Rainbow signs :
[image: http://images5.fanpop.com/image/photos/26300000/Bookfort-Twilight-my-little-pony-friendship-is-magic-26360426-800-1000.jpg]
The palace of Sun and Moon is besieged by an evil cloud. No-one knows really what is happening there but it is up to some ponies to find the magical rainbows to go through the three layers of dark smoke to face what is behind all this.

It’s a cooperative game based on the players finding the three rainbows through adventures or by reaching the multicolored end of the board. Each rainbow is made of two parts. Each player picks up a pony, and the youngest start first. The game turn works like this : the player draw an adventure card, and select one of the two possible adventures offered to him. He then attempts to do the adventure, rolling dice to do so. If he succeeds, applies the reward part of the adventure. If he fails, applies the failure part of the adventure. 

Rolling the Dice 
The player begins an adventure by rolling the dice in his dice pool.  At the start of an adventure, the dice pool contains all six green dice. After rolling the dice, the player compares his die results to the requirements of the adventure’s tasks. Each side of a die shows a different symbol:

[image: https://lh3.googleusercontent.com/-ah4sdgAf7ks/U-V-GrpTPQI/AAAAAAAAA4A/1Ryhskn0GLc/w651-h651/14%2B-%2B2] Tentacle (only on green dice)
[image: http://fc04.deviantart.net/fs70/i/2012/222/2/3/nightmare_moon_by_leviosarose-d5al3h0.png]Skull
[image: http://www.equestriandreamers.com/wp-content/uploads/2014/08/twilight_sparkle__detective_extraordinaire_by_rautakoura-d4m1mj9.jpg]Investigation (value 1,2,3 on green dice, 2,3,4 on the red die and 1,2,3,4 on the yellow)

[image: http://images5.fanpop.com/image/photos/30800000/Twilight-Sparkle-my-little-pony-friendship-is-magic-30803293-500-569.png]Scroll
[image: http://fc05.deviantart.net/fs70/i/2013/151/d/5/mlp_celestia__d_by_mlps112-d67a4b4.jpg]Wild is only available on the red die.

But to be clearer, here is the original dice used for the game : 
[image: http://3.bp.blogspot.com/-Rl8GyJq0c9I/UoPStP3XoaI/AAAAAAAADMU/XEvAkpgsTdE/s640/elder+sign+dice+faces.png]
As you can see, it’s easy to trade them with normal 6 faced dice by considering the first symbol on the left is 1 and the last symbol, on the far right, is 6.

Drawing adventures : 
You draw an adventure card from the deck based on the location you are on. You can resolve either adventure A or adventure B, but not both. Each adventure has tasks to complete to be successful or failed. The game has 20 adventures cards, you can roll a 20 faced die to find which adventure you will be facing if you can’t print them. Otherwise, roll 3 6 faced dice and take the sum to find your adventure, ignoring adventures 1,2,19 and 20.

Completing Tasks
If a player’s die results can satisfy a task’s requirements, the player may take those dice and assign them to the task to indicate its completion. Assigned dice are no longer part of the dice pool for the remainder of the Resolution phase.  A player can complete only one task per roll, even if his roll contains results that would complete more than one task.
If there are tasks still visible on the Adventure card, the player continues to roll his remaining dice to complete the tasks until he either fails the adventure or resolves the adventure. 

Failing Rolls 
If the player is unable or unwilling to use his die results to satisfy any task’s requirements, the roll is considered a failed roll. He must discard one die of his choice from the dice pool and roll the remaining dice in another attempt to complete a task. Discarded dice are no longer part of the dice pool for the remainder of the Resolution phase. If a failed roll forces the player to discard his last die, he fails the adventure and suffers its penalties (failure part).
After failing an adventure, the player returns all dice assigned to completed tasks to the dice pool.
Note: The player may choose to fail the adventure at any time.

Resolving an Adventure
When all tasks on the Adventure card are completed, the player has successfully resolved the adventure. He moves his character to the nearest square of the color indicated in reward. He also returns all assigned and discarded dice to the dice pool.

Pony token : 
Those can be accumulated and discarded to add the yellow die to your dice pool for one adventure. You can spend them at any time, but since there is only one yellow die, you cannot add more than one yellow die to an adventure.

Getting to 0 cutie points : 
At zero cutie points, your pony is too weak to continue on. He is sent to the hospital, the team lose a rainbow piece if they have any, and you pick up a new pony that starts at Ponyville like at the start of the game.

Colors : 
Purple Star [image: https://mlpforums.com/uploads/monthly_05_2014/post-26270-0-83988000-1400340214.png]
Pink heart [image: http://fc00.deviantart.net/fs71/f/2012/270/a/a/sweetheart_cutie_mark_by_aquaticneon-d5g49gx.png]
Square red [image: http://fc03.deviantart.net/fs71/f/2012/072/4/5/cinnabar_cutie_mark_by_rildraw-d4snle7.png]
Grapes green [image: http://img1.wikia.nocookie.net/__cb20120407173703/mlp/images/6/68/PonyMaker_Grapes.png]
Yellow sun [image: http://th09.deviantart.net/fs71/PRE/i/2012/218/6/4/sunlight_magic__s_cutie_mark_by_flizzick-d59xqbx.png]
Blue diaper pin [image: https://s-media-cache-ak0.pinimg.com/236x/f6/53/f4/f653f498177954c1af5500da661be289.jpg]
White lightning [image: http://fc02.deviantart.net/fs71/i/2011/117/8/b/rainbow_dash_cutie_mark_by_blackgryph0n-d3e1glv.png]



Adventures : 

Adventure 1a : friendship is magic. 
Line 1 : Study books (scroll)
Line 2 : Goes through the challenges of the elements (investigation 6)
 Line 3 : Fight nightmare moon (skull)
Reward : Purple Star. The elements of harmony are reunited. Get a rainbow piece. 
Failure : broken hearts. Go back to the next Purple Star behind you.

Adventure 1b : Princess Twilight Sparkle.
Line 1 : learn about the origins of the elements (scroll – investigation 3)
Line 2 : Give up the elements (tentacle – tentacle – skull)
Line 3 : investigate the mysterious lock box (investigation 2).
Reward : Pink heart. A new Alicorn is born. Get a rainbow piece. 
Failure : magic can’t cure all. Loose a cutie point. Go back to the next Purple Star behind you.

Adventure 2a : the ticket master
Line 1 : Listen to your friends’ attempts for the ticket (scroll - scroll).
Line 2 : Find a solution to satisfy everyone (investigation 4).
Reward : Yellow sun. Everyone got a ticket ! All players recover a cutie point. 
Failure : the ticket divided your friends. Loose a cutie point. Move back two squares.

Adventure 2b : Hearts and Hooves Day
Line 1 : finding the right pony (investigation 6).
Reward : having someone to share the day make you feel better. You and another pony heal a cutie point. Green grapes.
Failure : loneliness hurt. Loose a cutie point.

Adventure 3a : Applebuck season
Line 1 : building a catapult (skull).
Line 2 : stopping a bunny stampede (tentacle).
Line 3 : giving up and calling for help (investigation 1).
Reward : you learned your lesson. Get a rainbow piece. Green grapes.

Adventure 3b : Dragon Quest
Line 1 : helping Spike on his way (investigation 4 – scroll – skull).
Reward : growing up. Get a rainbow piece. Blue diaper pin.

Adventure 4a : Dragonshy
Line 1 : a strange smoke come to Ponyville (investigation 1).
Line 2 : a journey to a dangerous mountain (scroll).
Line 3 : Convincing a dragon (tentacle - skull).
Reward : the village rewards you. Get a rainbow piece and a cutie point. White Lightning.
Failure : the dragon scares you. Go back to the next White Lightning behind you.

Adventure 4b : MMMystery on the Friendship Express
Line 1 : making the best dessert possible (investigation 2).
Line 2 : finding the culprit (investigation 2 – investigation 2).
Reward : sharing the cakes. All players recover a cutie point. Red Squares.
Failure : tummy ache ! Loose a cutie point. Go back to the next Green Grapes behind you.
Special : eat a treat to add the yellow die to your dice pool.

Adventure 5a : Bridle Gossip
Line 1 : a zebra come into town (investigation 3).
Line 2 : a cure to the poison joke (investigation 3).
Reward : a new friend is always a boon. Get a rainbow piece. Yellow sun.
Failure : your friends are divided by the Zebra situation and afraid of the forest. Go back to the Everfree Forest.

Adventure 5b : a Canterlot Wedding
Line 1 : organize the wedding (investigation 3 – scroll)
Line 2 : discover Queen Chrysalis’ plans (investigation 2 – tentacle)
Line 3 : save the wedding (investigation 2)
Reward : wait until you see the bachelor party. Get a rainbow piece. Go to Crystal Empire.
Failure : Queen Chrysalis rules for a time. Go to the nearest changeling pod behind you.

Adventure 6a : feeling Pinkie Keen.
Line 1 : Strange predictions. (investigation 3 –scroll)
Line 2 : studying the Pinkie Sense. (scroll – investigation 1 – investigation 1)
Reward : breaking the 4th wall. Get the emerald coin if nobody has it. You can discard it to add the red die to your dice pool for an adventure. Play head or tail with it, if you win, recover a cutie point. Pink heart.
Failure : you are totally confused. Go back to the start.

Adventure 6b : the return of harmony.
Line 1 : a storm of chaos ! (tentacle, scroll, skull, investigation 1, investigation 2)
Reward : union of the elements of harmony. Get a rainbow piece. Play head or tail with the emerald coin, if you win, move another pony to your location, then go to red square.
Failure : the chaos hurt everyone. All players loose a cutie point.

Adventure 7a : Sonic Rainboom.
Line 1 : the story of the Sonic Rainboom (investigation 3).
Line 2 : going to Cloudsdale (investigation 3).
Line 3 : making the second Sonic Rainboom (investigation 2).
Reward : sonic rainboom. Earn a rainbow piece. White Lightning.
Failure : back to the academy for you. Move back to the next pony after you or white lightning, if none.

Adventure 7b : the Magic Duel.
Line 1 : learn about the Alicorn amulet (scroll – scroll)
Reward : you tricked the great and powerful Trixie ! Any pony of your choice recovers a cutie point. Purple star.
Failure : ponyville is under siege. All ponies move back a square.
Special : pretend you are a magician to add the red die to your dice pool.

Adventure 8a : a dog and a pony show
Line 1 : finding Rarity (investigation 2).
Line 2 : dealing with the diamond dogs (investigation 2).
Reward : the power of whining. Blue diaper pin. Get a pony token, it can be discarded to add the yellow die to your dice pool.
Failure : the diamond dogs leave with the jewels. Loose a cutie point.

Adventure 8b : Wonderbolt academy.
Line 1 : speed flying (skull)
Line 2 : endurance testing (tentacle).
Reward : you made it through ! White Lightning. Get a pony token, it can be discarded to add the yellow die to your dice pool.
Failure : a team is made and you aren’t part of it. One pony loose a pony token.
Special : Pegasus and Alicorn and Griffon characters can the yellow die to their dice pool.
Adventure 9a : over a barrel
Line 1 : stampede at Appleloosea (skull).
Line 2 : Appleloosans vs. the buffalo herd (skull).
Reward : a compromise between ponies and buffalo is found. Green grapes. Get a pony token, it can be discarded to add the yellow die to your dice pool.
Failure : you got hurt by a buffalo. Loose a cutie point and go back a square.

Adventure 9b : the Crystal Empire.
Line 1 : discover the Crystal Empire’s history (investigation 1 – investigation 1 – scroll)
Line 2 : find a way to stop Sombra (investigation 2 – scroll)
Reward : the Crystal Heart is brought back to the kingdom. Earn a rainbow piece and get a pony token. Red squares.
Failure : Sombra take over the empire. Loose a rainbow piece.

Adventure 10a : a bird in the hoof.
Line 1 : treating Philomena (skull- scroll).
Line 2 : Philomena the phoenix (scroll- tentacle).
Reward : discovering new animals. Earn a rainbow piece. Purple star.
Failure : you have been running all around Equestria. Go backward to Green Grapes.

Adventure 10b : just for sidekicks.
Line 1 : convincing the ponies to let you care for their pets (investigation 1 – investigation 1)
Line 2 : find the pets all over Equestria (investigation 3)
Reward : hard work and better understanding of your fellow pets. Get a pony token, it can be discarded to add the yellow die to your dice pool. Blue diaper pin.
Failure : you are lost somewhere in Equestria. Go back to a blue diaper pin behind you.
Special : hug a pet to add the red die to your dice pool.

Adventure 11a : Owl's Well That Ends Well
Line 1 : number one assistant (scroll- investigation 1).
Line 2 : running away doesn’t solve anything (scroll - investigation 1).
Reward : Owlicious and Spike, a team of assistants. One and another player get a pony token. Yellow sun.
Failure : divided we fall. In any combination, the players have to discard 2 pony tokens or cutie point (it can be one of each). Go backward to the next Yellow Sun.

Adventure 11b : Magical Mystery Cure.
Line 1 : discovering what is wrong (Investigation 3).
Line 2 : exploring solutions (scroll – scroll).
Line 3 : becoming a princess (scroll – investigation 1).
Reward : a new princess awaken. Get a rainbow piece. Go to the castle of the two sisters.
Failure : your friends are confused. Go to Canterlot. The cost for the Canterlot ability increase by one cutie point.

Adventure 12a : the best time ever.
Line 1 : grand musical at the entrance (investigation 2 – investigation 2).
Line 2 : hard truth (investigation 3).
Line 3 : making your own dream (scroll).
Reward : the best night ever ! Get a rainbow piece. Go to Purple star.
Friendship is magic :  if you and the others players sings, add the red die to your dice pool.
Failure : your musical is a failure. Go back to Ponyville and loose a cutie point.

Adventure 12b : under the sparkling sea.
Line 1 : holding your breath (Loose a cutie point).
Line 2 : Mermares and Seaponies (Loose a cutie point).
Reward : the schism between the Mermares and the Seaponies is partially healed. You get a rainbow piece. Go to green grapes.
Failure : diplomatic apologies are required. Go back to Ponyville.

Adventure 13a : The Super Speedy Cider Squeezy 6000
Line 1 : the Flim Flam brothers’ machine (investigation 3).
Line 2 : the scam (investigation 4).
Reward : the zap apple jam is yours to share, give another pony a pony token and move to blue diaper pin.
Failure : the Flim Flam brothers leave with your bits. Go back to blue diaper pin and loose a pony token if you have one.

Adventure 13b : Daring don’t.
Line 1 : adventurer in disguise. (Investigation 2 – investigation 2)
Line 2 : the ring of destiny. (Investigation 2 – tentacle)
Line 3 : storming the fortress. (Investigation 2 – skull)
Reward : hero and friend. Get a pony token and a rainbow piece. Yellow sun.
Failure : never meet your heroes. Loose a pony token and a cutie point, go back to green grapes.

Adventure 14a : Luna eclipsed.
Line 1 : Nightmare night (investigation 3 - investigation 2).
Line 2 : understanding Luna (skull – scroll).
Line 3 : discovering fun (investigation 4).
Reward : finding a place for princess Luna. Earn a rainbow piece. Go to Red square.
Friendship is magic : if you are more than pony here, hug the others ponies to add a yellow die to your dice pool.
Failure : Nightmare moon returns. Loose a cutie point, go back to Yellow sun.

Adventure 14b : Flight to the finish.
Line 1 : heart as strong as horses. (skull – investigation 1)
Line 2 : a trio, a team. (skull – tentacle – scroll)
Reward : carrying the flag. Go to the Crystal Palace. Lower the cost of the Canterlot ability by one and get a pony token.
Failure : Diamond Tiara and Silver Spoon get the flag. Go back to the nearest Changeling Pod.

Adventure 15a : Cutie Pox.
Line 1 : cutie marks ? (Investigation 1 – scroll).
Line 2 : finding a cure (investigation 1 – scroll).
Reward : all come in due time. Get a pony token and a cutie point. White Lightning.
Failure : Bloom and gloom. Loose a cutie point.

Adventure 15b : Power Ponies.
Line 1 : diving into a comic. (Investigation 2 or scroll)
Line 2 : Mareotropolis. (Investigation 2 or skull)
Line 3 : going home. (Investigation 2 or tentacle)
Reward : the rules have changed. You get a pony token. Blue diaper pin.
Failure : comic villain on the loose. Loose a cutie point. Go back to the nearest Changeling Pod.
Friendship is magic : during this adventure, you may use the power from any other pony in play as it was your own.

Adventure 16a : May the best pet win !
Line 1: a race, it’s the only way (investigation 1 – investigation 1 – investigation 1).
Reward : a pet choose you as much as you choose him, You get a pony token. Purple star.
Friendship is magic : hug a pet to add the yellow die to this adventure.
Failure : your pet is sad now, loose a cutie point.

Adventure 16b : Rarity takes Manehattan.
Line 1 : everypony for herself. (Investigation 3 or skull)
Line 2 : Fashion Week (loose a cutie point).
Reward : the magic of generosity. Another pony can lose a cutie point. If he does, recover a cutie point and get a rainbow piece. Go to Manehattan.
Failure : one key is missing. Go to Manehattan. All others ponies loose a cutie point.

Adventure 17a : Hearth’s Warming Eve.
Line 1 : learning about the past (scroll – scroll).
Line 2 : the play (investigation 2).
Reward : past and future are one, earn a rainbow piece if the team has already one, otherwise gain a pony token. Go to Yellow Sun.
Friendship is magic : every pony which isn’t the same species as you (Unicorn, Pegasus, Dragon…) can store a die for you as if they were on the same location as you.
Failure : loose a cutie point and go back to the nearest changeling pod.

Adventure 17b : Rainbow Fall.
Line 1 : the Equestria games tryout. (Tentacle – tentacle)
Line 2 : choosing not to choose. (Skull –skull)
Line 3 : friends are more important than winning. (Loose a cutie point).
Reward : the magic of Loyalty, loose a cutie point, another pony gains a cutie point, gain a rainbow piece and go to Cloudsdale.
Failure : Rainbow Dash leaves for Cloudsdale. Loose a pony token and increase Canterlot’s ability cost by one cutie point. Go to Cloudsdale.

Adventure 18a : Family appreciation day.
Line 1 : sometimes family can be a pain (investigation 1).
Line 2 : sometimes family can be all you need (investigation 2).
Reward : ties of blood. Get a pony token. Go to blue diaper pin. 
Special : hug a family member to add the red die to your dice pool for this adventure.
Failure : blood is thicker than water. All ponies are moved to your location.

Adventure 18b : Leap of faith.
Line 1 : Flim and Flam are back. (Investigation 4)
Line 2 : the best policy (skull or tentacle – tentacle or scroll – scroll or skull)
Reward : the magic of Honesty. Go to green grapes. Get two pony tokens.
Failure : the scam must go on. Loose a cutie point.

Adventure 19a : Baby cakes.
Line 1 : someone need a diaper change (tentacle)
Line 2 : where are those kids ? (Investigation 2)
Line 3 : telling them a bedtime story (scroll).
Reward : the phillies are sound asleep. You earn a pony token and a cutie point. Blue diaper pin.
Friendship is magic : check the baby’s diaper. Baby another player to have him recover a cutie point.
Failure : the babies are cranky. Loose two cutie points and go back to blue diaper pin.

Adventure 19b : It Ain't Easy Being Breezies
Line 1 : the Breezies come to ponyville. (Tentacle or scroll - scroll)
Line 2 : saving Seabreeze. (Skull or tentacle – skull - scroll)
Reward : the magic of kindness. Yellow sun. All ponies get a pony token.
Failure : the Breezies are hurt. Go back to the nearest changeling pod.

Adventure 20a : Equestria girls.
Line 1 : discovering a new world (Scroll – tentacle).
Line 2  : fitting in (investigation 2 – scroll)
Line 3 : uniting the school (skull – scroll)
Reward : the magic of friendship exists even there. Get a rainbow piece. Go to Canterlot High.
Friendship is magic : all ponies can spend a pony token or a cutie point to have you start the adventure 20b.
Failure : other world, our problem. All players loose a cutie point. Go to Canterlot High.

Adventure 20b : Rainbow rocks.
Line 1 : Sunset Shimmers’ efforts. (Be in Canterlot High)
Line 2 : Enter the Dazzlings. (All players must spend a pony token or a cutie point)
Line 3 : Welcome to the show. (Investigation 1 – scroll – skull – tentacle – investigation 2)
Friendship is magic : every pony can decide to go to Canterlot High when you start this adventure.
Reward : rainbow rocks get rainbow piece. Go to Canterlot.
Failure : the siren drains the feelings of all the school. All players loose a cutie point. 



Characters : 

Twlight Sparkle : 4 cutie points.
Magic : you can fill as many lines as you can with each of your roll. Add the red die to your dice pool when at the Castle of the Two Sisters, Ponyville and Canterlot High.

Applejack : 5 cutie points.
Honesty : add the red die to your dice pool whenever there is a pony token as a reward.

Rarity : 4 cutie points.
Generosity : others ponies can use your pony tokens as if they were theirs and you can use theirs as if they were yours. When you use a pony token you add the red and the yellow dice.

Pinkie Pie : 4 cutie points.
Laugher : you can trade once per line of an adventure a scroll or skull result for a tentacle result. Recover a cutie point whenever you start on a blue diaper pin location.

Fluttershy : 4 cutie points.
Kindness : you can trade once per line of an adventure a scroll or tentacle result for a skull result. Recover a cutie point whenever you start on a square red location.

Rainbow Dash : 4 cutie points.
Loyalty : whenever another pony is supposed to lose a cutie point, you can lose it in his place. Whenever you do that, earn a pony token. Add the red die to your dice pool when doing an adventure at a white lightning location.

BigMac : 6 cutie points.
Eeeyup : BigMac recovers a cutie point when he starts a turn on a Green Grapes location.

Scootaloo : 3 cutie points.
Cutie Mark Crusader : if another character with the Cutie Mark Crusader trait is on the same case or at a blue diaper pin location, you can add the red die to your dice pool. Recover a cutie point every time you succeed to an adventure. If you are down to 0 cutie point, any player can discard a pony token to make you recover 3 cutie points.

Sweetie Belle : 3 cutie points.
Cutie Mark Crusader : if another character with the Cutie Mark Crusader trait is on the same case or at a blue diaper pin location, you can add the red die to your dice pool. Recover a cutie point every time you succeed to an adventure. If you are down to 0 cutie point, any player can discard a pony token to make you recover 3 cutie points.

AppleBloom : 3 cutie points.
Cutie Mark Crusader : if another character with the Cutie Mark Crusader trait is on the same case or at a blue diaper pin location, you can add the red die to your dice pool. Recover a cutie point every time you succeed to an adventure. If you are down to 0 cutie point, any player can discard a pony token to make you recover 3 cutie points.

Gilda the Griffon : 5 cutie points.
Speedster : add the red die to your dice pool when doing an adventure at a white lightning location or Cloudsdale.  You are unaffected by changeling pods.

Princess Cadance : 3 cutie points.
Power of love : whenever on a pink heart location, other ponies  and yourself can use your pony tokens  as their own, without spending them,  and you add the red die to your dice pool. When you arrive on a pink heart location, any pony recovers a cutie point. Whenever you arrive on another pony’s location, both you and him recover a cutie point.

Shining armor : 5 cutie points.
Defensive magic : you can trade a skull or tentacle result for a scroll result once per line of an adventure. You don’t lose cutie points from failing your own adventures. Add the red die to your adventure when in Crystal Palace or on the same location as Cadance.

Spike : 5 cutie points.
Dragon assistant : whenever doing a Spike adventure (numbers : 1a, 1b, 3b, 4a, 5b, 8a, 10b, 11a, 13b, 15b, 16a, 18a, 20a, 20b) you add the red die to your dice pool and you earn a pony token as an additional reward if you succeed.

Princess Celestia : 3 cutie points.
Magic of the sun : whenever you are on a Yellow Sun or Canterlot location, add the red die to your dice pool. Canterlot’s ability cost one less cutie point for you. Recover a cutie point whenever you start your turn on Canterlot.

Princess Luna : 3 cutie points
Magic of the moon : whenever on a purple star and or Castle of the Two Sisters location, add the red die to your dice pool. For one cutie point, you can change any result to a skull or a tentacle, once per line.

Dj Pon-3 : 4 cutie points.
Magic of music : whenever on a square red location, add the red die to your dice pool. Whenever you are at Canterlot High, you can spend a cutie point to earn a pony token.

The board isn’t finished. The colored pattern is the same in every series so it should be easy to color them quickly. The changeling pods and locations are at the right place.
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