to the worst

The best die is the blue die, which has twenty sides and so is called a D20. When you roll it,

it will give you a number from 1 to 20

The black die has twelve sices ana SO IS called a D12. When you roll it, it will give you a

asumber from 1 to 12

The purple die has ten S des and so is called a D10. When you roll it, it will give you a

" e
number from 1 to 10 (the zero countis as & ten)

The yellow die has eight S des and so is called a D8. When you roll it, it will give you a

number from | 10O

The areen die has six sides and SO 152
from 1to 6
- - cides and so is called a D4. When you roll it, it
n NOTIST Qlt - " :
,E < ke result is shown by the number that is facing "the right
will give y od a ‘4"

od a D6. When you roll it, it will give you a number
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There are other | .
improve the game experience.

Gamemnster screen

This is a Tails of Equestria
foldable cardboard screen
used by the gamemaster to
hide his or her maps, notes,
and the dice he or she rolls.
There is also some useful
reference information on the
side facing the gamemaster.

i - 1 1 e It
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amemasters love to write or improvize their own

Some ¢ .
adventures, quests, and stories. They might like to look for our

supplements that offer additional information about Equestria
and the creatures that live there.

Others prefer to buy ready-made Tails of Equestria adventures,
which consist of one or more adventures that the gamemaster
can read and then play with the group. They include everything
the gamemaster needs to play, such as maps, setting, charactess
and creatures the PCs will meet, and so on. A short adventure,
The Pet Predicament, is included in this book and starts on
page 100.

Figurines

a :
some role-plaving aroups il ' '
playing groups like to visualize the player characters and th
a the other characters and creatures

they are going to interact with by using figurines. Man '
om Hasbro.

Pony, Friendship is Magic are available fr y figurines representing characters from My | ittle










e A pendil and eraser.

CREATE YOUR PONY

To create your pony, complete each sted below.

instruction In the orger |

1) Choose Pony Type

Do you want to play as an Earth pony, a Unicorn, or @
Sheet, you've already made your choice!

3 o il ' - - ’
Pegasus? It youve ( hosen a certain type of Pon

See pages 20-30 to find out about each type ot pony in more detail




2) Level

Eyverypony normally starts at Level 1—the level of young ponies that have just earned their cutie mark—

<o write 1 for your pony's Level an your Pony Sheet.

3) Element of Harmony

There are six E].Emegﬁ of Harmony in Equestria. You can choose an element for your pony as part of
character creation. Will your pony be kind like Fluttershy, honest like Applejack, generous like Rarity,

loyal like Rainbow Dash, funny like Pinkie Pie, or clever like Twilight Sparkle?
The Elements of Harmany are:

LAUGHTER Lﬂgnﬁ"‘"

00 Y

GENEROSITY

Choose one and write it in the Element of Harmony line of your Pony Sheet.

You'll find more about the Elements of Harmony on pages 32-37.

*

MAGtc
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uff like running, climbing, and lifting
t thinking, learning, and SO ng puzzies

and Mind t
4) Body tron and braVEJ resﬂ!l._]'[e and gﬂﬂd BT S
iy be brainy, and better a

ls your pony going to b
heyauy tEings? Or do you want your pony to

;-};"J'r'l. ._‘I

Strong . 8Y box of your
f you want your pony to be strong, Writ€ D6 in f;qBoq - MIND bo»

F p—— T ale Tal! - HOX
Sheet (or D8 if your pony Is an Earth pony!) and

Brainy [ AR
If you want your pony 10 be brainy, write D6 in the MINDI box of your rony 2
D4 in the BODY box (or D6 if your pony is an Earth pony)

5) Charm

The Charm score shows how nice, polite, pretty or handsome, gentle, and charming
your pony is. Your pony uses Charm to make friends with other ponies and creatures

Everypony starts with a Charm of Dé—write D6 in the Charm box of ot Py Shasl

JU Ny

6) Stamina

The Stamina score shows you how tough your pony is. 4
Everypﬂﬂy starts with a number of Stamina points (see paqes 42.47 / E ~
' 250 - Al ) - F A
e It your pony is a Unicorn or a Pegasus, write 10 in + oy Y |
] | 1 1 "Q‘__ Maximum Sta . L % w I
mina S i

e |f your pony is an Earth pony, write 12 in the Maximum Stami
"'“l"la L--’..;

During the game, when things go wrong, y
but it's easy to gain them back through
reaches zero Stamina points, he or she
rest to recover.
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7) Talents
Now you must decide what your pony's best Talent is going to be.

Keep In mind Thﬂt the TEI|EIP'I_t you choose will be pictured on
your pony by his or her Cutie Mark, and will influence the lifes

of your pony and P.‘-'*Esl'bi}" your pony’s name too—this is a
very important choice!

Pick a Talent from the ones listed on pages 66-70, or you can
make up one of your own with the help of the gamemaster.

when you gain this Talent, it has a score of D&. Write the
Talent's name on the Cutie Mark line in the Talents box on
your Pony Sheet, and write D& next to the Talent.

Earth pony

If your pony is an Earth pony, he or she
also gets the Stout Heart talent (see page 69), Write Stout Heart
D6 on the second line in the Talents box on your Pony Sheet.

It you have already given your pony the Stout Heart talent,
increase the score of this talent to Stout Heart D8.

Unicorn

If your pony is a Unicorn, he or she also gets the Telekinesis
Magical talent (see page 70). Write Telekinesis D& on the
second line in the Talents box on your Pony Sheet.

If you have already given your pony the Telekinesis talent,
‘ncrease the score of this talent to Telekinesis D8.

Pegasus
If your pony is a
Write Fly Dé on t

If you have already given your pony the Fly Talent,
increase the score of this Talent to Fly D8.

Pegasus, he or she also gets the Fly Talent (see page &7).
he second line in the Talents box on your Pony Sheet.



s make your pony

8) Quirks
You must now pi
stand out from th

s your pony sometimes
che a bit too fond of gems |

i is afr
A Quirk could be something your pony ; |
or she finds extremely difficult to do or truly dislikes

' 73, or you can
You can pick a Quirk from the ones listed on pages EEEEE Y
make up one of your own with the help of the game b
irst li r
Write down the name of your Quirk on the first line of the (Qul

your Pony Sheet,

ck a Quirk for your pony.: r.’.liluirk
e herd, and more fun to play- I
too easy to scaré like Fluttershy’

ike Spike? |
i aid of, or something he

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 I::m.-g 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 ow

cutie mark

10) Pony Name

Now you must name your pony. Your
pony’s name might have something 1o
do with the Talent you have chosen, o
the way you lock or behave
For example, Emily decides to name
ner Unicorn [ghr_;l,r.."j nere on the aft
Firebrand,’ because she is both fien
TEfﬂDErED and talented at making
amazing fireworks!
11) Eq
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rOKENS OF FRIENDSHIP

i = lauil T OO rharacter ctarts
'|':.|| = ottt .r'l L = = Lol 5

sk 1 Token ot Frienicisk I per

alayer i I}lr"‘]f’..-'r[.-_. e !IJ"'JI"'I'_.i-"I‘n:- f
[ ; =
anamemasier So, it it's just you !

] thi '_:i.-|l'.r_ﬂ.'l-r'l‘.'!l'_'-'l, you ctart
th 2 tokens, but if it's you and

other fniends start ng to ["l".l‘r rl'.rr:ir-r-i & 8% 3
aroup, then everypony will start with 4 lokers
f Friendship!

Friendship 1s probably the most valuable of your abilities

Tokens of Friendship allow you and your friends to get out of

rouble—but once you use them, they are gone for “;:r',r;--:l. Sea pages 44-4%

ior more |""Jl".-”-'!-::l1"'.r" about ["'_.!-"ﬂ',-r," -"_,{ f FI"_'I"I"'J',L|:|'__.

Of course, you can always gain more Tokens of Friendst ip during your adventures in Equestria.
fo keep track ot how many Tokens of Friendst ip you have, you can write it down on your FPony
Sheet, or you can use some small object as Tokens of Friendship—buttons, beads, shells, or

I

aennles 1Or SxXan Ir,.lr; fou can also purchase River Horse's VEMY OWn lokens of FriF:-"ICIE-|'Ii;3'-
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pany Kind>

|| find out more information

n you start @ grﬂup
count on eac

f pony kinds in t

about the three kinds of p_c".:r’liES ﬂf Equestria—Eany,
ta F;Ia}r the game, ILS best if you and your e
h other's strengths. Of course, thy, i
he group—even a group wherg

In this chapter you
ponies, Unicorns, and Pegasi. Whe
choose different kinds of ponies—t
< not at all a strict rule, and you can
everybody is a Unicorn, for example.

have any Mix ©

Earth ponies

Earth ponies are known
They grow most of the
tune with the land, Earth ponies are a vital
the seasons. From ensuring the leaves fall to wrapping up winter, they work
tirelessly to help keep Equestria n harmony. Many Earth ponies live in farms
_e_m::l rural communities, though that is not to say that they shy away from lar ].-.
£|t1$|5 1]icl:e Manehatten and Fillydelphia. In fact, wherever you look in qu.lt‘ﬂ'l.]:-';
can thrive in what Gtag?é‘gnigs ':'I;';?CEﬁZ:rE;?EzLLE;L%QZTn:* since their great endurance means they

for their strength and for being ‘down to earth’
food eaten in Equestria. Connected to nature and i
part of maintaining the order of

An Earth pony's sto ; -
that they .havg a 'ctu;fr]ziﬂfﬂuﬂwg 'Lhr-:r*.n - WIEhSTaﬂd great hardship without slowing down, and means
group of ponies, being a fﬂi ?:E th?rfnems' Farth pony characters are often the backbone of a £
, Del at other ponies can lean on. Although sometimes they can be s \LL _
. - Seen as

a little "rough around th '
' e edges,’ Pegasi and Unic
i bz nicorns . :
dependable friends you can ask for. agree that Earth ponies are some of the most




STOUT HEART (Dé)

Eﬂ”hr pony Charlat:ters start with a free additional talent: Stout Heart (D6). This talent upgrades a
pony's Body trait, making it stronger and tougher. Talents are fully explained on pages 64-65.

As a starting character, if you choose to have a Body of Dé, that trait is increased to Body D8.
If instead you choose to have a Body of D4, the trait is increased to Body D6.

In addition, an Earth pony starts the game with Stamina 12 (instead of Stamina 10 that other kinds
of ponies start with).
Also, the Stout Heart (Dé) talent means that once per game session you can ask the GM whether

you can add an extra Dé to a test that uses your Body trait (tests are explained later—see pages
50-61). This represents your pony pushing himself or herself harder without losing heart—which

makes Earth ponies very tough and good at overcoming difficulties.

An Earth pony with Body D8 is better at athletics and hard work, but not as good at tasks such as
studying (a bit like Applejack). An Earth pony with Body Dé is a very balanced pony with Dé for
both Body and Mind (more like Pinkie Pie). Both choices are equally fine, but allow you to play
two very different types of characters—as different as Pinkie Pie is from Applejack!
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TELEKINESIS (D)

Unicorn pony characters start with a free additional magical talent: Telekinesis (D6). Magical
ralents are fully explained on page 63.

This very useful ability allows a Unicorn to move light objects around—as their horn glows with a
colorful light, the object starts glowing with a similar color and floats around in the air.

It also allows the Unicorn to simply light his or her horn up to be able to see in dark places.

Az this mag;call talent increases in f._t_';wre.'f the Unicorn can start moving u::bjEL‘Ts and creatures that

are far heavier, like a pony or even a group of ponies!




s of Earth ponies and Unicorns, known ﬁ;.; A
gility. Originally a tribe of warrigr
and noble race of ponies, Now tasked
<tria. Using their wings and their inn::
d create winds, which is how they ha
o Cloudsdale is +he awesome home of many Pegasi i
much of the machinery required to make

Many Pegasi love sports and they have inv eral that only Pegasi can Cﬂmpe’ifln due to

their flying abilities. This has earned Pegasl | f being the: most competitive of the

pony races. But every Pegasus KNOWS ition is worth more than friends
pace. Pegasus characters can often

and of course many Pegasi enjoy
find themselves helping their £ ands from above—thelr ability to fly can be very usetul in lots of
adventures, whether scouting for trrouble or racing against the clock! They are very good at acting

quickly, warning their friends of trouble, and when needed, diving into a fray from above:

ﬁ;‘P_eegasus‘can be a fast friend, and they are often willing to throw themselves into the defense of
their buddngs. Ea*rth Pﬂnlgs gnd Unicorns sometimes se€ Pegasi as a little rash, a little too eager
jump to action without thinking—which can cause problems if they do not understana all the facs!
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FLY (DO)

Pegasus pony characters start with a free additional ta
pages 64-65.

lent: Fly (D6). Talents are fully explained on

ful skill to have, as it is of great help in moving around, gathering
high, and escaping many kinds of danger such as

allows a pony to walk on clouds!

Flying is obviously a very uset
ntormation b\. fo -.JI\mq at situations trom up
angry creatures that cannot fly. The Fly talent also

| \o*n that Fly (D6) doesn't let you fly as fast and skillfully as Rainbow Dash—she has Fly (D20)!
tDo‘- allows a Peg._q:,ubtg to f\, rather Stc}wey a bit like Flu'f:terﬁhy
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Alicorn
Unlike the other types of pony, an AllCC

| by displaying 2 9 gr
o il t?gjt hyc:w tﬁis happens. except that it is very rare, ang

pecial powers. Little is known & s
it only happens ufhen Eguestria is in need of a new prir}cesa For Exampi?hTWIhgirt ?If}:;lrihbefcame o
Alicorn when Equestria needed her powers of friendship more than ever! Recently, irth of Flurry

Heart was the first instance of a pony being born as an Alicorn.
utiful Alicorns are just as sensitive as other ponies, and most often love tol

Many ponies find this hard, always wanting to show respect and politeness

Although powerful and bea
find it hard to find true friends. But with a little persistence they can

treated like any other pony.
which can mean that Alicorns may
form the strongest of bonds.

In Tails of Equestria, your character cannot be an Alicorn.
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Ponies attached to this Element are

5.
the sweetest, mosl gentle of creature

Kindness can be tricky, and not everypony h‘?iese
the same opinion on what kindness means.

ponies need 10 be careful not to confuse kindness
with being a pushover!
Color: Pink

Last pony to possess
the Element of Kindness: Fluttershy

%

Ponies attached to this Element are the
funniest and most cheerful companions yo
can ever hope for—they always look at the b ? hu
side of thingﬁ. Sometimes ponies that er‘r“l' Sl
the element of laughter can have rmublE'DrﬂCE‘
;L.re everyone is enjoying their humor 5i1- m
laughter is only great when L , 5InC

akihg
2

is laughingk
Color: Blue e
Last pony to possess
to the Element of Laughter: Pinkie P
Kie Pie

Generosity

Ponies attached to this Element have
the biggest hearts and are always
prepared to help out their friends and
share all they have with them. These ponies
sometimes have to be careful of others that
would take their generosity for granted, ana
can have a tough time figuring out who to
give to when they can't give to everyone.

Color: PUFF_'.IIE

Last pony to possess
the Element of Generosity: Rarity




Donies sttached to this E|E|T'|Er‘rt are the
__.+ reliable of friends. They will never
#hea sHOE of a f:"!E:r"d in nEE‘d -Elfl"llj never

22 & promise made. A pony that is very loyal
- trouble it he or she has given loyalty
wona pony, or when loyalties conflict!

—
e

Color: ™

Lﬂit pnn:’f to F955E55
e Element of Loyalty: Rainbow Dash

Ponies attached to this Element can
be trusted with your life. They always
speak their mind and never conceal the truth
for any reason. Sometimes the truth can be a
difficult thing to tell, and even more difficult to
tell it without hurting anypony. These ponies
understand that better than anypony else!

Color: Orange

Last pony to possess
the Element of Honesty: Applejack

Ly
' PONy to possess

€ Element of Magic:







. , and Charm ’

are. Will you be strong,

ou
at klnd of PonY y igent like Rarity or TWiIigh‘[

and intell

- their traits, but as they grow from
' lues—D8, D .
|gher vaiu D10 or

Cven

Gtarting pony char
voung foal (coit Of filly)

higher. increast

Traits, like all other skill
emember that the D4

nto adult ponies
ye of traits is €XP

ng the va ed in tests as explained on page 52. For now

die value, . t.
: tt)ﬁzevduec;ieast die he D20 is the stronges
1S '

Body , are—how much weight you can lift and

trait shows how strong YO
The Body trai how tough you are, how long you can keep

es
carry, for example. It also measur U can
running for, how easy it is for you O catch a cold, and so on. In addition, it

<hows how agile you are when moving, how good you are at dodging things
and how well you can balance, so Is useful for when you need to complete an

obstacle course or want to show off your dancing skills.
Small animals and young ponies have a Body of D4 or D6. Grown up ponies an

_Iarger_anir_*nals have a Body of D8, D10 or even more in the case of very strong or
athletic ponies like Big Macintosh or Rainbow Dash.

Of course other creatures migh :
ght have a very high B :
of D20, and a dragon can go even higher.ry e example, could have a Bog

[ 3 B ) NI ™ 7 )




T?:mfilll:g;i;;c’shows how intelligent your pony character is, how well you
= ings, and how good you are at studying and winning an
fgument. The Mind Tralt is useful for solving puzzles, finding your way out
r4[.:.;1'adrnrzlzita, and speakmg other languages. In addition, ponies with a high
ind value are less likely to panic or to become sad or scared. They can push
themselves to keep going where others might give up.

| The Mind trait_alsa shows how good a pony's sensitivity is. A pony with a good
| Mind value can pl;k up whether others are upset, guess what they might be thinking
sbout, and figure out what they are going to do next—call it a ‘sixth sense...’ or even a Pinkie sense:

Ynu‘ng Ponies start w_ith 2 Mind of D4 or D6, but as they learn new things through study and experience,
their Mind value will increase to D8, D10, ana more, up 1o the very high levels that Twilight Sparkle anc

7ecora have.

Other creatures and exceptional ponies, such as Prince
strong minds, even stronger than a D20.

ss Luna or Princess Celestia, can have amazingly

Charm
st about how pretty or cute you are. It is about your

Charm is not |
persana!ity—-—hﬂw much other people like you, listen to you, and want to be

your friend and spend time with you. Charming ponies make everypony eise
ike them by being always nice and paying attention to the feeling of others.

This trait is the most difficult to measure, and can be very different for
different ponies. For example, you cguld say that both Rar.ity and Fluttershy
are charming, but they are s© n very different ways. Charm is usetul for
making friends with other ponies and creatures you meet on your adventures. and

inflyenc Ry .~ aver the price of a basket of cherries with
UEHCIng others Opmfoﬂs, SLJCh as when you are argumg O S ) a

Shg
Pkeeper at the market.
onies can be very charming by being so

~ome |ess charming with age). As your personality gevelops and

you | - rm might increase 1o D8 D10, and even
th[eam to be nice, cha § paoue o E‘hi v r:_:gh as Princess Cagence
g, | = | er, su 1 S LalgeiiLe B
€r. Some character: of D20 of even N9
S

Your .
Charm normally starts at D6, as everl the youngest p

aQ
Orable (actually, some o




~fused, you will lose
- ‘Current Stamina,” the nump,,

-
S, g _-~-_~;:E.'-E'!'-:4l or Dec 2
¢ and get very ireG, 01 % on your pony Sheet, unde
o AR " ~f 10 Stamina points, and after a long day trekking acrogg o
= = = - - i "‘-'\-l__""" ! :—_ '} L RSN - 2 - - = = Sk
FOr exé : U nave ax e "E,‘[ar'l'li"'la p{_,"llf"lt5- This means that YOUr current Stan
countryside you are so exhausted that y&= = R visted an ankle on z
3o 8 wou write this gown ON your Pony Sheet. If :"Fm dls-ﬂ 1”'5.1 2d an ankie on a Steep
e okt and up losing 1:of more additional points Of Staiha:

ve or can t carry on al".j,-'|‘r"|-:}rﬁ—1ir'l::--.':ﬂr‘u:-f_,g, gets the

ing as it can stop you tram {

~yr Stamina ever gets 1o v Ol 255, yuu
better of you, and sou need some rest rignt now! This can be annoy!
+ack It can also cause problems, as some bad guys could take you prisoner while you sleep, and y
night wake up in a cell or a cage That's why it's normally a Ecmd idea not to adventure alone—navi
friends around to help you out when you re aown Or If trouble is best!




Recovering Stamina

Ctamina is normally recovered naturally by resting, eati
with the use of potions or talents (as explained on page &
ber of Stamina points to your total, up to your Maximum Stamina points.

the wild will get you 1 point of Stamina back, while resting in a
give you 2 points back.

al will likewise get you 1 point of Stamina back, while some cold hay under the rain might
over any Stamina.

ng wholesome food and drinks, or even by magic
7). All of these ways of healing will add a

As a rule of thumb, a night's sleep out in
comfy bed at home or in an inn or other nice accommadation will

| A nice hot me
he enough to keep you going, but will not help you rec
ave the apposite effect—you might even lose Stamina as you

ake sure you pack some food tor long trips in the wilderness.

Going a long time without eating will h
become weak and hungry, so always m

Maximum Stamii

; ; " e =) : 8 Fiogh e e e
Your Maximum Stamina p y character develops, as explained below.

nints will increase as your pon

i What's my Maxim
| |tE-E!nE}f to figure out your Maximum Stamina va e,
ook at the values of your pony’s Body and Mind traits. lgnore the letter L
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f D4 and Body of D6 adds up 4 plus 6 to get 10. The pony's

nd of D6 and a Body of D& with have a Maximum

in these values and add up

50 for example, a pony with a Mind
k i

r""'a“'mllrn Stamina value is 10. A pon
S

Jlamina value of 12.

'n'l'..'l h (2]
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ly o "'-.-"II"'.| value will increase, getung 4 better die. This will
For example, a pony W th a Body of D10 and a
CLrTen '"-,".n. miLm Stamina value ot 22
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t the most U'F FriendShiP!

y's life In Tails of E questria—

riendship 15 not 3
ony Charﬂf.t
cious an

Let’s talk abou

pon
ike Stamina, F

Instead, your P

aumber of very pre
dship that you can

Tokens of Frien i o '-
Jse at any point during your adventures I Equestra: ' |
Gtarting Tokens of Friendship

with 1 Token of criendship per persen in

aracter of level 1 starts
d the gamemaster.

|| players an

gamemaster in the group, ¥
pony starts wit

A pony ch

the group, counting 3
ou start with 2 tokens, but if it's you, two oth
' er

So, if it's just you and the
h 4 Tokens of Friendship.

friends, and the gamemaster, then every

Using Tokens of Friendship

Tokens of Friendship are amazingly powerful,

S}?;T during an adventure, you can decide to give
e somethi | : ¢ 8 dif

g ething that just happened to get a different outcome

but they are difficult to earn, so use them wisely. A
to the GM one or more Tokens of Friendsg}p ;r?;y

Changing a die roll

Friendship | |
pisa die roll. Ma
: | . Maybe you, or a frie |
(see page 57) and have failed T?f ¢ ||”-F 1 friend, have just rolled a die
:d to roll high enough for a succe = or your pony in a Challenge Test
uccess—that just won't
| do!



i o b

You have three ways to change the die using Tokens of Friendship as shown in the box below.

Giving back 1 Token of Friendship
By giving back 1 Token of Friendship to the GM, you can ignore the result and roll the die again.

Giving back 2 Tokens of Friendship
By giving back 2 Tokens of Friendship to the GM, you can ignore the result and attempt the test

again, but by rolling a D20 instead of the die you were rolling earlier.

Giving back 3 Tokens of Friendship '
By giving back 3 Tokens of Friendship to the GM, you pass the test or win the challenge

automatically—no re-roll is needed!

in mind that this is just an example and the gamemaster can always decide how
o change a die roll, depending on the importance of the Test or

failure. The gamemaster can decide that it is easier to change
it's always up to the gamemaster, and his or her word is law.

simportant to keep
Many Tokens of Friendship are needed t
Challe,-,ge and the results of a success Or
SOme results, and harder to change others—

Changin
TﬂkEnsng Eri::: :'to ry ¢ iust used to change die rolls. You can also use them tc}jsk the gﬁmemzster
o Slightly che S r;‘.;lariTOﬂJ_ﬂs - the story! For example, you are at the market aln )éou r}ez y n;e to
bs v nge what ﬂDuE‘_- ' ave enough money to be able to afford it. You already tlrlie to beg
With the SeTlerthef but yo o ice, but failed your Charm Test. Well, you could
rto let you !

;
e rope ata R Friendship and then find the money you
X the 9amemaster wh: ~ould give back a Token of Frie P

e
*don the ground.. e of luck of W5
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home, and you ~eed that rope urgently to ¢

okens of Friendship the gamemaster says you need.

| ]

change, as long as the gamemaster agrees, &

’rj'l'"l': -
~ould give back a Token of Friendship to say that
_u have it in your saddlebag. The gamemaste:
ot enough, but that you can ‘have remembes:

& e
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y |d remember whenever you are using Tokens of Friendship, yo
s lekis . . royre

, and the more you do this, the more powerful they Deco™

% Tl &
__,I""f: - _-r" :;-1- f‘:
- i

afe y
A=

Jortr
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xen left, you can use more Tokens to chan
O their 104 3 d
Tokens as well and throw them in with yours.

.D‘—Ehaﬁﬂr : J RN,
h more Tlni and caring and joining forces to overcome
> The gamemaster should keep this in mind whe

eed to give ba
0 give back for a certain result

. = J . i 1ht . . .
| < gnt decide that if both you and a friend

count in
total as three Tokens instead of just two-

ge a single die roll of

event’

yse @

n gec?
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. example, you and your friends are at the Gra
. powl full of orange juice is about to tip, and

- "\.'

cause you know how much she cares about th

nar Way ot earning Tokens of Fr;

E‘ﬂdship s for

v de particularly whe il our
_ friena ( ( Y when they are in need bey PONy to behave as a very, very good friend to

.amemaster should always reward acts

5y
i ol ¥

L

of - e [
naracter acting in such a friendly ) great frlendshup with free Tokens of Friendship for the

will slp?ll all the juice onto the new dress of your pony
the juice, ruining your own clothes, but saving hers,
at dress! That is a great show of friendship, where you

{ You rush in and put yourself in the way of

w

er words, when yc R ' ;
ther en you play Tails of Equestria, always try to be as helpful and nice to your friends as

i --«,C:::,,"ﬁi Ne—Tr | ' ' :
4 can possibly be—remember, if you smile, the world will smile back (why not try this in real life too?).

w

nar ':\h': ‘:t"l-” i . & - . i
her grea 1g about Tokens of Friendship is that there is no maximum amount of Tokens—you can

ave @S many as you can earn!

A

.

L A"

. \ .
"W Friends.

renever a new friend joins the group, one Token of Friendship is immediately added to each player’s

N

- Sy

= gl

3nnot be there in pony!

0ol—the more the mare-ier! When a friend leaves the group or cannot make it to a game session, the

o members do not lose a Token of Friendship, since that person is still a friend in spirit, even if they

r
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1| be faced with some troubles o,
ture aﬂ:E’r all!

There are WO different things tha

(6 cult situation like kicking open @ locked door, dodging fallin,

fac di
tacing a al g3 spEECh+

puzziE, or memorizin

o the test you need to
hat trait you shou

ifficulty.

A test is when your pony s
t solving a difficult

el e

pass, which is a number from 2 (the easie
st

The aamemaster will set 3 Difficulty t

. | se for the test. In order to -
the most difficult), and will tell you W o Pass the teg
eed to roll equal to or higher than the D

onut the gamemaster could decide that you need to test op Vour

r example, to dodge a falling cocC

jainst a Difficulty of 4. T i
and if you score a 4 or more, the test IS passed—you dodge the falling coconut ang

're hit on the head by the coconut—ouch, Jos

~ -
‘.df -1

[
-

are okay. If you roll 3 or less, the test is failed and you

ourse, if your Body trait was higher, like a D10 or better, the test would be easier.

f instead there was somethi ' gee
) ere was something making the test more difficult, such as your legs being tied together, the
amemaster would set the Difficulty a little higher—a 5 or even 6. it

D

hic means that you roll the die for your Bodly trait (say for examy

Bac¢
Not




Di{.ﬁculty Chart
his chart shows what Difficulty value the GM

- should .
ward the test 1S, use for a test, depending on how easy Of

. Tal i
. . . - I : = < i - - . I : § . - :
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rask Difficulty Task Difficulty
Very €25y 2 Extremely hard 3
Fasy 3 Unbelievably hara 7
Quite €3Sy 4 Indescribably hara 10

g Quite hard S Almost impossible 11

i;i Hard o You gotta be kiaaing! 12

% Very hard / Has anyone ever done this? 13 to 20

1 i Bad Luck!
\ote that the minimum Difficulty for a test is 2, so if you roll a 1 the test is always failed.

\ot only that, rolling a 1 is really bad, and the gamemaster can make up some very entertaining effects

when this happens.

i cor example, the gamemaster could decide that by rolling a 1 to dodge the coconut you have jumped
. the side so fast that you did indeed dodge the coconut, but crashed really hard into the trunk of the

~alm tree—losing not 1 but 2 points of Stamina—bad luck!

Amazing success:

Sometimes you succeed really sp
1ow amazingly successful you were.

Difficulty of the test.

‘or example, if the test was Difficulty 4 and you roll an 8 or more, th

nthe example above, if you olled an 8 on the test to dodge the coconut (Difficulty 4), then you and the

samemaster could come up with something really cool—for example you f:ogld say that rather than just
dodging the coconut, you buckea with perfect timing as it fell and kicked it right on top of the cart ot

supplies that is behind you—nice move:

ectacularly, in which case you or the gamemaster get to tell everyboay
This happens when the roll of your aie is double or more the

e test was amazingly successtul.

No fingers? No Problem!

Often in My Little Pony: Friendship is Magic ponies can be seen doing Fhings with their
nooves th {d '+ make sense in our slightly less fantastic world. They tie knots, pnclf up
smH B Or}| objects and even P | It is the same in Tails of Equestria—
geénerally a pon can use a ¢ mbination O : and magnc‘to do Wh?t d
IEIETANY @ POy e of thumb...err...hoof, if a question comes
mething using hooves, it's best to simply

Creature with hands CaIEIONAS @ 9 ek:le r‘?tl r(;]o e
Up concern ony is abie : ~
P concerning wihiet yis @ on magic than science, after all!

Sllestria depends far more

"0t think very hal 4%

. | !
A
" g § ‘: . r.r '
3 . R : _.--"&.
% J‘I ] + -
i 1 . ]
-.".-IF .:.. 1 g s e --";JI 3 . z :
2 U : &
‘i* % EEE A
d ) > - ..-_I- 4=



l e cases when faced wi 2 in your group might have a talent that
n som ,

could give an advantage in that test. For example, if you have the special ski_ll (Bucking) talent (see pag
69), you get to roll an extra die when bucking, which would apply nicely to kicking down a door!

Some talents allow you to upgrade or re-roll the die you roll for a certain test, as described later.

. Some other talents allow you to roll an extra die for the test—simply roll this extra die alongside the d¢
~ you'd normally use and pick the best resuit.

For example, you are trying to kick down a door and the gamemaster decides that the Difficulty is &

Normally you would use your pony’s Body value to do this. Let's say that your Body is D6, but that you

also have the Bucking (D8) talent. This would allow you to roll a D8 as well as a Dé. You roll both dice
and then pick the highest result.
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Jlue on your die, you may oll the next best die.
also rolls its maximum (8), then y
! o

For example, f you roll a 6 on a D6, you then roll a D8. And if the D8
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pick the highest result you have <cored in that series of rolls as your final result.
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D8, you would use the 6 that was previously rolled on the D6.
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Scuffles

Another (rather uﬂﬁleasarﬂ} example of a situation that might invoive several challenges IS when you g

involved in a fight against one or more bad guys that want to capture you... or maybe against hungn
creatures that want to eat you!

Remember when the Mane Six were attacked DYy Queen (;T‘f‘nill*-. angd her Chanas -?u.-_:;'-f—* | hings certainy
got heated and our pony heroes had to fight for their freedom and for the safety of all of Equestna
Another example of a scuffle was the wizard duel between Iwilight Sparkle and | ord [yrek. .. sadly

are cases where you have no choice but to fight to defend yourselt and your friend
} y | A YOUTN Triencs
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For example, two ponies are facing off against five changelings. The {:'r"!angr—.:l%ﬂgs, bemg EVI:, decﬁ{ili
to split the scuffles as follows: four changelings gang up on a pony and the last changeling HEEEb .F:
second pony busy. Let's look at the scuffle with four changelings versus one pony. If the changﬁ.u"gih
oll a 2.3,5,6, and the pony rolls a 5, the changelings win and the pony loses 6 points of Stamina. If tn2

changelings roll 2, 3, 4, 4, and the pony rolls a 5, the pony wins and shares out 5 points of Stamina |
among the changelings, in whatever way the pony likes.
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The GM might want to make this scuffle and the other, 5rna'.|err scuffle happeﬂ at the same time, CIIE}' ne

out the smaller scuffle first and then moving on to the larger scuffle. This might create an entertaining
moment such as the pony scutrling the single changeling defeating her enemy and then coming he@!
ta the rescue of the pony that is surrounded  taki s $

pony unded, taking one or more changelings out of that scuffle.
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ost other ponies. There are "
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different taients el fact, you are so good o
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rounded! Whenever you take a test, Y

e to use
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a special skill for your pony

When you choose this talent, M about coming up with your own

are listed below. Feel free to

a: Fashion; ic: Painting; Sculpting
Special Skills: Baking; Comedy; Drama; Fashion; Music; Pat g (
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Some Unicorns can use their powers to create magical shields called torcetields, which can piQ
friends from harm. To create a forcefield you must be able to concentrate and must geciae how 0%
forcefield will be.
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- talent allows the pony to fly. Tests and challenges involving flight use the die value of this talent {so
A ;pony with Fly D8 would use a D8 for such tests or challenges).
o e better this talent gets, the faster and more maneuverable the flyer is. The GM sets the Difficulty
“+ests that involve flying speed or skill and challenges are made using the Fly talent of the opposing
haracters. For example, a flying race against Fluttershy could be a Fly chalienge against a D6, while
ol zcing against Rainbow Dash or one of the Wonderbolts would be a Fly challenge against a D20.
eir
the
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L ocate—Unicorns only , ng to use his or her ordinan
Using their horn as a detector, the Unicorn can find e it, you can choose a new type ofte
senses. When you first gain this skill and whenever you upg '

things without needi

4

e Fire; gems; metal; wood; water.

F
~myv Sanca
Ponv Sense

- it

Nobt;dy knows why your tail twitches when something falls from the sky or you get an ear flop, eye Tiute
and knee-twitch when you need to be careful of who might be behind a door! During a game sessior
= *}-E Y

you can ‘sense’ trouble coming just before it affects you or your friends a number of times equal 10 the=

-
—_—

value of this talent. Pony Sense can only give you a vague sense, not a specific foretelling of the futur®

For example, if you have Pony Sense (D6), and at the start of the session a dragon jumpea out at Y&
from behina a rock to give you a scare, you could ask the GM, “Can | try to use my Pony Sense 10 ¥
me of the dragon before he arrives, so I'm not so surprised?” The GM might reply, “That's abs0 utely

fine. The Difficulty for sensing the dragon is 4; roll your D6. Also remember to note down that you o
have 5 uses left.”
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9 Gr_daf"'fl_mg- When you choose this talent, you must
Special skills are listed below.

.1 ckills: Bucking; climbing; dancina: flving- ; s |
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A 1alent aets, the heavier th
ekinesis—Unicorns onj . The better this talent gets, T the obje.s
| to move objects using magit- L
This talent allows you 1O TTIUVE =5
that vou can lift and move around. ou want to lift is. For example, ifting a by,

vy the objecty
Orison cell co

A insert the key

y slow |
d be Difficulty 13 or even more. Only ¢

Jld be Difficulty 3, but if you want to fi-..

<+ Gl

nto the lock and turn it from the gthe, .

-

\ts a Difficulty based on how hea
m to your
e. and the
g a single pon
f six ponies wou

H"U L‘!-’U S¢
of kevs off a hook and floating the
key while looking through a keyhol |
of a door, that could be a5 ora 6. Movin
est, while doing the same with a group ©
sowerful ponies can attempt such a feat.
This talent can also be used by the Unicorn 10 simply gEﬂEI:TEh :
any object. At Dé, the light is the same as @ lantern, but at highe

: specila
can iet you use it to try 10 tempurarﬂy daze some creatures, esp

-

f
4

iD

.*
k

light from his or her horn, without mey
levels it becomes brighter and the gy
ly those not used to strong

=
iy
=

w

You can teleport yourself short distances using your Unicorn magic. Teleporting is difficult to control ang

few feet after that adds an extra 1 to the Difficulty.

&= |

Failing a Teleport test means that you teleport to somewhere you didn’t intend, though it may still s
you from trouble! The base Difficulty of 5 for even a short teleport means that you may want to upgrags
this talent to at least D6 before trying to teleport.

You have the ability to look at someone... to really look. When using the stare, you must maintain eye

contact with your target and then make a challenge using your Stare talent against their Mind trait

e L AN

B 3 P ‘
Tyou succeed, they are frozen, unable to do anything. If you get an amazing success, they wi

;+"r"' | ™ | | —1 .
simple commands—just don't be too mean! The Stare only works for a short time and can only be usec
on the same target once per adventure. d

ly through the air would be a Diffic .

P,

can sometimes cause more problems than it solves! Teleporting yourself a few feet is Difficulty 5, and eye:




...). A list of common
have fun creating new and

Inlike talents, quirks are not rated with a dice value. Instead, the effect of each quirk is stated in

s description.

Quirks aren’t all bad—when a quirk stops a pony from doing something meaningful, the GM gives the

group a Token of Friendship—it’s our quirks as much as

-

1 the example above, if you couldn’t reach the important lever because ot your fear, then you would gain
; Token of Friendship. The GM should give out Tokens of Friendsh

e cobwebs in the corner of a room that your character
wishes to avoid but which doesn’t stop you from advancing would not earn you a Token of Friendship!

i
-

mportant way. Using our example from above, sorr

‘the GM decides to allow this rule, you mignt de(?ide to
oony character—pick the additional quirk as described a

FOr the GM:

Difficult Quirks

dSometimes PO ” aqu irk thatb
€xamples might inies that are
are not listed @

enough to a f

N excellent p

Problems oth

fantastic worl

e - t‘l
L.
!

i ¥ i

L

is not on this list and
lind or unable

decide that
th

our strengths that make our friendships so special!

ip only when a quirk comes up in an

have an additional quirk when you are creating your
Hove and write it down below your main quirk.

s very difficult to play. Some

ro walk. Although these quirks

her group of ponies is mature

gt t Tails of Equestria can olc

respect. I fac

llowing P |
own struggles in @ PO

layers tO empathize with
sitive and
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Fear |
A pony with this quirk gets spooked by lots s of thi
snakes, maybe it’s heights, but whatever it is chil
This quirk can be taken muitip! le times—each time

- perhaps is very sc -ared ot one thing. Maybe its
_ ltk bone ana fﬂdl\@\ your mane Stana on eng
-\ Hu take this qunk yOou must choose a qitterent tea:
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Forgettul

You would forget your horseshoes if they weren't attachea to your teet! Maybe it was you that was
supposed to bring the rope on this climbing adventure, maybe it was a very important party that you
pony hasn’t organized. Whatever it is, you may forget it unless you are very caretul to write it down

Mememememe!

Where some ponies dislike the spotl ight, others like it a little too much, and love bein 1g the center o

attention. You may not like it when other ponies are praised when you are not. or may even qo out o
your way to catch everypony’s eye. f :

Y
ou don't n'lwmd the muck, and you may sometimes forget to wash it off ri - ~ur mane is a bite
a shambles! Other ponies might be 3 little uncom# ght away-—yOur |
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pony Names, :
cutie Marks & portramns

ce are all linked to each other. Together, they paint , e
{

looks like. They each often have something to dg B,

Your pony’s name, cutie mark, and appearan
haracter’s Body, Mind, Charm,

| ter
picture to everyone what your pony f:harac ‘ i
your main talent, but that is not a strict rule—think of your pony

quirks, Element of Harmony and so on...

tallénh

who is a girl Unicorn, not very strong, but very clever, §he 3
- fireworks. Her element of harmony is definitely Magjic. <
firework and draws it on her Pony Sheet. )

For example, Emily has created a character
very talented at making the most spectacula
Emily decides that her Cutie Mark is an exploding

Considering this ‘fireyness,’ Emily decides that her pony’s coat and mane are going to b‘e a mMix of req
and orange (a bit like Sunset Shimmer's), and she colors in the Pony Sheet to show a Unicorn’s Silhoyets,

using red, yellow, and orange pastels.

Finally, Emily tells the gamemaster and her group of friends that she’d like a name for her pony that
makes people think of fire and positive, fun energy. You all think about it and come up with a number o
suggestions for Emily: “Spark!” “Hearthie!” “Firework!” “Ember!” “Firebrand!”...

Emily decides that she really loves Firebrand, as that name makes her think of fire and of a somewhat
hot-tempered, energetic pony—so her character is named Firebrand and Emily writes that name on
the sheet. Done! I




b
i
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Name

‘fou; p;ny_fr ; zfenj;:zu;g- it;frea‘iasyfta remerrnber, fun and interesting, and give a hint of what your pony
s about. ifeg | ules tor naming your pony, but you can draw inspiration from the My Little
pony, Friendship is Magic TV series, and ask the gamemaster for help

For exarprle,htf your character is a very strong male pony and has a relatively simple character (a bit like
3ig M?CIHIGS ), maybe based on the Loyalty Element of Harmony, you could call him “Strong Oak"” and
give him an oak tree or an oak leaf as a cutie mark, with a brown and black mane.

Cutie Mark

four pony's cutie mark is normally inspired by your talent, but once again there are no strict rules about
his. It can instead be connected with your name, or your Element of Harmony, or anything else that
1elps make your pony character unique and helps describe his or her character to everypony else.

Once again, think of the cutie marks of the characters in the TV series and see how they match their

oony's talents, name or character.
Sheet, or you can find a picture you really like and

fou can draw your cutie mark in the box on the Pony | .
so that you can then cut it out and glue it onto

sk the gamemaster to help you photocopy or print it
jour sheet. .. it's entirely up to you.

Portrait
Nhen |t C{jmes tG draw|ﬂg YDLH" Characten YGU Caﬂ St
“ine of an Earth pony, Unicorn, Of Pegasus, Of yoU ©

"¢ gamema ood at drawing.
ster are really 9 for the gamemaster 1o photocopy. Other

& _ is book .
“€an find a blank Pony Sheet oft page 152 of th!scan be downloaded trom the River Horse website.

Sheet that already shows you the

art with a Pony
e a completely blank one, if you or

an instead us

';'." 30 ) ey . | Sf 2
::..,; showing outlines of different kinds qf F;Tﬂ'fﬁ buy as blocks of pre—prlnted sheets.
Hally, all f she avallabl® |
,all of these types of sheets are Gl A f 3 pony that you find
of Coyr S 4 tie marks, you can use an emst_lng Plctytrea:it ispc:r?ﬂc}dif:f{ b
OMme }:Je‘ ke in the ca gt i *e"r n to the sheet, and then just Us€ ' : | o.M
HIEW ere else aste Il O | W
Br nd . and ¢ : have fun: 8
Iy . nt and clothing-- .
g on it all sort: Ll - Nl
5 | 11,3







Equipment

sed no equipme o

' i ] U

<o feel free to skip this section altogether, pa IS
e o

n some cases, as part of an adventure, your ponies ’sgs.tDrES g

of equipment that can be bought in oné of Equestria

‘and Money 58

 or money 10 go about their daily lives, or even g, i
nt O W

Most of the time ponies 1 y the first time you play Tails of Equestria,

d to have money or some partje,
market stalls—like a long rope ar by,
1 d

Can

some clothing, a potion...

ent. their game effects and their typical ¢

i this chapter, you will find a list of available equipm :
this chapter, you wil tind a the gEmE‘mESTEF will have to make up som

keep in mind that this cannot be 3 cumplete list, and
sted here.

15, by
€ afle,

s for any other equipment that is not li

Starting money and income
n the land of Equestria, coins are called 'bits.’ All new pony characters start the game with r:1,|:]|:-bg.S i
their purses (often kept hidden in their manes).

TLA

yeen adventures, you can assume that your pony will work and earn 200 bits a month F:.i'ug
a2 number of bits equal to the ol of a D20, as ruled by the gamemaster. Of course, the
=master can change this value as much as he or she likes.

i D

addition to thi ring an advent ill & ' ' '
| this, during an adventure you will sometimes find bits, gems, and rare items that can fetp

I
4

ce price if you decide to sell them.




ple price list (Ponyuville)
@ ¢ a list of average prices of P

L . : : Wares in -
gail! h"ﬂl s nn?"l"l"ﬂ_ Pri .
::th' ﬂ-tat_ -|':""'-I"E'r':’rt -g QC"ﬁ'Q 1o bE rﬂﬂ["e ex MNCeasg m|ght 'n.l'ar.l’l dEPendlng on man'_"" fhiﬂgE——it'S

an .
Cy places like Canterlot or Manehattan.

atket
® itstime to use your Charm|! Also

w18
PeT er know, you might get some
o0 n€ VEry good ba rgains that way.

LI s = LR e

] ment Name

EI'-"_-'_-:-j,::.riptiEl n

| Thie -
| Pony arm .
5 scrapes : bt E';'r 9'”?5 '.'F‘:“'-”__Pﬂﬂ}' resistance to some of the knocks and
garding (light} | 100 |point of St she might suffer—while wearing light barding you lose 1 less
| | 2 mmimur:f'ﬁ{‘.r:a Wl'IEI'IE".,-EF 'f!'-::lu lose Stamina from a [Jh}l'SiCaI source, to
I e ot 1. Tlhe :|rr.nn:|.r |nFeﬁeres with flying and using some magic,
| | gh, so your Fly and Telekinesis talents are downgraded while wearing it
Thi
| ”u“:"l'lms pony armar has metal plates and is much thicker than light barding.
| | Whenever you take damage while wearing this armor you lose 2 less
Barding (metal) 200 points of Stamina whenever you lose Stamina from a physical source, ta

a minimum of 1 In addition to downgrading your Fly and Telekinesis like
. | light barding, this barding is so heavy that you also downgrade your Body
| | trait when running, jumping or swimming while wearing it.

. Books are very important for ponies in all of Equestna, and reading them
fook ([common) 10 | can solve a lot of your problems. A common book might contain the
histary of Ponyville or perhaps one of Daring Do's many tales.

_ Rare books might be very old or they might cover a very specific subject.
Baok (rare) | 80 | They can be very useful for ponies that want to learn secrets that only a
| few other ponies know!

Important when you want to carry some milk or maybe a bushel of apples.

Bucket 5
| A cart that ponies can use o carry lots of stuff, like Applejacks’ apple
Cart 100 harvest or even other ponies
Clock 10 A emall clock that can be used to tell the time—useiul when making plans,
. of De 5 ing suit, perfect for the Grand
: An elegant gown Of pernaps a dashing sut, pe "
Clothes (elegant) 100 | galloping Gala.
|: 1 3| Tlalae) 3t Of a mce '_ﬁ]"l;“l:” 'I:I‘.;'n.'\' I:'“-.'::I1 '|."||'..\_|':|I' o LJ_'"‘LE!I.I‘ 'lrll_-_l'l_” mang
~reannils, d e LA
Hors! ‘.-le hiny while etill having fun in even the worst weather. Remember,
L Aice an s g o " e | P I
Llothes lsimj ) 20 o no such thing as bad weather, only the wrong clothing!
tnere s :
" . 2 ol Thie -
{or those ponies that are just as hungry as a horse his could be
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Helmet 50

Kit (Art supplies) 30

N
-

Kit (Cleaning supplies)

Kit (Cooking) -

Kit (Disguise) 35

Description

Whether tor sport or Datii
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T his kit has paint brushes. clay. bits

could want to create art whethe:
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' S oment Name
cquip

it (Grooming)
Kt (Hobby)
Kit (Joke)
Kit (Party)

Kit (Scroll)

Ladder

Lamp

Musical Instrument

Pole

Ponybalm (5 uses)

Rope
Saddlebags
Shovel
Spade

T9|esc0pe

R

S0

20

10

L

25

10

50+

20

29

20

' These toug

BrLISh EesCrint
es of all g |

- zes, hoof;
@ Pﬂﬂys man ﬂﬂflcure to

: Ehiny ancd .
YOu use it to give ynursalfsr:r? :::I:nr I:m gl v i sl

This curious kit is ful
Practical jokes—if it
when you use it to

f to the l:_:nrirn with buzzers, whoopie cushions and other
s funny, it's in there! This kit lets you upgrade your die
Create a practical joke.

Streamers,
Impromptu
upgrade yo

balloons, and party hats, everything a pony needs to set up an
Party—everything except guests, of course. This kit lets you
ur die when you use it to set up a party.

Thi ' -
Is small kit has lots of inks, scrolls, and wax to let anypony create a

handwritten letter; useful for ponies that want to write to their friends,

Eake to do lists or maybe even draw a map. This kit lets you upgrade your
le when you use it to create 3 letter.

Fgr pﬂnigs that want to get up higher, but dont have the benefit of
wings, this ladder should let you reach the second story of any building.
Remember to have somepony at the bottom to steady it!

A glass and metal lamp with an oil flame inside, this lamp is the perfect
tool for when you need to make your way through caves or spooky forests.

A guitar, a flute, a trombone, or even a piano. A musical instrument is
perfect for ponies that are musically gifted and are fun for ponies that
aren't. It's especially useful to have one of these around in case you run
into any parasprites! A musical instrument lets you upgrade your die when

you use it to create a song.

This ten-foot pole is one of the most important tools an adventuring pony can
have. For poking dangerous-looking contraptions from afar or for pole-vaulting
across rivers, the ten-foot pr.:rle is a must have for any serious pony adventurer.

This balm is very soothing for ponies and can help with the effects of
allergies, asthma, and even small scratches and wounds. When using
ponybalm, a pony gains 1 point of Stamina, up to its Maximum Stamina.

Ponybalm can only be used for this effect once every day.

Very useful for climbing deep down wells and up cliffs when you can't fly.
Also useful to tie up bad guys!

h and spacious saddlebags are useful for storing many of the

other items on this list.

| for moving gravel sand and other loose material, a shovel usually
o : | |
i tD:flat square head that turns up slightly at the side.

as

diaging into the ground, a spade usually has a sharp pointed
A to0 {Fr| |5:gpimﬂ: the earth. There, now you can ¢ all a spade a spade!
-nd to help It pIETLE
things that are far away— really far away. Make

ou to see | _
lows ¥ | or else it will make everything look smaller!
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and Leveling 4P

ure!

LevelS

Congratulations, you hav

Now it's time to go back to your
cocoa, and reflect on what you an
5 letter, maybe 1O

‘ust shared the
il or will be more than happ

. ich an advent
ccessfully finis |
iy s nder a blanket with a pjc

€c
in the last adventure Up o

Princess Celestia, of possibly to one of your pony

adventure with you Or SOmME who couldn't, b Mighy

You might even want to write '
y to help you with this.

friends—either the ones that

T i :
join you in the next one. Your gamemas g i |
Think back about the adventure, think of the hard tests and both the successiu challeng,ng

* | se? This i
moments. What did your character do? What traits and talentsddldtShrjlzrbT[TtiL;S i gli;ic:”jq
‘experience,’ and by accumulating experience, your talents anad natu nd improye

Follow the steps below:

1) Level

You can now gain a new level. Update your character sheet and increase your level by 1.

2) Traits

You can upgrade one of the die values among your three traits. Pick any Trait (Body, Mind, Charm) ang
increase it by one step. For example, you can choose to increase your current Mind trait from a D4 to 3

Dé or your current Charm of Dé to a D8.

There are no strict rules about which trait to choose. You can think about which trait you have used
the most in the last adventure, and increase that one—a clear effect of learning from experience. On
the other hand, you can imagine that your pony, seeing that his or her Body was a bit weak for some
of the tests your group had to overcome, might decide to train hard for a few weeks, in order to get
stronger/faster Body and be ready for the next adventure. Or you can choose to study hard to improve
your Mind, or take singing or acting lessons to improve your Charm... it's entirely up to you!
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+ like when you started to play, you get 1 extra Token of Friendship per player that was in the last
wenture, including yourself and the gamemaster. [hese are added to your current number of Tokens
crendship remaining after the last adventure.

.- axample, Emily’s pony character has ended her adventure with 2 Tokens of Friendship remaining.

iy played the adventure with two of her friends, so she earns 4 Tokens of Friendship (three players -
the group, plus the gamemaater}. These extra 4 tokens are added to the leftover 2 tokens, so Emily's y
: character is ready to start the new adventure with & Tokens of Friendship. '
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é6) Portrait _ . y
Finally, you can modify your character's portrait to show any changes in clothing style, equipment

(maybe related to a new talent), and so on.

You are now ready for your next adventure!

Picking additional quirks (optional)

You or the gamemaster might decide that your pony has gained a new quirk during the adventure.
Maybe you have experienced something really terrifying (like falling into a pit full of poisonous snakes)
or maybe you have suffered an injury that will remain with you for a long time, or maybe even for the
rest of your life (like badly damaging your left knee). These things happen, and a pony must leam to
mave on and continue with the adventures of life, learning from experience and adapting.

Pick a suitable quirk from the list on pages 72-73, or create a new one with the gamemaster—write it

down below your main quirk. This quirk is exactly like any other - :
Tokens of Friendship as normal. Y quirks your pony may have, earning

We suggest picking additional quirks only very rarel

: Y, maybe on T —_One
or two extra quirks make your character interesting Y Ce or twice in the life of any pony—2

to play, but too many might make it very difficult

Level 10 and above—epic quests
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ry a di%erer:q?:er S more eager ponies. This means that
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l | 0—the Cutie Mark Crusaders quest

'r'u'E
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start @ new pony character, . |
‘Ll}'l'l:"'rl ! ':ILI. not ha'.,.re i you rﬂ]ght dEde‘ th-ﬂt L
v\ one that does @ Cutie mark yet! YOU want to play as a very young colt or
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.t adventure (or adventures) will

vy fIFS '
viou il continue to adventure without level
ozl

Y
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Qe

Ing up be

ster decides that it is time for you t ween adventures, until the moment when the

: O get your cutie mark and you can level up for the first time.
creating @ Cutie Mark Crusader pony, follow the

1 rocedure for a 1 character, with the
exceptions: 3 Level 1 character, wi

Iqil'-'!E"-"I
tallowing

« Both your Body and Mind are D4 (but Earth ponies have Body Dé).
, You only have 8 Stamina points (but Earth ponies have 10).
. You have no main (cutie mark) talent yet.

+ Earth ponies have the Stout Heart (D4) talent, Pegasi have the Fly (D4) talent, and Unicorns have the
Tolekinesis (D4) talent, which means they are not really very good at their talents...

« Your cutie mark box remains a blank for now,

When you finally get your cutie mark, you get to upgrade either your B%:.'rd‘y' o Ming Dy ":’”Ed“ipﬂ '-"'::T’;é
lafalrni-wa points become 10 (Earth ponies 12), Stout Heart, Fly and Telekinesis reach DO, anc o1 €0

L . ; - £ i
ou draw your cutie mark and write up your new talent—congratulations:
¥







Tips for making
a pony character

create your character using the steps on

ria you will have to _
: cks for making your first pony character.

Before you can play Tails of Equest i
12.19. Below we have made a list of some tips and tri

Ask some questions

When making a pony you need to be ready to answer some questions about ycrur P'_D"'l"" These Question,
will make it easier to understand how your pony thinks. She or he could be very similar to you or
completely different! Have a look at these questions and see if you can answer all of them.

e What is the kindest thing your pony does every day?
* What is your pony's most prized possession, andwhy
e Who or what does your pony feel most loyal to?

* Does your pony have a secret?

o What makes your pony laugh out loud?

e Who are your pony's friends and family and where does he or she live?

E
;



Be different...

Equestria is 2 world in which you can be almost any type of pony you want to be, so feel free to go a
#le wild. Maybe your pony likes rock and roll or maybe he or she orefers a quiet book, though no one
s saying your pony can't like both. When making your pony character, try to make sure that you are not
stepping on another player’s hooves—three Unicorn ponies that all like dancing and music can be fun,
but it can be even more fun if you are all different from each other. Maybe you yourself are a Fluttershy
and want to try out being like Rainbow Dash, or maybe you are an Applejack who wants to try out being

i - 3 r L # ¢ : *I
ke Fluttershy? This is your chance to try being something different!

..but not too
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How to play Tails of Equestria

So your pony character is all nice and ready—now it’s time to start playing! Your GM will be running you
adventures and telling you what you see and what the outcomes of your actions are. Fi'.ememt}:-er, the
GM is in charge—no arguing with him or her {the gamemaster is on your side anyway)! You shouid iy
to learn as many of the rules as possible, though your GM will help you with this. When you begin an
adventure, things can seem a little scary, but remember these points and you will be fine.

Be creative

Many times in your adventures you will encounter obstacles and problems. Often the answer 10 these
problems will not be obvious, and sometimes they may seem impossible. In Tails of Equestria, as " '
:uﬁ?l,{ﬂ;ie;ij:jrvig; I_|:t£§;hhaetaycruiI::ar'.nc:t work through by using your wits and skills. When you encounte’
L l 128V : g £=d i
ocke y tor anyone to break down, you might decide to try to find a key, to bul®

59"-‘""5:.5:5”1 ‘?f ram 1o knock i down, or to simply knock! This game does not have a set number of acti
you can take, but instead lets you come up with many solutions to your problems
: orok :

=

Failing is fun!

sometimes you will roll a 1. It happ

shouldn't feel down when it does, because eve

moments of triumph. Getting caught b

| & Ce L -Tl U
pPpens at the most important times: ©
1 : 5

th ] §ing
embarrassed can lead to ﬁ"-al-:ing E %Ehlﬁﬂlam guard can lead to e« ruations, and HEE‘l ;
succeeded at everything th : —twould be a ver borin: leed if the neM=
gl g o yining €y ever tried. So you should Y Do leed It W 1cky,
W You keep tailing, Pﬁrhﬁ[_‘.lﬁ s t E!D:EF}t "Ll']ﬂ-'_ U will be ur

ime to think .
abﬂ-ut apprt.':-a-::h'ing prot Herent way.
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nﬂz:t | players give everyone a cha STOUP may haye trouble of the time th

have turns—each player
n':Et et
rij*”e else a chance to respond 0 speak and act. 9etting a word
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5 works, SDmEtiﬂ‘EEﬁi

Aft . In, 5O it is very important

aVE and try not g interry =" saying what you want to do, always qgive
Pt another player’s actions ! &

Team"wrk |

. ore are many difficulties that will face
Jith them all. Your pony is not

. ; il .
e MOSt fantastic fashions, but with o ble to climb

: friends :
;mblemfn always think of your friends and their égﬁiﬁi:n achieve almost anything. When trying to solve

spstacles will require you to use all of your skills CﬂmbinzzmuCh as your own. The most challenging of

ﬂn\e-Pia}’inE Is not a competition

e say it many times in this book, but it needs to be said: the only winner in Equestria is the pony

having fun! Don't Yany ElerUt who is doing the best or who is in charge, because if anypony is doing
well, then everypony 1s doing well—as long as everypony is working together.

remember the Elements of Harmony

{eep the spirit of laughter alive at the table al"ldl make Th?ngs fun. Try to stay truelandl h-::;:r".esr tfg?,;rds
character. Use Friendship Tokens generously to ne'.p ponies succeed. Show yu:lrur oya t?{hﬂefﬂﬂ:'rﬂtéﬁ'fl
by not leaving them alone unless you have to. Be kind to everyone & -Lht ﬁbflbelsegelcause friendship
nthe game are not being so nice. Remember to keep friendship it SLIARIAES :

s magicl
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, - | me. Bein )
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Some terms to get you started Here are a few of those terms
Throughout this book we use some terms that you may D WL, S R

« GM (gamemaster): This is probably you. The gamemaster tells the story, hands out secrets, ang 2~
as a referee for the game.

e PC (pony character): A single pony that is controlled by one of the players around the table

e NPC (non-player character): This is how all characters are referred to if they are not controlied o,
the players, but by the GM.

Session: The time between a group of players sitting down to play and getting up again—usualy:
few hours.

Adventure: A story told from beginning to end, much like an episode of My Little Pony. Many
adventures may last more than one session.

Campaign: After an adventure ends, ponies will want to go on another and another ar

-

-1.'
1A Nl

A campaign is what we call a series of adventures experienced one after the other by the same

group of ponies.
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The steps to running a successful first adventure

Step 1: Read this book

:*.'-:m will want to make sure you understand the rules of the game as well as you can. You don't need to
inow every single line by heart, but knowing before you play can save a lot of time at the table.

Step 2: Read the adventure module
Then, of course, you must read the agventure module you want to run. The adventure module in this

ook, on pages 100-1 38, is F:..r_:gr‘fer;t for your first game. While reading it can be very useful to jot down
afew notes to remind yourself of names and places. The reason it's important to read an adventure

tefore running it is so that you can fully understan e motivations behind all the
tharacters, and be ready for any surprises that may be ¢

.re and make some P
other players. Up until now you have been quietly

fident with the rules and the adventure you want to run. Now it's
|

- ou have at least one or two
g : : rogether and make sure ¥ : ‘

p.fm add a little chaos! Gather you! pla}fErSthEEﬂ i ough the ‘Creating 2 Pony Character' section of
. s of uninterrupted time 10 play, then run

|re F_'i'd}l' red d}

d the story being told, th
oming down the road.

onies!
Step 3: Gather y
‘ime that this is the first stage WhiC
80ing to yourself until you are con

h requires the

tion, 50 make sure your players

=
which, of course, you have |
There | characters in the previous i have been made, it is time
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and you have your friends around yoy. Now
n be a hugely fulfilling experience but ity%

ort list of tips to keep in mind when yuu?“
e

So you know how to play, you know

have to share that s |
also be a bit daunting your first time.

running your adventure.

Rule Zero is to make your game
Rule Zero: role-playing games are entertainment. Your goal as @ group your games as
entertaining as possible. _ |

P 't having fun, figure out why that is ang

. luding you. |f you are€ .
:I:rij\(;:gingg gr ignoring rules in this book and to that we say: GO FOR

IT! It may sound strange in a book that is 90% taken up with rules for this Si'?}ia?o;hzzdethft Situation, by
we mean it. If a rule isn‘t helping you have fun, then you should do away With 1%, ge it, or make yp

% I erves to have fun.
new rule. We won't mind—every group up des

The players haven't read the adventure and you ar Afbay |
This one seems obvious at first, but it can be difficult to see exactly why it Is important. In a role~playmg

game, you will tell the players what their ponies see, where things are and how NPC's react. In fact, you
are the only way that they will know these things, and it is important that you tell them as much about
the situation as is necessary, and answer their -easonable questions as fully as possible.

It may seem at times like the players act irrationally or even sometimes a little foolishly. When a player
does this, try to think why; what may to you seem like an obvious clue may have been misinterpreted or
a player may have not realized what a word means. These are your opportunities to ask them why they
are acting like that and either give them information about what they were misunderstanding or perhaps
find out that they are doing something you hadn’t even thought of.

This rule applies to all of the players,
change it. Sometimes that will mean

- ———

e their only way of seeing the world




NPC's are flavor
e hugely important
NPC's are a P part of the world of E e
Jlities interacting. Wh : questria, with ponies of all di _
person S en acting out an NPC's part, it is impgrtant to ;e :I:;T: :::n; izﬁwzsj:hdﬁifj:em

\PC you are. Some GMs use accents and change their vaice.
their lines. Try to use NPCs to interact with the F?Cs. a?rrhv:clﬁea;:;iirijtate e
sible.
ge a fan of the players
« can sometimes be easy to fall into the tra inki
p of thinking that role-playi 3Ms:

e PG, : e-playing games have two teams:
;hﬁP'a}’ ::nru ol inh‘i} :{:hin }}:GU are playing all the challenges and monsters that the players are
?Flﬂg; }|/ T g Nk 1 at the players are the enemy—it is very important that you dont do
this. ﬂfef ay;ﬂg IS rf’!ﬂt a CmeEtltlﬂﬂ, and the only winners are those having fun. So what does "be
afan of the players’ mean: It means put them in situations where they will shine, try not to ‘defeat’
them. and get excited about their achievements. When the party manages to finally retrieve the

third magical orb, you should be excited for the players, not grumbling about how they managed to
get past your challenges.

Run with your mistakes
Mistakes happen. Whether it's small. like forgetting the Exploding Hoof technique, or large, like

forgetting that Pegasi can fly, it's important to roll with the mistakes and try to make sure that they
don't interfere with the game too much. Only in the most game-breaking scenarios should you ‘roll
back’ what happened—try and always move the plot and action onwards, perhaps coming up with a

eason why that happened (for example, t rt its wing and so cannot fly).

he Pegasus in question has hu
fa mistake made a player less offective than they should have been, you can treat it as a Quirk and
give them a Friendship Token.

2ct based on what they know rather than what their
e title of an adventure is ‘Curse of the Vampony!

ecide to research vampire ponies and buy a lot of garlic.
d. since the player is not thinking about how their

Player versus pony
Aplayer should not make his or n
bony knows. For example, a player W

should not, as soon as the game begins, d

This ki 5 , . n
ind of decision-makin should be discourag ‘ | .
character would act in the Siuati{)n but how they can wwin.” There are two ways 10 discourage this sort

of behavior. One is to try and ensure that the players don't know more about the adventure than their
Ponigs, The: other is to pr|ain to your players that their pony doesn't know everything the player does,

. : . : | et
an T | ssible to how their ponies would act.
dthat it is more fun if everyone ac PO
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er pony character
ho knows that t
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ut we cannot stress th .
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of magic and W

and wondrous proplem, 2
problem that has even the

righteEst ponies stumped...

The stotuettes!
surely you've heard?
It's simply awful! You

could be trotting along
quit€ happily and
then ‘poof’...

you're turned
int2 a little, um,

hurt yet and thed always
turn pack Nt pomes again, .,
but it's Seary that we Hey!
don’t kNnow wWhy this is N\ | The cutie MaP
el | should be able 2 &
" us where we neee
te go..

Occurre




Pet

sparkle looked worried as the C

~.ilight
r,.lr.-,-.-lfg_ ng t.’"Ek ahead Df s e

alo

Ji:ﬂ- 7 .
B - i of us?” whispered Fluttershy,

hy shivered at the name.

Flutters

bC}uf the pam erl'n :
«gut what @ - pering party we promiseq
ossing her mane. My darling Opalescence wil our

| pets at Fluttershy’s cottage?” said Rarity,
.3t for @ week!” get all in a huff if | let her down, and she will refuse to

And my PO°r little Gummy will cry crocodile tears,” s oy s |
eek how much he’s looking forward to it!” " squealed Pinkie Pie. “He's been telling me all

1| guess I'll have to stay and pet-sit,” Spike said hopefully.

No, we'll need you with us, Spike,” said Twilight Sparkle. “I suspect this mission about the Curse of

e Statuettes might be really challenging, and if I'm right, we all need to stick together, especially if
we're going to the Badlands.”

silence fell across the ponies as they stared at the map. Across Equestria, ponies had been popping
o miniature figurines of themselves for no apparent reason! Most of the time, they popped back
sfter awhile, remembering nothing of their ordeal.

“Hey, I've got an idea, y'all!” piped up Applejack. “Why don’t we ask around Ponyville for some
mighty fine ponies who'll look after our pets for us?”

“Sounds like a plan,” smiled Twilight Sparkle. “Our pets can have their party while we're away. Come
on, let’s find some ponies who can help us..."




Important! Read This First!

‘The Pet Predicament’ is an adventure for My Little Pony: Tails of Equgstrﬁa. It's for
pony characters (PCs) of Level 1—characters of a higher level might find the adventure
too easy, so if you want to play with higher level ponies, the gamemaster (GM) should

make the adventure more challenging by making the tests more difficult, making the
bad guys more powerful, or by adding extra encounters.

Now, it's very important to understand that if you are intending to take part in this

adventure as a pony character and you carry on reading, you'll spoil the surprises the
story has in store for you. So, unless you're the GM, make sure you stop reading now!

Are you still reading? Naughty pony! Stop reading!

Hello, gamemaster. You can carry on reading. In fact, if this is the first time you've
played this adventure, read it all before you start, so you are tamiliar with the story
It will also be very helpful if you are familiar with the basic rules of the game. so o-u
don't have to stop and look up rules as you play. In fa o

N . i
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ing to life within the story.
then begin by reading th | in't already,
brackets] though! ad the [text in




peautiful, sunny day in Ponyville. You've

e ~ut with youl friends. The market sqQuare is bustl;
nat's . od e Uustiin
e |ike the sun has l)lﬂ?lgh’[ out the who|
Jlebags are loaded with food and tre

COMme
to the marketplace to shop for groceries and

e of P 9 with ponies of all shapes and sizes—it
onyville! You've finished your shopping and your

ats. :
¥ [GM: Ask each player what their pony has bought].
You'Te 4rawn to a great crowd near the fountain

oWing off his magic trick
8l . .
" 1ae from thin air, pull ¢

Tall
ath

- , applauding a street perf Sk Unicorn
S 10 eve ' | ! pertormer—a young Unico
"ypony's delight. You're busy watching the Unicorn conjure

olorful f| '
owers from his top hat, and create glittering rainbows above

s head. SO you're hot ‘ooking at your shopping bags. One of you [GM: Choose the PC with the
asties! treats in their bag] teels your bag getting heavier and heavier!

L ooking In YOUl bag, you see an adorably cute, white fluffy bunny rabbit with great big black eyes.

gomehow IS managed to creep into your bag, and is busy munching away at the tastiest food
Jou've bought!

What are you going to do?




There’s a rabbit in my bag!
The rabbit is Fluttershy’s pet, Angel. Fluttershy has taken him with her to the mgrket to look for suitable
ponies to take care of the pets when she and her friends go away on their mission.

The rabbit looks cute, but is far from well-behaved. If a PC tries to grab the rabbit, or take the food
away from it, he will growl fiercely and stare at them angrily, resisting any attempts to take him away
from the food.

Let the PCs spend a few moments trying to deal with the stubborn, unfriendly bunny, then introduce...

Fluttershy!

A girl pony, a Pegasus with a yellow coat and pink mane and tail, trots over to the PCs_ She has big blue
eyes that stare at them shyly, and her cutie mark is three pink butterflies. It's Fluttershy!

Read Aloud
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hole adventure depends on the p
L

Cs Sayin
e Wi the tirst player to say ¥es with 5 Tnkanyug :E;é;hﬂr say "Yes!' right away, na questions asked,
*f""d"‘hq! £ they say no? in.
gt W

f happens. stress to the PCg what an h

i i onor it is t
f " do the famous Alicorn, Princess Twiliq
Al

0 be |
ht Sparkle. asked tg help Fluttershy and her friends, who

efuse Fluttershy,

‘t want to help, an
gy g Fluttershy gets tearfu and starts to sob. “Ch my!
i ets! We Must go

.4 no one to take care of oyr p
i i

! ©N an important mission. but we At Lala sl
» promised them a : ; I | -
oS alone! W‘;prmmise to themﬁ?mpemg Party at my cottage, and they will be so disappointed if we
Fers’ .IQ-E.'E"FJ o |
_"“1._-'“..1

ittershy's tears dc:r-._’t move the PCs to offer their help, then they obviously need a few lessons in

endship! If anypony is being mean 1o her, you may even take a Token of Friendship away from them.
.\‘-tel"':-h':ll' will finally try to persuade the PCs w

!'||.|l. b

ith an offer of 3 reward, “I'm sure Princess Twilight Sparkle
|reward you well if you help us! She will be very, very gratefull”
Wil .
(shis doesn't work, you'll have to try to
I

get the PCs to explore the Everfree Forest 5c}mehﬂw—th5‘5’ :r"'
eet each lost pet and have a chance to rescue them. Perhaps the PCs get In:_-at in ’Fhe forest rl?et
= I:Ite .r-'.em'ching for something Important to them hidden there. Perhaps the Unicorn in the ma
i:u:n; gr;*'ls his spells muddled and ca

uses a magical whirlwind to appear which whisks thjlzﬁi away to
depths of the forest. I'm sure you'll think of a way to get the story back on track. Goo |
the depths

Yes, we'd love to help you!
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ibe briefly
i can ask them to descri
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Fluttershy’s Cottage _
' t the Mane Six and take care of tha:
The next morning, the PCs should go to Fluttershy’s cottage to Mee Of theijr Doty

| d, and myster;
Fluttershy’s cottage is on the edge of the Everfree Forest—32 wild, woode ySterious areg

avoided by ponies as a scary place.

The cottage is reached by crossing a sm

The remarkable thing about Fluttershy’s home is that it has a roof of green leaves—it looks a bit |ike

a tree house. Dozens of bird boxes and bird tables hang from the branches O;_tze roof an_d from the
trees dotted around the cottage, and the air is alive with the sound of pretty birdsong. Wild rabbits

and squirrels bound and scamper along the path leading up o the cottage, flitting away as the ponje
approach.

Fluttershy answers the door. “I'm so glad you could make it. Come in! Come and meet my friends!”

The cottage is very cozy inside. There are comfy seats for ponies and several bed baskets on the floor

all bridge over a fast-flowing river.

for when Fluttershy’s animal friends come to visit. Several birdhouses hang from the ceiling, with colory

birds flapping around the PCs heads. The baseboards are dotted with mouse holes, from which curioys
mice stare up at the PCs as they enter. There are lots of books about pets and wildlife on the various
shelves fixed to the walls. Fluttershy keeps her cottage very neat and tidy, despite the presence of so
many animals and birds.

The Mane Six

ngting to meet the PCs inside the cottage are Fluttershy’s special friends: Applejack, Pinkie Pie, Rarity
Rainbow Dash and Twilight Sparkle, and her little dragon buddy Spike next to her. I'm sure they don't
need any introduction—their traits, talents, and so on can be found on page 136-137.

Twilight Sparkle steps up to the PCs and begins to talk:

“We thank you from the bottom of our hearts for

. your generous offer to look - e o i
away. We promised them a pampering party, and after our pets while we arc

now that you are here, a | ' ave.
| i , @ pampering party they shall have
Note that it the PCs ask Twilight Sparkle about the Mane Six's next
of the Curse of the Statuettes (see Page 102 for details on the Cur

have to go to the Badlands on an adventure that might perhaps h

After Twilight Sparkle has spoken, she and her fri | :
in the boxes opposite as each pony introduces thee’;?;;:)tmduce their pets to the PCs (read out the tex!

adventure, she will tell them the sto

.
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_ my pet, Owlowiscious.”

this 1° +

-“I_,-;ht holds up @ bright-
" lfbrgwn owl. “Say hello,
V€ £ 28 i

:Ilwiewlsc'gus

. hoots and bobs its head politely,
i "He's very well-behaved. He |

being tickled just behind h?:es
ear feathers, and his favorite

treats are chocolate mice ”

pinkie Pi€
What did you say, Gummy?”
snkie Pie raises the baby alligator
¢he'’s holding to her ear. “You like

these ponies? Well, if you like them, | like
nem!” The gater, which has not uttered a
word, stares blankly at you.

"Gummy says he'd like you
to feed him fish cakes, and
his favorite game is Snap, of

Rainpow Dash

ey, Tank! Say hello to your new
iends!” smiles Rainbow Dasn.

looKS f—.ﬂf'm’ﬁ)’

Al
large green tortoise |
= ._'.ndr['_.'_:al"'|ﬂg

P atyou from the floor

gy Tl. |
alion goggles, and !
e strappeée

“Feed

~licopter rotor

anlEja:k

”S‘ay howdy to Winona!”
grins Applejack. A brown and
white dog wearing a red collar with
la gold name tag jumps around Applejack’s
egs playfully.

"Give her a bone to chew on
and she'll be as happy as @
worm in an apple barrel,”
says Applejack. “Ana
her favorite thing of
all... belly scratches!”

"Opalescence is extremely
sensitive, and you must take full
care of my little darling.”

Rarity is preening a white, fluffy cat wearing
an opal-studded collar round her neck, a
ourple ribbon atop her head, and carrying a
toy mouse in her mouth.

"She will only touch the finest
cat treats, and you must
regularly comb her fur just

the way she likes it.””

Fluttershy

weu've met Angel already.
tell that he likes ')fDL.t.-i’

I

| can
says Fluttershy softly.

The white rabbit sneers at you and sticks out

his tongue.

"He is such a loving Iitlie




Cs. Twilight Sparkle gives the PCs

Fond Farewells

After the Mane Six have introduc
their instructions:

od their pets to the 5

we have to rravel to the Badlands, far to the South o
lr.__ . |

’ f{} . / U”r

- f the pets ) spish
be staying at Fluttershy's cottage, taking Ca"iri erfﬂz party today, SO that's your first job—to Make g,
fed and entertained. We promised them a p P tage clean and tidy—she’s been very king te
0

hy's cot

e g g ;EE{? ;t’:f}:;);o be upset by any mess when she comes home
. : A |

let you stay here while she's away. We

bas 11 ' | ho are good with ani ,
Now. I'm sure everything will be fine—you seem like nice, kind ponies W g Nimals, |y«

- llH
time for us to go. Take care, and most rmpﬂﬂa”ﬂ% have fun! i ;
: ' then the
Twilight and her five friends all kiss and cuddle their pets goodbye, y
to the PCs and leave on their mission.

and Spike wave goodbye

Snack Time
After Twilight and her friends leave, the cottage falls silent. Owlowiscious hgs flown to perch on the bac
of a chair, and looks wisely at the pet-sitters. Winona scratches herself, looking bored. Gummy stares

straight at the PCs with unblinking eyes. Opal seems to look them up and down, the.n curls her lips in
disgust and sniffs haughtily. Tank seems to have fallen asleep, while Angel narrows his eyes and fixes the

PCs with a fierce glare.

Ask each player to test their Mind trait (Difficulty 2). Anyone who passes this test realizes that perhaps
the best way to win the pets' affection is to give them some food. It’s a little early for lunch, but perhaps
it's time for a snack?

Hopefully the players were listening carefully earlier, and remember what each pet's favorite food is.

Fluttershy's cottage has plenty of food cupboards with all sorts of food for all sorts of animals—maybe
the PCs can strike it lucky and find the treats they're looking for.

— A =~




qe for winona and lettuce for Ty,

K are
. ~ce food types. ©asy to fi
05 yP Y 10 find—a successful Mind test (Difficulty 2) will

gish cake
sy 1O find carrots for Angel, yes? N

Ty J : :
ST to mak |

b otis ikely O e him angry! A syc . the exact right type of carrot—just any old

(Difficulty 4) will locate the right carrots!

s for Gummy and chocolate mice {
or

5 successful Mind t cr. Owlowisci .
est (Difficulty 3) WisClous are a bit more difficult to locate,

s the hardest to please. She will turn her

| R Nnose : s
ost ENPEHEWE cat treats—a successfuyl Mind up at everything but the tinest, most succulent,

i test (Difficulty 5)
+ means the food cann : y 5) is needed!
;a-lﬁ'd tes ot be found in Fluttershy's cottage—each PC can try to look once

_pCs do not manage to feed 3 ot with
:F the adventure, the PCs must cpimwTﬂ:a:f preferred food, it will be more difficult to control—for the
0 grade any die they use for a Charm test made towards that pet.

/

pet Personalities

Fach pet has its own unique personality. These are summarized below.

Angel

Sp_ﬂi{Ed, bossy, and very demanding. Short-tempered and prone to
childish tantrums. Very picky with food. Enjoys tormenting his pet-sitters.
Communicates in squeaks.

Gummy
He has a blank, vacant stare. He will grab anything that comes within reach of
his toothless jaws and refuse to let go! Silent, but Pinkie Pie is convinced he

talks to her.

Opalescence

Selfish, manipulative, and irri
but spits at those displaying
hisses when angry.

Owlowiscious o y L
. is highly intelligent and can understana an
éﬁz: ;.Z”e':e?:?;i “Nocturnal, so usually sleepy during

the day.

Tank

Slow, but very : pful, and det

ror strapped O
propelled helic prter ro P

always silef

table. She rubs against well-dressed ponies,
5 fashion faux pas. Purrs if happy, but yowls and

ermined. He has a magically-
his shell, which allows him to fly. He is

f she doesn't get her

.. Winona ild
Q2 ﬁ F ':'. . - She gﬂes Wl
| && A frient nd faithful work d:r?ts, and yips like any other regular dog.

Na¥ daily ex lparks, whines: P

t

*
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The Pampering Party

After the PCs have fed (or attempted to feed) the pets, it'll be time to start the pampering party. The
PCs must decide how to entertain and pamper the pets, and this is where the real trouble starts.

If the PCs don't try to entertain the pets, have all the pets behave impatiently or naughtily: for example
Owlowiscious flies onto a PC's head and hoots loudly; Winona runs rings round the pet-sitters, barking
energetically; Tank begins flying round the room his helicopter blades whirring, bumping into shelves
and knocking over books and ornaments: Gummy stubbornly latches his jaws {;;.Into a PC's leg; Opa

yow.ls and spits and begijs scratching furniture: while Angel tries to escape from the cottage, attempting

If the PCs don't realize the pets need to be

i . iifficulty
entertained h 3 - - i (Dn(flCU ,
2)—a success makes them realize that the D - nave each PC test on their Mind tra!

W e dl
€ts are acting Up because thev are not being pampe®
The PCs must try to remember what each o |

persuade it to let them Pamper it. This reai: -
| Fv equir
apart from Angel (Difficulty 8) w Quires a successfyl Charm test.

R




2" plem is. they will have to kee
geP” ' PN testing tq ;%“P wi

(omehow Manages to controy

L

g b

rtains ON the window nearest you. The Outstretched claws tearing into the

-

curtain rail co -
o m f
straight es toppling down, knocking a cupboard

towards you!

Trapped!

The PCs have to test on their Body trait (Difficulty 5). If they fail, they get trapped inside the cupboard
ind lose D8 Stjamma. If they succeed, they dodge out of the way of the cupboard, but become tangled
0in the curtains and are trapped-they cannot do anything until they struggle free (see below).

Ponies trapped in the cupbmard can test on their Body trait (Difficulty 5) to push over the cupboard
.4 free themselves—every time a pony £ails this test he or she loses 1 Stamina. If trapped ponies work

ngether, reduce the Difficulty of the test by 1 for each helping pony. Because the cupboard is so heavy,

. akes about half an hour to get themselves free.

will eventually free themselves after about half an hour of struggling

%onies tangled up in the curtains
Wt no test needed.

| 2
o -% 1 {:}ﬂﬂ . . :
Where have all the pets e curtains or the cupboard, read out the following text:

. th
=$500n as at least one pony has gotten free from

and fallen cupboard, there

Read Aloud: lapsed curtains |
| | Besides the collap f the windows 1S smashed
= b X ' Al - —I.r--.rrm{:”Ete mESS' - the ﬂlj':’r One O ) .
uttershy’s cottage 15 @ =~ 1" . _.d up chairs pl s in the front door is swinging loose.
arg CLJSI’“ ons., ornami nts L‘:TH_J JPH Evewwhere, The Cat'ﬂap |
AN + ' + 4 T #r mne
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-t 2 t ResScue

in this part of the adventure, the PCs must track down the pets and e each one from the troube
they've gotten themselves into. Opposite, you'll find a summary of what's PaPPe‘nE‘d 1O each Det
Remember to keep this information secret from the players! They have to find each pet themselyes

‘ollowing the clues that are outside the cottage.

Pet Detectives

* the PCs look for the animals outside Fluttershy’s cottage, they will discover clues that will POINt them
towards each pet. |

¥ A tad of bunny footprints leads from the cat-flap southwest into Everfree Forest.

Alligator tracks lezd from the cat-flap to the edge of the river running past the cottage.

§

J9=C on 2 bush near the cottage is a purple bow.

v

v

¥ A trail of soot leads from the cottage east into Everfree Forest.

k3 =isiance, deep in Everfree Forest to the south, a cloud of smoke rises Into the sky.
E

~NE Cistance, ceep in Everfree Forest to the west, a faint, sad dog howl can Just about be hearg

w the PCs 1o fs .
© = TS 10 explore around the cottage and discover each clue before letting them decide which




gunny Footprints

The P(;s can follow t.hese fc}otprints southwest into the Everfree Forest. At one point, after following
the traﬂ for an hour, It alm_ost disappears. Each PC must test on their Mind trait (Difficulty 4) to continue
following the footprints—if they all fail, they get lost (see Lost in the Woods).

fthey successtully follow the trail, or after resolving a ‘Lost in the Woods’ encounter. the PCs eventually
each the mouth of a large, dark cave, where the trail ends—see Finding Angel.

Alligator Tracks
The tracks lead to the river that flows south into the Everfree Forest. At that point, the tracks

disappear. If the players can’t figure it out for themselves, allow the PCs to test on their Mind trait

Difficulty 2) to figure out that Gummy must have jumped into the river, and that he must have swam
downriver, because the water is flowing so fast that the baby gator would not have been strong

enough to swim against the current.

There is a small rowboat on the bank of the river, |
totwo PCs can row the boat—this requires thelm to test
otherwise it spins out of control and everyone In the boa
Evf?ntually, after about an hour, the rnver flows into a lake,

Pet—see Finding Gummy.

ust big enough for all the PCs to squeeze into. Up
on their Body trait (Difficulty 3) to control it—

t is buffeted around, losing 1 Stamina.
which is where the PCs discover Pinkie Pie's

top of her head is snagged on a bush near the

ddle of a narrow path leading southeast into the

nce was wearing on

Thlq. . =
Purple bow which Opalesce .
| . in the mi
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The Trail of Soot | ot
The PCs can follow the trail of soot east INtO the Evertre

a sooty owl feather along the trail. The trail is SGmetlimest”Dwmg
PC must test on their Mind trait (Difficulty 4) to continu€

lost (see Lost in the Woods).

Forest. Along the way, now and then thei' )

difficult to follow. About an hour along it n

the footprints—if they all faj| th;ya;h
€l

t in the Woods' encounter, the PCs eyens

: O Ua[!y
ding Owlowiscious.

fter resolving a 'Los

If they successfully follow the trail, or a |
blue flowers—see Fin

reach a clearing carpeted with strange

The Cloud of Smoke
if the PCs go in the direction of the smoke, it leads them south into the Everfree Forest. After aboyt

an hour, they lose sight of the cloud because trees block their sight. To continue, the;y must locate the
direction of the cloud of smoke again; otherwise each PC must test on their Mind trait (Difficulty 6) to try
to figure out in which direction the cloud lies. If they all fail, they get lost (see Lost in the Woods). The
best way to locate the direction of the cloud is by climbing a tree—this requires a successful Body test
(Difficulty 5)—and yes, in Equestria, ponies can climb trees.

If they successfully follow the cloud, or after resolving a ‘Lost in the Woods' encounter, the PCs
eventually find the source of the smoke—see Finding Tank.

The Dog Howl

Ff the PCs go in the direction of the howl, they end up going west into the Everfree Forest. The howling
is easy to follow, and gets louder the deeper the PCs venture into the forest. i

After about an hour, the PCs eventually come across an old shack in a clearing—see Finding Winona.




tisa Wild
erfree ores ; that lies | ide P C n
F h t|IESjL.ISt outside Ponyville. Cautious ponies

of strange magic.

v .
. 1 this mysterious place. |t |
jvoid this MY P It's scary and weird and full

g The spooky trees that look like misshape , _
out the sky and sunlight; pen monsters towering above them, blocking

g The claw-like branches that seem to reach out and snag the ponies’ manes and tails;
¢ The hideous black, thorny vines that seem to creep and crawl slowly in the undergrowth;
¢ The fierce red eyes that blink and glare from the shadows;

¢ The strange animal noises and bird calls that grunt, squawk, and screech from the
hranches and bushes;

¢ The annoying buzz and drone of insects that flit above the PCs’ heads;

¢ The musty stink of damp earth and wet, rotting leaves.




1. Marshy Pool. One or two (but not all) of

’ in Ev
Each time the PCs get lost in EVE
occur. Alternatively, roll a Dé to find out W

events even if the PCs don't get
Zecora). These events are not covere

. Zecora. Each PC feels their mane

wood>
Lost in th€ s
ne of the events from the list beloy, s
You can also introduce any of theg,

ost to increase the challenge (or to help the PCs in the ¢aqq of
i d in detail—it’s entirely up to you how you play them oy

the PCs stumble into an area of swamp, They
o pull them out. After their rescue, the

: E. e t
will be stuck fast until their friends cooperaie hey must degrade their Charm die by

PCs who fell in the marsh will be very stinlfy-—-t
one step until they get cleaned up. Uggh'

- f thorny briars that cling to their
Clinging Thorns. The PCs blunder into a patch o ' | |
mangs gnd tails and tear at their clothes. They can’t go forward or back without being

scratched. Unless they can figure out a way to get through the thorns without being
hurt, they will each lose D4 Stamina as they try to escape.

Rabid Rhododendrons. The huge plants around the PCs‘suddenW begin to ‘":-'"OWd
around them, moving with a will of their own. Leafy tendrils snake around their legs,
and the heads of the plants snap at them like hungry jaws. Unless t.he F’C;s have a
better plan, they each must make a Challenge using their Body trait against the plants’

Body trait of Dé. If they pass, they struggle free, but if they fail they lose 1 Stamina and
must try again.

Cragadile. The PCs must cross a small lake of smelly green water. There are large

stepping stones across the lake, which can be easily crossed. However halfway across,
one of the stones turns out to be the back of a cragadile—a huge and fierce reptile

with stony scales! It's hungry and will try to snap at the PCs. Will they spot the cragadile

before they step on it? If they disturb it, how can they get away, or overpower it? You
can find the statistics for a cragadile on page 133.

Timberwolves. A terrible howling fills the air. Ou

_ | _ t of the undergrowth leaps a pack of
ferocious timberwolves, with bodies of twigs, logs, and leaves, their eyes gleaming with

a spgoky green light. The PCs must try to overpower them, trick them. or run away. You
can find the statistics for a timberwolf on page 135, |

being watched. They can see Elfe ow :
the forest. The creepy-looking eyes beg; ¥ 9|eam|n‘g from the shadowy depths of

do the PCs do?

the last minute. It’s
| PCs charm

r Mind die by
B gives them 2
imina—but if 2
downgrade
cure any PC




The Elements of Harmony

Fach pet's owner is a great example of each Element of Harmony, as listed below.

¢ Fluttershy (Angel’s owner)—kindness.

9 Pinkie Pie (Gummy’s owner)—laughter.

¥ Rarity (Opal’s owner)—generosity.

¥ Twilight Sparkle (Owlowiscious’s owne
other elements).

¥ Rainbow Dash (Tank’s owner)—loyalty.

¥ Applejack (Winona’s owner)—honesty.
ot is to use the Ele

r)—magic (created by the combination of the

ment of Harmony associated with their

The best wa h

y to rescue eacn p |
owner. This is probably 2 difficult concept for the PCs to figure out by mem?ew?sf but
ifthey get stuck while *Wing to rescue a pet, ask them to test their Mind trait (Difficulty
. Anypony who g ~eses the test gets 2 clue as to how they should act to overcome the
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Finding Angel

g ¢ The trail ends at a cave.
the cave, read the sectio

ints |
The bunny footprints 1€
n EE'GW out loud {they I need a

ou shiver. Your light dances on the rocky walis

The only sound you can hear is the drip. .
and damp.

Read Aloud:
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agical bear.

5 kind s ~ce and is gently cradling a sma
Despite its scary appearance, the Ursa has a kind smile .:m_her fu_ELE'f HJ tr:_?' : 9 t Y : tEI arbrr.?ll,
white trembling animal—it's Angel, looking absolutely terrified. The ra D:_t 15 LI s ruggle free,
squeaking in fear. You notice that the Ursa has put Angel in a diaper and is gently rocking him back
7 roat—is she singing some sort of bear lullaby?

runnel eventually opens out into a large grotto
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olor, that shines as thougd
t has fierce yellow eyes ar
in stories—it's an Ursa: a monstrous, m
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and forth. A low growl rumbles from the Ursa’s th

How will the PCs get Angel back from the Ursa? The Ursa, despite her huge size, is a very young one,
and has adopted Angel as her new baby dolly. She will not want to let the rabbit go!

Have the PCs test their Mind trait (Difficulty 3). Anypony who passes realizes that this massive monster
is just an Ursa minor—a baby—ana that her mother, an Ursa major (even bigger and fiercer!), must be
coming back to look after her cub sometime soon. The PCs

only have a limited amount of time to rescue Angel.

The PCs will probably come up with several clever
ideas on how to rescue Angel. However, we'll deal
with these two approaches here: using kindness and

using unkindness.

1 [
Kinoani

The best way to rescue Angel is to treat the Ursé
minor with kindness. She just wants her own pe!
to play with and take care of, and she doesnt

realize that Angel belongs to someoné else.

FIFST_, the PCs will have to show the Ursa
minor that they are kind and gentle and
don't mean them any harm.

To do this thev need to test their
Charm trait (T ty 5 because
the Ursa dr ¢ thafr:
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or any other r’:_‘nethc:.d that will hurt her feel;
" ediately bringing his mother back tq th:Edlgr?‘{S, the

136N after the PCs—double trouble!

n ¥
U@-' any .fnrm of unkindness, trickery, sneakiness,
o IrSEI minor will roar and growl fiercely,

€ below). The Ursa minor will join his mother in

m's Home:

I -
1 PCS take too long trying to resolve this encoy
I R ' nter, the Ur inors m e
Tl at finding the P : : ' sa minor's mom might come home, and
e very aN3TY 9 Cs trespassing! The Ursa major will also appear as ggnn as her baby gets

.ot by the PCs’ actions (see above).

-Sdet*&'lﬂ-,ne whiL_her ;nel Ursa ma]cﬁr comes ht:ume, every fime you j,ddgil-? that the PCs are taking too
ang 1o do something Urlr'llg. this encn::unte_r, roll a die—if you roll the highest possible scaore, the Ursa
najor appears. Start by rolling a D20, and then degrade the dice by one step the next time you roll to
e whether mom comes home.

\hen the Ursa major appears, the PCs will have an even harder time trying to rescue Angel, if they
haven't already. If they annoy the bears, both will chase the PCs away fram their den—if the PCs get
sotured by the Ursa major they will end up as the Ursa minor’s playthings, dressed up like Angel in
saners and treated like baby dolls until they figure out a way to escape.

L]
angelic Angel?
f and when the PCs rescue Angel, he will do everything he can to annoy them while

he is in their company. Whenever the PCs have to make an important dice m“éjﬁiif
Dé and refer to the table below to figure out how Angel behaves (or you can Gecice

yourself how he behaves badly).
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Finding Gummy |
g oventually reach a small lake with a tree-covered islang S
[

Following the river, the PCs :
center. Read the section below out loud to set the scene:
.:\ | o
S A
Read Aloud: "4 2
F/

in the center of which is a little island

The river opens out onto a small lake,
lp but burst into laughter when you see l” e

covered in trees and bushes. You can't he .
a comical-looking bird of prey with a ridiculous bright green mobhican-style crest

on its bald head, flying high in the air in circles ana screeching in panic as a baby "
alligator stubbornly clings onto its tail feathers with its jaws. :
The bird is a mohawk, and you can see that the "gator is none other than Gummy.
How will you manage to get him safely down?

The PCs have several different problems here: how do they get Gummy down to the ground without
hurting him, and how do they make Gummy let go without hurting the mohawk?




Laughter
The best way to get Gummy to let go is to make him laugh! But alligators are not known for their senses

of humor. Any PCs who try to make him laugh with funny antics or stupid jokes must test their Charm trait
[Difficulty 5). They can try again and again, as long as they tell a different joke or describe a different antic,

i the PCs succeedl, Gl{mmy wil! giggle, chortle, and then open his mouth to let out a big guffaw, letting
go of the mohawk's tail and falling down to the ground (the mohawk will give a relieved squawk and fly
off, its tail feathers ruffled).

However, that's just the first part! The mohawk is a long way up and Pinkie Pie will be upset if her
precious pet gets hurt from the long fall.

One PC can try to catch Gummy by testing his or her Body trait (Difficulty 4). Or the PCs can try to make
the mohawk fly from above the island to above the lake. so that when Gummy laughs he has a soft (and
wet) landing. _HGWEVE'E as soon as Gummy lands in water, he's off swimming as fast as he can, and the PCs
will have to win a swimming challenge (using his Body trait of D4) to catch him. Any pony who tries and
loses will lose 1 Stamina out of exhaustion. He'll swirmn around and around the island until finally caught.

No Laughing Matter!

If the PCs do anything that upsets or hurts the mohawk, the bird will peck angrily at the PCs, causing
them to lose 1 Stamina. QOuch!

Going Back Upstream

Once the PCs have captured Gummy, they'll have to travel upstream to get back to Fluttershy’s cottage.
This is more difficult, as they'll have to push the raft against the flow of the river (they'll need a couple
of ponies with long poles to do this). It's quite exhausting work, and all the ponies will have to take their
turn punting the raft upstream. By the time they get back to the cottage, they're all tired and lose 1

Stamina each.

Ga2tor Jaws

Gummy has a bad habit of snapping his jaws tight around anything within reach. This
includes ponies’ legs, tails, and manes. Luckily, he has no teeth, so his grip doesn’t

hurt, but he'll hold on stubbornly for as long as he can.

The first pony to pick up Gummy must win a Ichal!e:rjge against him using his Body trait
(D4); otherwise Gummy will grab the pony Wlthl his jaws and not let go, and the pony
must do everything with Gummy attached to him or her

(this means his Body trait die is degraded by one :s,tﬂp unltnt

Gummy lets go). Gummy will only let go m;rhen he's fed his

favorite treat—fish cakes—or if the PCs think up a

cunning way to make him open }_3*5 mouth.
P it _-‘.-"..._1! et ou
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Finding Opalescence
evealed by the trail

of Opal's accessories leads to a gm

2 all fufE
of which 1s a water well. Read the section below oyt ik

=

Following the path r
clearing in the center

e

Ea

Read Aloud:

S e I. A slate roof, covered in
The edae of the well is made up af a low, ¢ ircular stone wall. iy

the well from the sky. There's an old, rickety-looking wooden handle a!.'iur_'hr.-i to the whee|
to raise and lower the rope that drops down Into the dE—?[ﬂh.‘:i of }h':"-' :WE-I ]‘L}i}“ r*.f-"-_g;j“'-'-f" OVer the
wall of the well, you peer into darkness and can't m;_n.l-:c? out the r.‘u:!.t‘:urr.u. e ;ndr,r_,.ﬂ, walls of
well disappear deep underground. You can hear a taint TTWU_W'”E-J coming ‘."F-} rc”l"" the ".':J.-:.rrr_,.‘.‘
There's an old board attached to the front of the well. Scraping away the cobwebs and d 1, yo
can see some words written in old-fashioned writing that appear to change before your ver

in moments they have formed into a poem!

Y Byes

Opal has fallen into the well—her curiosity caused her to go too close to the edge. The scared MEows the
PCs can just about hear are hers. The PCs must try to figure out how to get her out of the well, which is»

magic wishing well. A long time ago, before this part of the Everfree Forest grew around the well
used to wvisit it and drop in gold bits, hoping for wishes. At first, the well granted those wishes, by
greedy and demanded more and more offerings before granting them. The ponies stopped visiting the
well and gradually the Everfree Forest grew around it. After being abandoned and forgotten for 5{5,{]
the well has grown lonely, and it will not release Opal unless the PCs throw in their most precious items.

The Poem

The writing on the well is quite difficult to read. It requires the PCs to test their Mind trait (Difficulty

S K the;,r fail, they cannot read it—unless they spend Tokens of Friendship to re-roll or pass the test
automatically. The poem reads: L
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Gift-Giving
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For example, if there are three PC i
specializing in umping, you could
talents 1o rescue the owl. The pon
expert at jumping could leap over
Creative Flair has made 3 makeshi
jumping pony leap further

As long as each PC has to dg something differen
anything—the more imaginative their plan, the b
in the plan, the plan won't work,

You might have to spend 3 fittle
characters) thinking about this <

the Creative Flair talent, and one
if they use a combination of those
xes the owl in place for a short time, while the
ing them and grabbing the owl. The pony with
of vines, wood, and bouncy moss which will help the

decide that the PCs succeed
¥ with The Stare fi
the plants dodg
ft trampoline out

t 1o rescue the owl, you can let them get away with
etter. The rule is, if one or more ponies don't take part

bit of time before the ady

_ enture starts (but after the PCs have created their
ection of the scenario and

how each pony can interact to rescue the owl.
The Curse

If the PCs touch the blue Plants, they will become cursed. A Pe

being affected, but to grab the owl must test its Fly talent (Difficulty 7}—if the Pegasus fails, the owl

i i G"'tlc'f reach and the Pegasus loses 1 Stamina out of exhaustion. If it suffers Bad Luck. the flying
pony tumbles into the Poison joke and is affected by the cursel

S Up 10 you how each pony is affected. Choose the thing that would be most annoying to the affected
pony—for example a pony might always suffer Bad Luck if it tries to use its talent, or it might shrink,
arow fca f"lLu'QE! 51Ze, sneaze EG["IEIE.’"I'E"_I..'. Iose her mag cal powers, or his Elt]i!ll'"-,.' to ﬂ'.r-' E-T.'."Eight. have to talk
backwards, smell bad. and so on—whatever's funniest and most embarrassing for the pony.

gasus can fly over the plants without

Antidote

Zecora (see page 135) has the cure for the Paison joke curse. It any of the PCs are cursed, and they have
not yet met Zecora, make sure they meet her in the forest at some point before they leave Everfree
Farest. If they have already met her, they should meet her 4gain 5o she can cure the poisoned ponies,
Ihe cure is a vial of herbal bubble bath which affected ponies must bathe in. Perhaps Zecora will only
give them the antidote if the PCs promise to do a task for her when she calle upon them—planting the
seed of an adventure of your own creation for the PCs to take part in at a future date,

N —
Clever Bird

If the PCs have rescued Owlowiscious and cured him

of the curse (by giving him a bath EDnta_Fnirlg Ze-::_r:ara's

antidote), while he is with them, lenwrsnfrnus will hlelp_r the A
PCs solve any problems that require cunning and thlnklng. Each ol
time the PCs have to test their Mind trait, if all the PCs fad, test :
using Owlowiscious’s Mind trait too Lﬂd]. The prkublem is tl;? if

lowser = el iracchi PCs have to make sense of his

I-it;h:zl[;;: -_f'i;'"::ﬁ"if_. mber he cannot talk). This requires one |

of them to patell his o r her Mind trait (Difficulty 4). Owlowiscious will not of
T——— fail i asthatwmdd be silly!
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is luckily resting in its cave, but it disturbed it will snap out at anypony climbing near its lair. Its exact

position 15 NOt fixed at the start of this encounter, but -.'Jn:':'_!-f‘."ll’.j'il on whi{h i?fﬂﬁ}f Is ambushed :irs'[ —that
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the crumbling rock face. To climb the rock face, a PC has to pass a test against his or her Body trait
(Dit &) he - - ' st i : | - = Wiy Lidil
(Difficulty 5). If the pony suffers Bad luck, it slips and falls, losing D4 Stamina. and is ambushed
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Rescuing Tank
[ -

The first pony to reach Tank (whether climbing or flying) has to try to disentangle the

rrap trapping Tank to the rock, Th : :
;ls or her Mind trait (Difficulty 3). 14 fequires the pony to attempt a test against

if the pony fails the test, it takes too long fiqur
g figurin
the quarray eel peeks out of its cave nearbf an-::iga:;z::a?:: t:hl;nsgnTE e

|1 tIHE.I p::;y;lﬁi;ﬁlﬁ;:{;he t'E:;EI. Tagk slips free of the rock and tumbles
dowr ' Ing stunned on the ston

1, y floor of the chasm.
However, Tank causes a small avalanche as he slips down t:aTm:k
face. This wakes up the eel which lurks unseen within its cave, which

happens to be near where Tank land !
< ambushed by the eel! nded. The first pony to reach Tank

The Caves

Any pony investigating one of the caves must sneak in quietly—by

chance it picks the cave that is the eel’s den, and the pony must pass

3 test against r_ts End}r trait (Difficulty 3). If the pony fails, he or she

wakes the EEI| inside and is ambushed. A pony inside a cave cannot see unless it has a light source. As
soon as it shines a light into the cave, it disturbs the eel, which ambushes it.

Ambush!

If a PC is ambushed by the eel, that PC must test against its Body trait (Difficulty 6) to avoid being
swallowed whole by the eel!

if the eel fails to snap up the PC, it will attempt to snap up any other PC that comes near its den (or if

the PC who triggered the ambush foolishly decides to stay near the den).

Note that as soon as one PC is ambushed, no other PC can be ambushed. There is only one eel and one
den in this area. Also, the only creature that will not trigger an ambush is Tank—the eel is not interested
in breaking its teeth on the tortoise’s hard shell.

A PC who is swallowed whole is okay, but finds itself in the eel's cavernous belly, damp and smelly, like

a long cave with a red, ribbed roof, disgustingly slimy walls and foul-smelling liquid up to the pony's

knees. The pony is trapped inside the eel until rescued.

Rescuing Trapped Ponies
ds from the eel, and will come up with all sorts of crazy

No doubt the PCs will want to rescue their frien i
d one! However, there’s a good chance that as each pony

ideas to do so—making the eel sneeze is a goo R i
comes close to the eel, it will swallow them too, and all the ponies will be trapped inside the smelly,

damp prison inside the monster.

f this happens, Tank’s loyal streak will come to the
will ignore him, all the way to the end .U'f the cave _W
tail, causing it to roar in pain and causing the ponies

then slowly plod out of the cave, ignoring the roaring,
9rab the PCs again.

Any PCs who ended up in the
ETEF} until thE"_':,-’ QE‘T cle

rescue—he will plod into the cave, past the eel, which
here the eel’s tail rests. Tank will firmly bite the eel's
to fly out, one by one, from the eel's belly! Tank will
thrashing eel, which is in too much pain to try 1o

ol belly will smell disgusting, and must degrade their Charm die by one




Finding Winona

nd
If the PCs follow the sou
eventually find the source of

d howling, they get closer and closer unti| the,

of the barks an d the section below out loud:

the noise. Rea

Read Aloud:

Winona is tied to a pﬂ!f-f outside

. n trees and dozens O .
af Lr'”.}r-"F-"'-"'-! down trees a . ic no other sign ©
miserably and looks very sad. There Is

ajar, but no smoke comes from the chimney.

. learing covered with the trunks
3 |“|11E_-.h-,dc-'h.;|1 Si:iuthy s e grﬂuﬂd- Winona is howlin
bRl cig +f life in the clearing. The door of the shaqy 5

Fido, and Spot (see page 134). They are in the Mines,
" Inside the shack, the diamond dogs have hidden
ed to keep her and use her as a guarg dog

The hut belongs to three diamond dnlr_:as-_—ﬂouer, ;

reached by the holes in the ground, dlggmglfﬂl’ ger‘; ; dici

their stash of gems, and when they found Winona, they

1o scare away potential thieves. : T .
inst their Mind

It the PCs say that they are searching the ground and are o tﬁ Fasiftf:; i"‘gﬁmna% prints. i’

(Difficulty 3), they notice three sets of fresh dog footprints, much larg

Setting Winona Free W |
The PCs can easily untie Winona—but unless they do something beforehand to Strl::p E;_F. 5 Ei—, ar‘k; with
Joy when she sees them, and the racket alerts the three diamond dogs, who soon leap from the mines
from different holes.

The Cottage

The PCs probably won't get a chance to go inside the cottage before Winona's barks alert the diamond

dogs. However, if they do, there is nothing inside except three dirty dog baskets, scraps of chewed

bone, a chewed slipper, and a large tin dish of water on the floor. The
dogs' stash is too well hidden to be found by the PCs.

The Holes

Anyone who peers into the holes needs a source of light. The

holes disappear deep into the earth. Anyone going down
into the holes will enter the mines, a labyrinth of tunnels,
and will saon bump into the diamond dogs, who chase
them up to the surface, growling tiercely as they run.

The Diamond Doqge

’T:I“‘ ugly, nasty, suspicious dogs are convinced that the
ICF-;IIH 40Ing 10 steal theijs stash, They want to captur®
the PCs and put them to work in the mines as their

slaves, digging oyt gems in the cold and dark to fill theif
!']rl.‘t‘{f‘p' 81 :f.|-cu[5'._

The bes way for the PCS 1,
escue Winona e

try 1o lie thei,

e this mess and to
> SImply to tell 1 but they can ais0
way out of the

i



Tracker

 the PCs have rescued Wir B
It theh Cs have F-E.'_Eﬂ_m:d Winona, she will faithfully help them track down the other pets
thu‘y’d HV}E 3"5; to find. Each time the group must make a test to avoid being lost in the
i [ g (1 = & = ra ; i i ot

woods, the PC looking after Winona can re-roll his or her die for a failed test.

f the PCs are honest with thE‘ dogs, each PC has to test against their Charm (Difficulty 5), but only one
has to pass the test to convince the dogs that all they want is Winona.

i the PCs attempt to lie, the dogs—being cheats and liars themselves are good at detecting lies—so
every single PC has to pass the Charm test to convince the dogs to let them go.
ch them and tie

if the test or tests are failed, then the dogs do not believe the PCs—they will try to cat
y from the dogs,

them up, and then force them to work in the mines. The PCs will have to try to run awa
or escape from the mines if they are captured, as well as try to rescue Winona sfterwards.

Even if the test or tests are successful, and the dogs believe the PCs and do not try 10 make them their
olaves, they claim "finders’ keepers’ on Winona and will not let her go. The PCs will have to try 10 figure
out a way to persuade the dogs to give Winona up—perhaps by offering to buy her back. The dogs
demand a high price—1,000 bits! Perhaps the PCs offer to work in the dog's mines for a while for tree.

They might try to trick the dogs or steal Winona from them, but if they anger the dogs in any way, the
dogs will try to enslave them as described above.




il - o r

Hh:"dS Up
~t 2 - Wi il
t = em back to Fluttershy's Cottage,

. ht th
Finally, the PCs will have rescued all six pets and broug ing again, so that the PCs can Concentry,
_ escapl 4 il
They will have to figure out how to stop the pets fmTPErhasﬁ the more well-behaved pets carn help ﬂqﬂmn

i - i | the damage
tidying up the cottage and repairing al el e
If the PCs have taken a long time to recover the pets, makle 'chﬂr:;lJ ?EF;S:J; tg' ot tl?e S mttag:;;?:y donyy
know when the Mane Six might be coming home—they will nee an

span before the pets’ owners return. ined, fed, and watered
, teq, ;
The PCs also have to make sure the pets are well taken care of, entertaine Or elge

' i iserable pets,
they risk upsetting Fluttershy and her friends by presenting them with mis P

Bad Tidings _ : oy
Shortly after the PCs have gotten things in order, there’s a rap_*id knocking ﬂT‘ th? ront dl':“:"- SP':'CE IS
back! He looks tired, bruised, and battered, and he's in a panic. Read the following section out loyd.

Read Alo ud:

“You've gotta help, guys! Twilight Sparkle and the other ponies are in big trouble! I'm the only one

who escaped! They need help right now!”

With that, Spike whirls around and collapses on the floor, unconscious.

In The Next Episode...

What's happened to the Mane Six? What trouble are they in?
How did Spike get away? Will the PCs have to travel to the
Badlands to rescue them? Who will look after the pets?

All these questions and more offer inspiration for you to
create your own brand new, unique My Little Pony episode
(or episades if it's a two-parter!),

Alternatively, you may also get hold of The Curse of the
Statuettes, the very first adventure module for Tails of
Equestria. This booklet is similar to The Pet Predicament
adventure and will guide you on a mysterious rescue mission
for the Mane Six, right into the Badlands!

Level yp! ﬁ

~ow that the PCs hﬁ.“ﬁ { This adventure,

they can gain a new Mibdate their
Pony Sheets. See pa details on




eSS ang er tures

On the tn?:::é ff'w p;ges cj;l’Du*" find details on the ponies, creatures, and monsters that the PCs will
gncﬂ-untie F'Lé: ma 1; € adventure. You'll also find statistics for typical Earth ponies, Pegasi, and Unicorns,
in case the FLs eract with any such ponies during the adventure (for example, in the market square at
the beginning).

Each creart.;n{e} 5 Erlc:dy, +r_":'lirwu:i_, and Charm characteristics are listed clearly, along with their Stamina,
Talents, a uirks. There is also a brief description and a picture to help the GM describe to the PCs
what the creature or pony looks like.

The statistics, Ti"-?ﬂtﬁ; and Quirks represent those of a typical pony, creature, or monster of that kind. If
you Eah:k to ;ﬂa € a creature or pony stronger or weaker, feel free to adjust the scores or change Talents
and LQUIrks. You can even add your own special rules to make the creature or pony completely different
and extra special,

Note that Zecora and each of the Mane Six are unique—there's only one of each of them! Sometimes,
important named unique ponies or other creatures that join the PCs for some time are called NPCs
(short for Non-Player Characters, because the GM controls them).

Also note that some creatures have more than one die in their traits—this is because they might be so
huge and strong or incredibly intelligent or so amazingly persuasive that they roll more than a single gie -.
in tests and challenges and choose the best result. -'

Finally, you might be wondering why some nasty monsters get a high Charm... well, think ot that as
their ability to influence others not through kindness and friendly persuasion like nice ponies, but
rather through intimidation. |

And if you find a trait that is not explained here, it's because you are not going to need it in the Pet
Predicament adventure—look out for the Bestiary of Equestria expansion book for more information!

S

Cragadile
Body: D20+D10 Mind: D4

Charm: D4 Stamina: 34

Talents: Special Skill: Biting (D12); Special Skill: Swimming (D10);

Special Skill: Hiding (D10).
Quirks: Basically a walking stoma

i i 1
tural armor: | scales he r'r.:-’.]nr.illl.- mean it o
he hi "-.-_:]-r.l'_:lfrll'.'. . . |
. fs . T .(_4 f“l-f_rrli:ll| THNa lll'l".ll."l d F-hl.l,u-ﬂr .jl A (] to)
points of Stamina wheneve!
a minimum of 1

ch—thinks anly of eating
585 J tewer
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Bl 10 roM K '-\.-:_.HI!"'- r.ll.-rt enjoys

The cragadile is a gig _ 4 ueually attacks anything
ﬂEEping_itdc:Ef,r---- il bt it was a rock!

that wakes it up, w




Talents: special Skill Biting (D10)

uuiﬂ['l: Ni"‘H'i 'l".l'l.-'t".’- Its

Massive with nasty t
enough to come ne

the sides of ¢l iy |

piamond bog
Body: D12 Mind: D8 Charm: D8

Talents: Locate Gems (D&); Special Skill: Digging (D12)
Quirks: Greedy; Loves gams

they want
These greedy dogs can talk, but they only have one th“‘:ﬁ!‘:r :
b tall alsort: gems! They spend most of their I”“f Ir.':rr;-r;x i
how to get more gems or complaining that they don't hi "

Mohawk
Body: Dé Mind: D4

f"'-pt"i' al Skill: § nging (D8]

This cool chick is attracted to

Quarray Eel
Body: D20 Mind: D4 Charm: D4

Stamina; 24

Special Skill Hiding (D19
1 -

i eelpit

eth, Quarray ol ¢

Wt anythin
ar thewr pit. Quar

'al r"".!f ": "i-‘\." i Py
.I'i t"l'lll.. Flam Wi
LSl
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' 000! and the o srk with
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Stamina: 20

0 ﬁqu.‘t’ LTU't

Charm: Dé Stamina: 10

; - = - = ~= 731N
Talents: Fly (D20); Special Skill: Aerobatics (D12

Quirks: Attracted to noisy environments Rebe

music! The mohawk loves MoCKINg out and w

L_L?H: |'||-Hl|_? :'-.1
make a racket no matter w No tadls it to

't.-.‘-: guet!




Timbherwolf
Body: D12 Mind: D& Charm: D4 Stamina: 18
Talents: Special Skill: Biting (DB); Special Skill: Running (D12).

Quirks: Vulnerable to fire: Fears fire.

Timberwolves work together in teams to chase ponies that enter
their woods. They are cunning and fast, not to mention they have a
nasty bite!

Ursa Mmmor

Body: 3xD20  Mind: D6 Charm: D4 Stamina: 66
Talents: Special Skills: Ferocious Fighter (D20). 1
Quirks: Cranky; Always hungry. 1

Spedial: The supermnatural nature of the Ursa means it loses 3 tewer
points of Stamina whenever it loses Stamina from a physical source, to |
a minimum of 1

The Ursas, both minor and major, are massive, supernatural
bears often misunderstood as ferocious monsters, In reality, they
are animails like any other—but when they get upsel there is an
awtul lot of thern to worry about! Despite its size, the Ursa minor
s just a baby, and will react to things like any other baby animal

2Eecora
Body: D12 Mind: D20+Dé Charm: D20 Stamina: 38

Talents: Healing Touch (D20): Creative Flair; Teaching (D10);
Keen Knowledge: History (D20); Keen Knowledge: Plants (D20):
Keen Knowledge: Potions (D20]

Quirks: Mysterious; Must speak in thyme!

Zecora is a zebra; wise, powerful and kind
She is a master of potions and speal
Although she is scary to mar

T-""E_'rf soon find out she w

Her speech is stranas

BL-'[' SﬁE' s L,-r':rfprq;'.-'_.;- 1




u. sl .

Body: D20 | T
Wswmféﬂﬂém? edpommbiospes hgac. i
Koo K Jumping (D12); Speci iecion: Buses B0
.wcm:eg:h.if: Baking (DB); Keen Knowlecge: -

Quirks: Blunt, Messy. |
reassured Twilight Sparkle when she was in

s the spirit of Honesty.

Applejack, who
doubt, represen

Fluttershud unique I‘;
Body: D10 Mind: D10 Charm: D20 Stamina: 20 ‘

Talents: Speak 1o Animals (D20); Fly (D6), Creative Flair: Singing (D12);
The Stare (D20} Creative Flair: Fashion (D12),
Keen Knowledge: Animal Care (D20)

Quirks: Super-shy; Fear (most things!).

Fluttershy, who tamed the fierce manticore with her compassion,
cepresents the spirit of Kindness.

Pinige pie Unique
Body: D12 Mind: D10 Charm: D20 Stamina: 22

:ﬂﬂlti: St‘f)ut Heart (D20); Creative Flair Party Planning (D20);
(:;w _S-e'ﬁ:.e.(D?‘U); Creative Flair Baking (D12). Creative Flair: Music (D10);
eative fiair: Dancing (D10); Creative Flair Comedy (D20)

Quirks: Naive: Too silly,

’ 'J-hf‘."fj fl’_{'ﬂr b. c I Ay i o e . r
represents the spirit of Laughtpfa et Aab ce of Canges

-
i-l. L . i . .‘1- _ _J_i B g 5=
- T 2 - T : .
; e i . " -
3 F o 4
il i —



Rarty Unique
Body: D8 Mind: D12 Charm: D20 Stamina: 20

Talents: Telekinesis (D12); Creative Flair: Fashion (D20);
Creative Flair: Whining (D20); Locate (D12):

Creative Flair: Persuasion (D20); Keen Knowledge: Art History (D10);
Creative Flair: Art (D12); Keen Knowledge: Business (D20).

Quirks: Neat Freak; Fear (Nature).

Rarity, who calmed a sorrowful serpent with a meaningful gift,
represents the spirit of Generosity!

Ramnbow DasSh
Body: D20 Mind: D10 Charm: D10 Stamina: 30

Unique

Talents: Fly (D20); Cloud Wrangling (D20);

Special Skill: Aerobatics (D20); Keen Knowledge: Wonderbolts (D20);
Keen Knowledge: Daring Do (D12); Special Skill: Running (D12);
Special Skill: Martial Arts (D20).

Quirks: Memememe!: Overconfident.

Rainbow Dash, who could not abandon her friends for her own
heart’s desire, represents the spirit of Loyalty!

" I S| R e e ———

\
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Twilight Sparklie Unigque
Body: D10 Mind: D20 Charm: D12 Stamina: 30

Talents: Telekinesis (D20); Keen Knowledge: Magic (D20);

Stun Ray (D12); Forcefield (D12), leleport (D12); Fly (Dé); Creation (D12);
Keen Knowledage: Organization (D20); Creative Flair: Teaching (D10);
Keen Knowledge: History (D12); Keen Knowledge: Science (D12).

Quirks: Bosay,

Princess of Friendship (Alicorn Power): Whenever anypony uses Tokens
s pre: 6 o oken used. On a

i .-'.l'=|"ll
|
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'1 (r rr,r”h' If.r- :-wir" 1]
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Tupical Earth pony

Body: D8 Mind: D6 Charm: D6

Stamina: 14

utie Mark talent.

Talents: Stout Heart (Dé); Pick one appropriate C

Quirks: Pick one.

Earth ponies don’t have wings or magic but they do have strong
hearts and stout bodies. To create a typical Earth pony, (_:h:f:ase a Y
talent and quirk that best represent their personality. This is a quic pl
and easy way to create most of the citizens that pony characters w
meet from day to day.

Tupical Pegasus Pony

\ Body: D6 Mind: D6 Charm: Dé Stamina: 12
¥ \ !

: ? | QQ ‘ Talents: Fly (D6); Pick one appropriate Cutie Mark talent.

K h %

Quirks: Pick one.

Pegasi can fly high in the sky using their beautiful wings. To
create a typical Pegasus, choose a talent and quirk that best

( represent their personality. This is a quick and easy way to

create most of the citizens that pony characters will meet from
day to day.

Typical Unicorn pany N

Body: D6 Mind: Dé Charm: D6 Stamina: 12 . ‘\e

Talents: Telekinesis (Dé); Pick one appropriate Cutie Mark talent.
Quirks: Pick one.

Unicorns can all use telekinesis magic to move things with their
minds through the power of their horns. To create a typical Unicor
pony, choose a talent and quirk that best represent theijr persmna!;y

This is a quick and easy way to create most iti
of the citize
characters will meet from day to day. ns that pPony




& R TNy wa— a "ll--'--"F-_-' L :..
B, 4 J“ ,rt-bﬂi?ﬁqﬂf %'3:5?— F% - % ;
k. T e P -.';n.i- |'|F. p-. b ! .







e Te i &=

In the next few pages you will find the dice charts that allow you to ‘roll" a D4, Dé, D8, D10,

D12, or D20 if you don’t own a set of role-playing dice.

When you need to roll a die, say for example a D8, go
case), then close your eyes and point a finger or a penc
eyes and look; the number under your finger or pencil |

DIE CHART: D4 ‘

to the right dice chart (the D8 in this

cil at random on the page. Open yoy,
s the number you ‘rolled.’
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Creating your Pony Character 14
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Difficulty Chart 53
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Storyteller 6
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Teleport 70
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And there’'s more!

¢ with our range of useful gaming aids and
the artwork shown here may vary when

adventure

Rl Keep exploring Equestria and enjoying your :
; that some ©

expansion books tor Tails of Equestna. Note

funl‘.lu-. tion is finalized

b Adventures

Each of these books gives you a NEW story and all

% 5 the details the GM is going to need to run a fun an.l:l

| " challenging adventure, The first one can be found in

The Curse of the Statuettes expansion set, wh.!._:h also
includes a pad of Pony Sheets, a sei of role-playing dice,
and a GM screen — the screen allows the GM to keep all
nformation that the players cannot see (yet) secret. It alsg
"cludes core information for quick reference.
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g are three different sets of Tails of Equestria role
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ﬂl"'ld Earth P

:es. Each set include T playing dice
ont s a mini-adventyre. 3 Cice—sets specific for Pegasi, Unicor
[ HEJ

Erith Pl eee el
i Briira. Aol
L ]

pony Shee€t Pad

ncluded in the Curse of the Statuettes
expansion set, this pad provides you with
many tear-off Pony Sheets. Each sheet s
either blank, or includes a drawing of a
Pagasus, Unicorn or Earth pony (either a
filly or a colt) for you to color in to match
your character's appearance.

:on BOOKS

EXpans
al guides and

it

These supplements are Vi

collections of information for the C;IM m?d _}E

layers alike. The first example of these I.Isd ;
E;aat.iar}r of Equestria—2 source of knowiedg
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pDear Princess celestia.

I 9am happy t2 report that the
dragon has depart€d our fair
country, and that it was my good
friend, Fluttershy, who convinced
him 12 go, ThiS adventure has taudght
mME that your friends can help you
overcome even gour greatest fears.

Alwads, Jour faithful student,
Twilight Sparkle

What is this book?

Hey there! So | imagine you’ve picked up this book knowing a little bit about My Little Pony: Friendship is Magic.
You've probably had a quick flick through the book and are wondering exactly what it is.

This book is a manual for a storytelling game, which allows you and your friends to create your very own pony
characters to explore the amazing and magical world of Equestria—will you be a dynamic adventurer like Daring
Do or a bold treasure hunter like Rarity?

Wait, wait, wait! You said this is a game, but this is clearly a book!

You're right, but it’s actually both a book and a game. This book contains rules and a story. Rules that will tell you
how to make a strong, clever, or charming pony. A story that you and your friends will enjoy, where the choices
you make will change the story itself until you are telling the story as much as the book or the GM.

GM... what is that?

A GM (gamemaster) is a player at the table, but instead of playing as a pony, he or she will play as a storyteller,
impersonating all of the ponies you meet, the beasts you face, and the challenges you have to overcome. Think of
the GM as a narrator in a movie—it is his or her role to tell the players exactly what is happening in the story and

what the outcomes of their actions are, depending on their choices.

Cool! How do | win?

Winning a storytelling game is very easy; you just need to have fun! Tales of Equestria is not about getting to
the end of a board or having the most points, but all about having fantastical adventures and using the magic of
Friendship to overcome any obstacles that stand in your way. You and your friends, including the GM, are all on the

same team —as long as everypony is having fun, everybody wins!

So open up Tails of Equestria and be prepared to enter a world of magic and friendship.
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