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ion?

New Class: Spirit of Music — These ponies bring their freshest tracks to the battle, setting a
tempo for their friends to match and dropping the bass all of enemies’ faces.

Weapons! — An incredibly long awaited feature, weapons in CiM serve as powers that can be
switched on the fly. Launch yourself into the air with a party cannon then arc toward an
unsuspecting foe with a spear glinting in the wind! Over 21 new powers that every class can
use!

Glancing Powers — Every class now has powers that activate when you use an attack, whether
you miss or hit, Keep the ball rolling in combat and never waste a round again! Over 52 new
powers applied to their appropriate classes.

New Health System — Based on player feedback, you now have a regenerating shield of
Stamina with a Health bar beneath it that is easy to understand and rewarding to take chances
with.

New Rules — With changes to basic functions, such as Second Wind, Critical Strike and more,
the game is more balanced and simply more fun to play.

New Racial Powers — All the races have been gone through and introduced new or retooled
powers that make sense and are more fun to use.

Complete class redesigns — Try out a brand new Generosity, or enjoy the new way Kindness,
Adventure, and Alchemy handle among others. Every power in the game has been gone
through, rebalanced and buffed. Many powers have been completely changed, and a few new
ones have been introduced.

(So Much) Balancing — It would take five pages to list all the balances that went into this
version. Suffice to say Loyalty is now actually hittable by enemies!

VVhat’s Next?

Spirit of Archeology — A striker class that picks different artifacts they’ve gathered through
their adventures to give off degrading auras on foes while beating the snot out of them with
dirty fighting moves and a kickin’ whip.




Chapter 1: Rules

Equestriaisagorgeous
land filled with brave ponies,
dangerous beasts and
endless possibilities.

But to explore that space
requires properknowledge
of therules.

The following chapteris
dedicatedto explaining:

e Whatrulesaredifferent
froma standard game of
DnD 4.0

e How the new Statpoint
systemworks

e How the level system
works, what advanced
classesare.

e Whatanew player
needsto create their
character.




Stat System

Courage is Magic makes full use of the standard
4.0 DnD system’s combat system. Everything that can be
doneinthat game can comfortably translateto a
campaign of CiM. Though there are significant
differences.

A New Stat System hasbeenintroducedinto
Courage is Magic that replacesthe DnD one for the sake
of streamlining gameplay and allowing new players easier
access to therules.

Instead of six stats there are now four.

e Strength remainsthe same, andis
associated with physical melee
damage, lifting heavy loads and
poweringthrough foes.

e Constitution and Dexterity are now
Integrity. This stat determines how
much healththe playerhas, how agile
they are, the amount of damage they
deal withranged weaponsand how
hard they are to hit.

e Intelligenceis now Knowledge, andis
associated with the player’s ability to
decipherriddles, puzzle out problems
and understand the infinite mysteries
of magic.

e Wisdomand Charismaare now
Friendship. This stat determines how
gregariousthe playeris, theirabilityto
communicate well with others and
understand their natural
surroundings.

Stats have beensimplified too.

Instead of using the 1-18 system that
DnD uses, Courage is Magic usesa 1-6
system for stats.

Stat modifiers have beenremoved,
instead replaced by the actual stats
themselves.

Example:InDnD, whenyou hit
someone withasword, youwould add
your stat modifierdamage.Soa12
strength would be +1 modifier: thus
+1 damage.

In CiM, if you hitsomeone with a
sword, you simply add the strength
score itself tothe damage.So 1
Strengthis+1 damage. 4 Strengthis
+4 damage, and soon.

The level bonus system has changed too

Instead of dividing your level by half
and roundingdown foryourlevel
bonusto AC, Damage, Attack and
Skills, itis now Equal to yourlevel

For Example, if you are level 3, you
gain+3 to AC, yourdamage rolls, your
attack rolls, and your skills.




Leveling Systeim

A New Leveling System hasbeen created for
Courage is Magic that replaces the 1-30 range that DnD

uses.

Players now have a leveling range of 1-10.

Levels 1-3 are considered equal to 1-
10 in DnD terms, where characters are
discoveringtheirworld, and players
are learningthe game.

Levels4-7 are considered equal to 11-
20 in DnD terms, and players will find
theircharacters significantly more
powerful. Magicitems become more
plentiful, and the leveling slows down.
Levels 8-10 are equal to 21-30 inDnD
terms, and at this point characters are
equal in powerto essential main
characters of the show. Their
decisions shape the world around
them, and they unlock new abilities
that crush the competition.

Players enjoy the following benefits when
leveling up.

A health point boost based on the
player’sclass.

A meritpoint every level that theycan
spend as they wish.

A Level Bonus to AC, damage, attacks
and skills.

A New Ability every level.

A Stat Bonus every even numbered
level.

At level 8 players pick an advanced class.

All advanced classes are dependent
on what Spirityourcharacter is. They
are listed directly after each Spirit’s
section.

Advanced classes stack with the
benefits that come with the base
class.So whenyoureach level 8,9,
and 10, you gain the abilities of both
your base Spiritand advanced class.
At level 8, players may also start
spending the meritstheygainon
Advanced Merits (not implemented).




Courage is Magic utilizes amore dynamichealth
systemthat balances risk with reward, letting players feel

HealthiSystem

not only powerful butalso where they have to consider
the ramifications of theiractions.

A player’sHealthis divided into two portions:

Stamina and Life

How Stamina Works

Staminais an incredibly important
resource fora player. It represents the
integrity of theirarmorin deflecting
blows and energy forleaping out of
the way of danger.

This pool of health does come back
during combat naturally onits own. It
isadded up until the maximum
amountis reached at the beginning of
a player’sturn.

Staminaworks as a shield that takes
damage first. Whena playeris hitfor
damage, all of it isdrained from
staminafirst.

Calculating Stamina

Staminais based on which primary
stat yourclass uses. Everylevelyou
gain this maximum amountto your
Staminapool.

Don’tforgetto add inthe stamina
bonus from armor! (Equipment
Chapter)

For Example: Strength based classes
receive 10 staminaa level. Atlevel 3
you would have 30 stamina (3 levels x
10 staminaperlevel =30).

Primary Stat Gained/level ‘

Strength 10
Integrity 8
Knowledge 7
Friendship 7

How Life Works

Life is the mostimportant stat fora
player. Itrepresents the amount of
stress and damage the body can take
before giving out.

This pool of health does not come
back duringcombat naturally onits
own. Players must use abilities or
spend healing surges.

Once a playerruns out of health, they
are notonly knocked out of the fight
until resuscitated by anally, butalso
suffera permanent disability, such as
awingtorn off or an eye cut out (Not
Implemented).

Calculating Life

Life isbased on your Knowledge plus
Integrity, multiplied by your level.
For example: If youwere level 3, with
5 integrity and 4 knowledge, you
would have 27 life. (5integrity +4
knowledge =9 total for stats.9 x 3
level =27).

Regaining Stamina

Players canregain stamina up to their
maximum amount without havingto
do anything.

You regain a quarter of your
maximum stamina every turn.

For example: If you have 20 stamina,
you regain 5 staminaa turn passively
(1/4 of 20 = 5.) Round upif you have a
decimal (soa 5.2 becomes 6stamina).
Staminaisadded back into a player’s
total at the beginning of theirturn
AFTER they sufferdamage from
effectsthatrequire asave at the
beginning of theirturn.



Courage is Magic continuesto be an evolving,

exciting systemthatdevelops new rules based on player

feedback. These rules supersede DnDrules where they

apply.

New Rule:
How Second Wind Works

Second Wind is the player’s ability to
heal some of their Life while in
combat.

Originally Second Wind returned a
guarter of the player’s total life, but
could only be used once an encounter
and took a player’s entire turn.

Now Second Wind returns half of a
player’slife,and only uses aplayer’s
move action. You may still only use it
once per encounter.

Additional Second Winds may be used
during battle by spendingan Action
Pointto activate a second wind. If you
do this, youdo notreceive an
additional Standard Action for this
round.

New Rule:
How Critical Strikes Work

Critical Strikes are when a player
breaks through the defensesof an
enemyforan incredibly precise,
crushingstrike.

Originally critical strikes merely
doubled the amount of damage a
playerdid.

Now when a player Critical Strikes (By
rollinga 20 on a d20 when attacking),
theyno longerdeal double-damage.
Instead, the playerbypassesan
enemy’s Stamina entirely to attack
theirLife pointsdirectly.

New Rule:
Glancing

Glancingiswhena player missesan
attack, butstill managestosavea
portion of theirability.

Originally whena playerused an
ability and did not succeedin strikinga
target, it was totally lostand the
entire action wasfor nothing.

Now a significant number of abilities
inthe game contain a Glancing
portion. These are addedin to the
ability’s primary effect, but are still
activated evenif you miss.

For Example: If an ability says deal
1[w] damage, and the enemy falls
down. Glancing:you gain+2 ac

You gain +2 ac whetherornot you hit.
Thisis automaticand cannot be lost.




Creating a NewlCharactey

Character Creationin Courage is Magic can be a
bit dauntingforthe new player. Butfollow this handy
guide and you’ll have a ponyready to explore in notime

at all!

Print off a copy of the Character Sheetfrom
the last pages of this booklet

Considerwhich race youwould like to
be. Equestriaisfull of diverse life, so
modify characters as youwishto
reach one that suitsyou.

Look at the classes (Spirits), and read
the introductions. They describe what
a character will be good at, whether
it’ssavingallies, bringing painto
enemies, or controllingcombat
situations.

Ask your DM for help! They are the
ultimate arbitrator of rules and the
world. What they say goes, and that
means overriding anything thatis not
liked orclearin this guide. These types
of callings are affectionately known as
“House Rules” in tabletop gaming
circles, and they are a time-honored
tradition.

Generate your character

Place the appropriate stats where you
needthem. Each class has a primary
stat that all abilities run off, such as
Friendship for Laughter. Itisimportant
that you make this stat your highest,
and continue toincreaseitasyou
level up.

The stat spread is 4,3,2,2. This means
that at character creation one of your
stats will be 4, one will be 3, and two
will be 2. Considerwhich skills you’d
like to be betterinto betterdecide on
your spread.

Getyour bonus and penalty stats,
and racial abilities from your race.
Besides roleplayingacertainrace, you
also get cool perks based on which
one you choose that will helpyouin
your adventures.

Getyour Health (Life Points and
Stamina Points) from your class’ first
page or the last page. Follow the
simple calculation, and check out the
rule sectiontounderstand how the
new Health System works.

Pick up your Weapons and Armor.
These add impressive powers, damage
and strength to your characters!
Without takingon a weapon, you’re
essentially missing out on what will
help yousucceed at your class.
Familiarize yourself with your
abilities. Gettinginto combatwithout
knowing whatyour character is
capable of not only makes yourturn
longer, butalso putsyou at a severe
tactical disadvantage. Itis strongly
recommendedyou read up how the
systemworksin the Dungeonsand
Dragons 4.0 handbook.
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Strong, reliable ponies that are in
= tune with the world and try to keep

E:‘; Ll |,1 L C \_ ] \ their hooves on the ground

Racial Traits

Ability Scores: +2 Strength, +1 Integrity
Size: Medium

Speed: 6 Squares

Vision: Normal

Skill Bonuses: +4 Athletics, +2 Endurance, +2 Nature
Chords of Muscle: +5 racial bonus to all rolls for
lifting, pushing, sliding, or pulling.

Country Folk: Earth Ponies know whatit meansto be
out there in the wilderness without the benefit of
magic or flight, startingatown or exploring the
frontier.

Add to your Staminaregeneration half of your
Endurance skill (Round down). This stacks with other
abilities oritems that add to Staminaregeneration.
Firmly Planted: When there is a force that would
move you about —a push, slide or pull —you can
choose to move 1 square less than the effect’s total
dictates. If you were to only move 1 square, you can
choose not to move at all.

In addition, when an attack would knock you
prone, you may immediately make asaving throw to
avoid falling prone.

The original work horses of Equestria, Earth Ponies
proudly make theirway in life without the benefit of
magic or flight. Thisdoesn’t leave them any less capable
than the otherraces, however. Instead, ithasletthem
develop aclose connection with the land, along with the
benefit of hardiness that comes from working the earth.

A proud and industrious race thatis more than willing to
trade theircrops or crafts to the otherraces. It issaid
that where an Earth Pony strikes dirt, a townis sure to
follow.

Play an earth pony if youwant...

» To be strong, reliable and aleader
To advance the culture of Equestria
To easily tackle all challenges

YV V VY

To be a part of a proud tradition of ponies that
work with what they have to make the most of
life



Regasiiis

Dexterous, quick ponies that take
delight in the thrills adventure has to
offer

+2 Integrity, +1 Friendship, -1Strength

res (Ground), 6 Squares (Flight)
I

+2 Athletics, +4 Acrobatics, +2
| bonus to initiativerolls.

:Whenin flight, a pegasus has a 2x
heir critical strike range. (Soif you
trike ona 20, nowitis 19-20)

acks with items or class skills that
ultipliers ranges.

: Holding dominion over the skies,
able of physically manipulating the
can walk upon clouds, cause themto
and even churn wind up intofunnels.
ture skill may be used to plan out
rns, with DCs set by the DM for what
seisfor.

Though otherraces may look at pegasi asaloof or too
engagedinseekingthrillsto be reliable, they havea
tremendous track record on comingto the aid of the
otherraces intimes of need. Without any expectation of
self-gain, a pegasus would gladly lay down theirlife to
helptheirfriends.

Beinga creature of the sky leavesthe pegasusinthe
unique position of influencing the weather. Thisis done
through communicating with the clouds, orworkingin
their massive factories dedicated to keeping Equestria’s
eco-system strong.

Play a pegasusif youwant...

» To be fast, and unhindered by gravity
To prove that you are made of the right stuff
To blow the competition away

Y V V

To be a part of protecting Equestriaselflesslyin
between finding adventurethroughinfluencing
the weatherand makingfriends 13



Intelligent, magical ponies that push
the boundaries of magical knowledge

while spreading friendship

owledge, +1 Friendship, -1

ana, +2 History, +2 Insight
every time you level, you gain
tto two different skills of your

You have received basictraining
use of magic. As such you may
combat at will, regardless of

ss: All unicorn students are
pernotes onwhattheylearn
ery so often fordelivering to the

e of yourallies successfully

ou receiveastacking +1 damage
at hitsan enemy, thenresets.
firstaction pointyouspenda

ole new round directly afteryour

notspend an action point
nd.

Out of all the races that reside in Equestria, the unicornis
unique intheirability to manipulate the energy in their
souls forcasting spells. Itis said the biggerthe heart of
the unicorn, the more powerful the magicthey can bring
to bearin the defense of theirfriends.

Unicorns are sometimes seen as haughty because of their
powerful abilities, butthisis hardly the truth. Their magic
brings a certainamount of discipline to theirlife thatis
needed to be carefully watched over. Itis rumored that
intimes of a unicorn without proper control of their
emotions can affect reality around them without
realizingit.

Play a unicornif you want...

To bringyour intelligence to bearon a problem
To use your mind to overcome matter

To wield magicwith sheer willalone

To be a part of Equestria’s elite dedicated to
furtheringthe country’s wealth of knowledge for
the betterment of all pony kind

YV V VYV



Never to be dismissed, Colts and

Fillies are the future of Equestria,
raring to go forth and adventure.

ip, +1 Integrity, -1 Strength

), 4Squares (Flight)

cs, +4 Stealth, +2 Thievery
ose earth, pegasus or

ion for your type of foal.
lasses and movementyou
sus foal may fly and pick

fternew opportunities

le forstudying and training.
aracter creation. Instead,
pick two skills, and they
ou rest once more. (Atlevel

ce perbattle, a foal may

s guaranteed to hit, and
lesits damage.

ly drinkaSlurpee? Once per
movement speed forone
isround, you may move in
tead of astraightline.

I50r every time you level
row up. You grow into your
al traits, and gaining 4 skill

a new Spiritor maintain the

Foals hold an important place in pony society because
so muchreliesupon them. There isaheavy emphasis
put onlettingthem experience the world and all its
wondersin pursuit of their cutie marks, and ultimately
theirpurposeinlife. Tothisend, itis not uncommonto
come across adventurous colts and fillies more than
willing to take on all challenges life can throw at them
without battingan eye.

Playa foal if you want...

>

YV V V

To be the quickestinthe party

To be flexible in what you pursue

To be justlike youridol

To be ayoungfilly or colt that wants to strike
out intothe world today for the betterment of
all pony kind, ratherthan tomorrow



Misunderstood but benevolent,
zebras work to better the world
through their encyclopedic

raits

ores: +2 Knowledge, +1Integrity, -1
ip

dium

Squares

ormal

uses: +2 Arcana, +2 Heal, +4 Nature

d Spirit: A lifetime of being chased out of
suspicious residents has made traveling with
e uponyourback a necessity.

ou may make thievery checks on objects

to your size without a penalty. Thisincludes
jects on your person. (This does not work

ghbeings).

and Stripes: Zebras are difficultto pin down
When an enemy critically missesyou (rolls a
ay choose a new target for theirability
squares.

he new target may be a friend orenemy, and
ully auto-hits. All effects and damage are

ut normally.

emedies: Allies within five squares of you
your level totheirsaving throw rolls for
rsus negative ongoing effects.

Hailing from jungle depths outside of Equestria, these
striped cousins to the smallerequines emerge to offer
theirskillstoa more civilized people. Theirclose
dealings with spirits and creatures of the forest give
them an almost encyclopedicknowledge on wildlife,
herbal cures and strange potions.

Zebrasare equinesinarare position of beingseen as
ponies by the rest of Equestriawithout beingaccepted
by those that makeup the populace. They are generally
seeninsmall numbers, and outside the restrictive
confines of acity. Their penchantforrhymingisnear
legendary amongst pony aristocracy.

Play a zebra if youwant...

» To be mysteriousatfirstbrush

» Tobe intune with nature and its benefits

» To be able tobringunique knowledge tothe
group

» To be azebrathat bringsan outsider’sviewof
the world to a party ina refreshing manner



Aggressive, intimidating predators

@ l?ﬁ ii @ [ﬁ] that will go to any length to protect
those they feel are their friends.

Racial Traits

Ability Scores: +2 Strength, +1 Integrity, -1 Friendship
Size: Medium

Speed: 5 Squares (Ground), 5Squares (Flight)

Vision: Normal

Skill Bonuses: +2 Athletics, +4 Intimidate, +2
Streetwise

Territorial: Each time an ally is damaged within 5
squares, a griffon’s critical strike chance isincreased
by +1. Upon a successful critical strike this bonus
resets.

Lionhearted: When you take ongoing damage from an
effect thatrequires asavingthrow, ignore half that
damage (Round down).

Volatile Temper: When you take Life Pointdamage,
you may make a free strike on an enemy within melee
distance, using your weapon’s ability power or basic
attack, as you desire.. (You are only allowed one free
strike a turn.)

One would think that griffons would find it difficult
beingina ponydominated world, wherethey have
little influence on the Equestrian society. But the reality

isthe exact opposite, forthese predatorslove a
challenge. Inthe eyes of agriffon, provingone’s
dominance is far more importantthan maintaininga
governmental position.

These beautiful, deadly creatures striveto be the best
at whateverthey puttheirtalonsto. They have little
use for magic. Instead of relying on little tricks, a griffon
oftensays, itshould come down to strength and
endurance.

Play a griffonif you want...

» To be an intimidating protector of yourfriends

» To prove you are the bestaround, on earth or
inthe sky

» To be a predatoramongst herbivores

» To be agriffonthatusesevery opportunity to
betteryourself for the benefit of all around
whorely on you



with Amore Parasite

ngelings cannotrest like anormal creature,
talways be on the search fora new source of
rain. Even those who willingly give up their
stothese insects find their strength slipping,
ing pale and eyes appearingsullen.
ssbecomes afleeting emotion forthemand
ams become tormented.

achangeling typically needs one hour of free
talk, entrap and consume love in privacy. The
Icome to decide how exactly this works,

scenesare played outorifit’s justa roll once

suggested roll. The playerfirstrolls

se tolook fortheirquarry. Then a bluffto

e how well their hunt went. Feelfree to
onuses or penalties based on how the rolls
r even guards descending onthe monsterif
too poorly.

Sly, monstrous foes of Order and Good,
living in the moment, while preparing
for the future of their race.

raits
ores: +1 to Two Stats of Choice, -1

Squares (Ground), 5Squares (Flight)
ow-Light

uses: +2 Arcana, +2 Bluff, +2 Diplomacy

us Amalgamation: Changelings may use

dfly, as long as they have the appropriate

s associated with these abilities manifested.
ngelingin disguise without a horn cannot use

arasite: Changelings do notsleep, and cannot
ilies, healing surges or wakefulness by
nstead, they mustabsorb love fromawilling
nce per 24 hours (using magical compulsion
means).

his drains the victim, leavingthem witha

-2 penalty to all stats until they sleep. (Stats
o below 1).

re: A changeling can shift forms at will. Thisis
rd action.

hile in disguise, characters may roll arcane
theillusion magicaround achangeling. If

a changeling acting differently than what
trying to be, they may roll perception. For
changelingrolls bluff against.

Unlike the less prolificunicorns, that manifest their
powerthrough strength from within, the alien-like race
of changelings prey onthe emotions of otherspecies
for this purpose.

Thisis done all in the name of their Queen Chrysalis,
whomtheyregard with a fervoreven the most zealous
of ponies find frightening. Perhapsitisalsoengrained
intheirvery nature, for without powerful lovetofeed
off of, they would just witheraway.

Playa changelingif you want...

» To be theslyface of the group you’ve
infiltrated

» To use cleverwords and tactics to stay hidden

» To help prepare the way for your Queen’s
coming

» To be one of many changelings workingin
secretfor the bettermentof yourkind, at the
expense of all of Equestria



RPony

Immortal, influential ponies that

adhere faithfully to their laws and
past, while leading into the future.

ledge, +1Friendship, -1

nd), 5Squares (Flight)

, +4 History, +2 Diplomacy
oose earth, pegasus, or

ation for your type of Crystal
type of classes and

r example: A pegasus Crystal
he loyalty class.

en an enemy critical strikes an
ou may spend an action point
gates the critical strike, turning
| strike.

gain abonusto hit with your
vel untilthe end of combat.
you are defeated, ratherthan
ound, you may fully

letely frozenin place for1
essasyouregenerate to full
immortal, and do notage

The Crystal Empire is an enigmaticland, with a people
that have beensubjugated by evilfor millennia. Now,
free tofollow theirhearts’ desires, the world has
suddenly opened up tothem.

Itissaid thatthe beautiful crystalline form of a pony
representstheinnerstrength thattheyresonateinthe
world. Thisisseemingly true, as they are capable of
beinginfluenced by magicfromthe outside. Strong
diplomatsand ponies steepedintradition, theyare
masters of building and expanding theirempire
through peaceful means.

Play a Crystal Pony if you want...

» To bringknowledge of the pastto the group

» Toinfluence the hearts and minds of those you
meet while fighting against controlling foes

» To shine forthe Empire over Equestria

» To playan active role inthe shapingofa
kingdomthatwas one lostto time



Mysterious, dark ponies that are

capable of manipulating the
shadows who guard the night.

ength, -1 Friendship

ares (Flight)

ungeoneering +4

le of standingand

s of gravity asif it
ntact islost with the
ore.

anipulate the

y may mold shadows
n move clouds about.
penda standard

that provides full
close burstequal in

gsthat have given
yths. Intruth, these
fruits, butstill a

you regain Life Points
tat. This cannot heal
of Life Points.

Inexorably bound to the will of the Princess of the
Night, Bat Ponies have suffered underLuna’s
banishment; fewinnumberandrelegatedtoonlya
minorrole inthe Equestrian Royal Guard and society.

Now with the return of their Princess, these creatures
of the night have enjoyed arenaissance where their
proficiencyinwarding off danger during the night has
come to recognition. They are strongerthan pegassi,
though not as quick, and can go where no other
creature can. Slowly they are working their way back
into acceptance through loyal service above-and-
beyond the call of duty.

Play a Bat Ponyif youwant...

> Tobe ahunterinthe dark
To show your loyalty to Equestria
To make the shadows a friend

Y YV V

To lead your companionsinto the darkest
corners of Equestria, and back to safety again



Minotaltii

Boisterous, dominating personalities

set these mythical creatures apart
from their pony companions.

y, +1Strength, -1 Knowledge

neering, +4 Endurance, +2

eceive apermanent morale
your primary stat (Round
alone. Allies within sight and
benefit, solongasyou are

s not stack with other

ence auras.

e asecond wind, your AC
lamountequaltoyourlevel
rnextround.

auris neverlost, havingan
ectiontohead. Whenyou

a location you have read

ay travel at double speed
ingyourway.

henan ally within 10 squares
Yy, you may spend an action
to a critical strike. This may
cks.

Minotaur have etched out a positionin Equestriaas
beingthe go-tofolkforlearninghow to carry one’s self
with sureness. These bipedal creatures completely
dominate any world stage they step upon, turning
heads and swayingopinions.

Though they’re not the fastest, or smartest beings
around, minotaur more than overcome these physical
handicaps with a natural affinity for controlling
conversations and combat through proper motivation
and intimidating poses.

Play a minotaurif you want...

» To pushyour alliestogreaterheights

» To push through challenges and limits with a
bull-headed attitude

» To know what makes yourfriends tick, and
work with strengtheningtheirwillbya
combination of exampleand words



Long, sharp claws scratch and tear

away at the earth beneath the very
hooves of those above.

Racial Traits

Ability Scores: +2 Strength, +1 Integrity, -1Knowledge
Size: Medium

Speed:5 Squares

Vision: Ultravision

Skill Bonuses: +2 Bluff, +4 Nature, +2 Thievery
Minecraft: Diamond Dogs move through the ground
like aSeapony cuts through the sea. Once per battle,
you may leapintothe ground and digup to 10
squares away. You may resurface when you desire as
afree action, but until you do, you may nottake any
actions and are untargetable by all attacks.

Shovel Claws: Your claws are perfectly suited for both
work and combat. Your attacks now gaina permanent
bonusto damage equal toyour level.

You may spend anaction pointwhenyou
successfully damage anenemyto apply ableed effect
equal to quarter the amount of damage you did (Save
Ends).

Sensitive Ears: Your perked up ears are well-tuned to
finding new creaturesto pick onand capture. You
receive a+5 Perception orInsight checks thatinvolve
hearing.

Diamond dogs are a world apart from the surface
society above. Seldom seen and often dreaded, itis not
much of a wonderthattheirvery appearance strikes
disbelief of their presence in the pony folks above.

As theirsociety does not oftinteract with dragons that
naturally feed on gems, their obsession with the
precious stones has grown exponentially, as their
hoards only grow ratherthan diminish. Though
sometimes the pursuit of more gems and the curious
nature of the world above draws them out.

Play a diamond dogif you want...

> To mixgreedwith need

» To wrangle agroup of alliesinto helping you for
your own needs, and possibly theirs

» To be a mixture of an antagonizingforce thatis
too valuable to extricate from by providing
dearly needed strength whenit counts
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Spirit of Honesty

“Ahm gunnalearn ya’ how t’er be polite!”

Class Traits

Role: Defender. Your life regeneration and abilities to
redirect the enemy’s attention make you the
cornerstone of your party.

Key Ability Scores: Strength (Primary)

Armor Proficiencies: Light, Medium, Heavy
Weapon Proficiencies: Melee

Life Points: Knowledge +Integrity x Level
Stamina Points perLevel Gained: 10
Healing Surges Per Day: 6 + Integrity

Play Style: This class is for players that want to be the
center of attention in combatand for the party.
Honesty’s ability to absorb a massive amount of
damage and redirectitlendsthemtoa more wild
style of play. But don’tletyourseeming
invulnerability goto your head, there is always
something out there willing to push you past your
breaking point.

Reliable. Thisisthe first word that comes to mind
when anypony begins speaks of apony with the
Spiritof Honesty. These souls are always more than
pleasedto take onthe burdens of others without
expectinganythinginreturn.

Whetherservingas members of the
Equestrian Royal Guard, traveling the countrysidein
search of a new land or working on the farm,
Honesty ponies are the vanguard of Equestrian
societyinall theirroles.

In the heat of combat, Honesty ponies
shrug off blows that would stagger lesser ponies as
if they were nothing. They are unswervingintheir
role as protector— goingsofar as to come back
from the brink of unconsciousness at the merest
signof afriendinneed.
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Levell Level Level3 Level 4 Level5 Level6 Level?7 Level8 Level9 Level10
2
Stamina +10 +10 +10 +10 +10 +10 +10 +10 +10 +10
Ability Apple Buck Darned  Trojan Buy Rodeo Hoedown Family Ol
Buckin” up Stubbom Horse Some Feud Fashioned
Apples Cowgirl
Merit 2 1 1 1 1
Points
Bonus +1 to +1 to two +1 to +1 to +1 to two
to Stats two stats two two stats
stats stats stats

Darned Stubborn

(Utility) Honesty 3

Apple Buckin’ Honesty 1

You slide in amongst your enemies and throw
yourback hooves up wildly. Dust is kicked up
and yourfoes stumble about in a futile
attemptto getaway.

Encounter (Special) ¢ Martial, Weapon
Special: You can use this action twice per
encounter, butonly once perround. At level 8
you can use this powerthree times per
encounter.

Standard Action Close burst 1

Target: Each enemyin burst

Attack: Strengthvs. AC

Hit: 1[W] + Strength damage, and the hit
enemyis knocked prone. Ontheir next attack,
the enemy s forced to attack you. If they are
not inrange, they must move within range.

Glancing: All enemies that start or end their
nextturnin melee distanceto you take
damage equal to your Strength score

Increase damage to 2[W] + Strength modifier
at 5" level.

Buck Up Honesty 2

You laugh as daggers shatter against your hide
and arrows bounce offyour coat. Your massive
chords of muscle beneath layers of armor
prevent enemies from doing more than nicking
your hide.

At Will ¢ Martial, Stance
Minor Action Personal

Effect: As longas you remainin this stance,
increase your Stamina Regeneration by half
your strength, plus level. (Round up).

Mind over matter, or in your case, pure
stubbornness to be brought down by the rain
of blows falling upon you keeps you going.

Daily ¢ Martial

Minor Action Personal

Effect: For 1d3 rounds, yourtotal Stamina
Regeneration doubles. This stacks with Buck
Up.

Trojan Horse Honesty 4

You trick youropponents into thinking they
have an opportunity to lay a deadly strike on
you. But when they attack, it’s too late for
them to realize you’re using their inertia
againstthem.

Encounter ¢ Martial

Standard Action Personal

Effect: You run in a straightline up to double
your base movementspeed. If anenemyis
capable of attackingyou andis in melee range,
they must attack. If they hitthey take damage
equal toyour total Stamina Regeneration
amount.

Glancing: Enemies that miss take damage
equal to half your Stamina Regeneration
amount.
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City Slicker Talkin’ Honesty 5

You spitout words that would make a
Shadowbolt blush. You kiss your momma with
that mouth?

Daily ® Martial

Standard Action Close Burst 4

Target: Each enemyinburstthat can hearyou
Attack: Strengthvs. Intelligence

Hit: Each enemy struck takes 1[W] + Strength
damage. The enemy is taunted for 1d4 rounds.
It mustdo everythinginits powerto attack
youin melee range forthis time duration.

If something orsomeponyis holdingthem
back, they will ravenously attack them until
they can move towards you.

Glancing: Missed enemies must still attack you
for 1 round, as per the ability’s effect. All
enemies that can’t attack you in melee take
damage equal to your Stamina Regeneration.

Rodeo Honesty 6

You bring your bronco busting skills to bear. A
combination of strength, speed and fancy
rope-work that’d make a city slicker gawk
brinas that stubborn enemv down.

Encounter ¢ Martial, Weapon

Standard Action Ranged 10

Target: Targets Equal to Your Strength Stat
Attack: Strengthvs. Intelligence

Hit: You drag the enemyto melee range and
deal 2[W] + Strength damage. The enemies are
bound up and can’t move until they make an
escape check equal to 10 + your Stamina
regeneration.

Glancing: All enemies attacked are pelted
with horse-shoes. Theylose out on theirmove
action each turn (Save Ends).

Hoedown (Utility) Honesty 7

In the heat of battle, nopony moves quite like
you. You easily sidestep even the quickest
strikes, making it look as easy as square
dancin’ with a box.

Encounter ¢ Martial
Immediate Reaction Personal
Trigger: You are hit

Effect: You move up to yourspeed (Ground or
Flight), and ignore the damage and its effects.

Family Feud Honesty 9

Unfortunately for others, you’re not the kind to
up and forget when one’s done yer wrong.
That’s alrightthough —you’lltake payment for
their wrong doing in the form of teeth

Daily* Martial
Move Action Personal/Melee

Effect: You triple your Staminaregeneration
(Physical) for 3rounds. All damage
regenerated duringthis periodisadded up
into a Feud Pool.

At any time until end of combat, you may
spend any amount of Feud Pool pointsto
boost damage on a successful attack by how
many points you spend.

OI’ Fashioned Cowgirl Honesty 10

You arethe pinnacle of sturdiness and
reliability. Enemies of truth wilt beneath your
gaze, and even fear has lost its sway totally
overyou.

Permanent® Martial
Personal

Effect: Your Staminaregeneration in Buck Up
stance doubles

Every time youare hitin a battle, yougain 1
point of Staminaregeneration untilyou are
knocked unconscious or the battle ends.



Spirit of Kindness

“Hush now...quiet now. It’s time to lay your sleepy head.”

Class Traits

Role: Healing Striker. You move about the battlefield
at blinding speeds, bringing yourallies back tolife
while destroying your enemies silently.

Key Ability Scores: Friendship (Primary)

Armor Proficiencies: Light, Medium
Weapon Proficiencies: Melee, Ranged

Life Points: Knowledge +Integrity x Level
Stamina Points perLevel Gained: 7
Healing Surges Per Day: 3 + Integrity

Play Style: This class is for players that want to
stealthily move behind the scenes of combat, deciding
who lives and perishes. You have the potentialto
bringan enemy to theirknees with crippling poisons,
or you can fashion these herbs to prop up a bloodied
ally. This classis high risk and reward. As such, you will
have to make some hard choices on what todo and
when.

Attentive. Where other ponies dash headlonginto
action, gathering up valorand the wounds that
come with them, you move out of sight, tendingto
hurt ponies orsilencing those boastful enemies.
Because nopony hurts yourfriends.

Whetherstudying up onanatomy along
with learning new medicaltreatments, or
concocting new strands of virulent poisons with
horticulture, Kindness ponies are both saviors and
dangerous protectors.

Kindness ponies are always on the lookout
for those thatare incapable of defending
themselves orin need of a helping hoof, ready to
step forward without a selfish thought. Animals of
all kinds understand this, and afford these ponies
the properrespectthey deserve.



+7 +7 +7 +7 +7

Meek, First Combat Dragon’s  Parasprite
Vegetable Responder ; Greed/ Friends/
Stew/Saccharin Medic Cutie Parasprite
Brew Pox Swarm
2 1 1
+1 to +1 to
two two
stats stats
Meek Kindness 1
Your angelic features and sweet demeanor
mask a cunning, explosive personality that can
be brought to bear on belligerent enemies
when they least expect it.
At Will ¢ Martial
Minor Action Personal
Effect: You gain Invisibility that lasts until you
take a hostile action
While in Meek, hostiles thatseektofind a
Spirit of Kindness must beat yourcheck of 10 +
Friendship with a perception roll of theirown.
If they hit you, or you are caughtinan area
attack while in Meek, you lose invisibility
immediately with no bonus to AC or damage.
When breaking out of Meek with an attack
roll, you Backstab a foe, dealingdouble
damage if that attack succeeds. You gain
bonus AC equal to your level forone round.

+7 +7 +7 +7 +7

Enthusiastic Easily On Call Mother

Cheering/  Startled of

The Stare Nature

1 1

+1 to two +1 to +1 to

stats two two
stats stats

Kindness 1

Vegetable Stew/

Saccharin Brew
It is a little known factto anypony but you that
Flim-Flam soup served ten degrees hotterthan
recommended creates a stew that few will
walk away from aftereating.

Encounter (Special) ¢ Martial, Weapon
Special: You can use this action twice per
encounter, butonly once perround. At level 8
you can use this powerthree timesper
encounter.

Standard Action Melee Weapon
Target: One Enemy Melee

Attack: Friendship vs. AC

Hit: You deal 1[W] + Friendship damage.

You poison the enemy, causing ongoing
damage equal to your Friendship score (Save
ends)

Glancing: An ally within five squares may
spenda healing surge, addinginyour
Friendship score. On their next attack that hits,
they deal extra damage equal to half the
amount healed this way.

Increase damage to 2[W] + Friendship modifier
at 5" level.

Kindness 2

First Responder

In the heat of combat, you seem to descend
upon the wounded, an angel of life and healing
in a pony’s time of need.

At Will ¢ Martial, Stance
Minor Action Personal

Effect: As long as you remainin this stance,
once per turnwhen an ally is hit you may
teleportadjacenttothem or the attacking
enemy. You may prevent half the damage
taken OR copy the damage and applyitto the
attacker (no roll required).



Combat Medic

It is more difficult than one can imagine
performing medical procedures in the middle
of a combat zone. Luckily it doesn’t faze you.
Daily ¢ Martial

Minor Action Personal

Effect: For 1d3 rounds, yourbonus damage

and ACfrom breaking Meek doubles and
appliestoranged attacks.

Duringthis time, allies within 5squares heal
Life Points equal to your Friendship score.

Kindness 4

Dragon’s Greed/

Cutie Pox

You give ponies what they desire most, be it
originating from a deep well of avarice or a
need to be the best at everything without
merit. The choice is their own.

Encounter ¢ Martial, Weapon
Standard Action

Target: One Creature Melee
Attack: Friendshipvs. AC

Hit: You deal 1[W] + Friendship damage.

The enemy isinfected with a Contagion, taking
ongoing damage equal to your Friendship
score (Save ends). During this time, the enemy
grows weak and can be pushed up to your
move speed by you (does not provoke attacks
of opportunity). If the enemy touches another
foe, the Contagion spreads to them as well.
Enemies who have suffered from Contagion
cannot contract it again inthe same battle.

Melee Weapon

Glancing: An ally within 5squares doubles
theirstats for 1d3 rounds. During this time
they may take two standard actions a turn.

(Utility) Kindness 3

Parasprite Friends/

Parasprite Swarm

They arethe cutest little critters ever. And with
time and attention, you’ve managed to train a
handful! Exceptthey keep reproducing, oh
dear.

Daily ¢ Martial, Weapon
Standard Action
Target: One Creature Melee

Attack: Friendshipvs. AC Melee Weapon

Hit: The enemyisboundupina ball of living
mass. For 1d4 rounds, the enemy cannot take
any action and may be pushed about upto
your move speed by you (does not provoke
attacks of opportunity). If the ball touchesan
enemy, itsoaksthem upintothe ball.

Afterthe ball dissipates, all enemies that were
init takes ongoing damage equal to your
Friendship score (Save ends)

Glancing: For 1d4 rounds, yourally OR
yourself gain +4 AC, and two extraextendable
arms with Reach 2. You may make 2 extra
basic melee attacks with these arms per
round.

Kindness 5
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Enthusiastic Cheering/ Kindness 6
The Stare

You Rock! Woohoo... Did my cheering do that?
Nobody hurts my friends, nobody! Got that?

Encounter ¢ Martial, Weapon

Standard Action

Target: One Creature Melee

Attack: Friendshipvs. AC Melee Weapon

Special: You may teleport up to your move
speed before the attack.

Hit: You deal 2[W] + Friendship damage and
the enemyistransformedinto a statue, Diblace @Deidf®
becomingimpervious to damage butincapable

of taking action (Save ends).
On Call Kindness 9

Afterthe enemy breaks out, they may notuse A good nurse understands that emergencies

any abilities for 1d3 turns afterwards. arise at any time, often without notice.
Sometimes if there is a dry spell, it never hurts

Glancing: All allies within hearingrange are to make a few of your own for practice.

cured of any ongoing damage and negative Daily ¢ Martial

status effects, and regain Life Points equal to Move Action Personal

double your Friendship score. Forone round
after, theirfirst attack that succeeds may be
convertedtoa critical strike.

Effect: You may enter meek at will without any
action required for 3 rounds. During this time
you double backstab damage. All healing to
allies done during this time is doubled.

Easily Startled (Utility) Kindness 7
Some ponies call you a scaredy mare but they Inaddition, youmay teleport up to 10 squares
don’t know how courageous you can b- WHAT instead of taking your move action during
WAS THAT SOUND EEP?! these 3 rounds.

Encounter ¢ Martial
Immediate Reaction Personal
Trigger: You are hit

Mother of Nature Kindness 10

You arethe undisputed pony to go to for
attention and needs. Much like nature, life and
death are a part of the cycle thatyou carry out
in the world.

Effect: Aftertakingthe damage, you teleport
up to 10 squares and gain Meek.

Permanent*® Martial
Personal

Effect: At the beginning of each round, you
summon an Animal Companion. You may only
have three Animal Companions atone time.

Animal Companions function as action points
that may be spentat any time duringyour
turn. You may spend any amount of Animal
Companions perround.

Each Animal Companion thatyou possess
increases your move speed, ACand To Hit
bonus by 2.




Spirit of Laughter

“All the world’s a party, and all the stallions and mares
merely guests: They have their exits and entrances...”

Class Traits

Role: Striker. You deal an extreme amount of damage,
wipingout single targets with ease in melee range.
Your low defenses and health are countered by
mitigating the danger of exposure through your
summoned minions.

Key Ability Scores: Friendship (Primary)

Armor Proficiencies: Light
Weapon Proficiencies: Melee

Life Points: Knowledge +Integrity x Level
Stamina Points perLevel Gained: 7
Healing Surges Per Day: 4 + Integrity

Play Style: This class is for players that desire to dole
out precision strikes that devastate large enemies,
leaving those thataren’t outright destroyedina
woeful state. Their minions allow Laughterto bein
multiple places atonce in essence, controlling the
battlefield’'s flow and making the most of
opportunities as they arise.

Imaginative. Thisis the first word that other ponies
applyto a Spirit of Laughterin reference to their
unique abilities. These ponies seemto be
somewhere in between this world and another,
servingasthe bridging point between the two.

Whetherexuberantsoulsathomeinthe
kitchen, or out scouting exciting new venues and
planning events for parties, these ponies bring
welcome excitement to everywhere they travel.

When it comesto taking up arms, Laughter
conjuresup an entire vanguard of seemingly
inanimate objectsthat strike outwhen nopony is
looking. Hysteriaand confusion quickly soar
throughthe enemy’sranks when they realize
swords and bows are no match for the boiling
imagination of these energeticsouls.
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Merit
Points

Bonus
to Stats

Imaginary Friends Laughter 1
all object into sentience,
yourthoughts. It can’ttake any
ems to when other ponies aren’t
es only occasionally catch a blur
ner of their eyes.

At Will ® Magic
Minor Action Personal

mmon inanimate object minions
ntspaces. Imaginary Friend
1lhealthand ACequal to yours +
ip score. When they die, you lose
our staminatotal until end of

e your move action, you may in
e any amount of imaginary

your move speed.

eceive any actions of theirown.
end minions can flank, and

not make attacks of opportunity
nthey move.

end minions last until end of

uuse a melee ability, or basic
you may channel it through
ry Friend minions, using their

Special: You may have 1 Imaginary Friend atlevel
one, 2 at levelfive and 3 at level eight.

Prank Laughter 1

sup for a good prank. Arose
water, or a can of spring-loaded
s gives you a kick. Though you
own to pull more sinister ones...

Encounter (Special) ¢ Magic, Weapon
Special: You can use this action twice per
encounter, butonly once perround. At level 8
you can use this powerthree timesper
encounter.

Standard Action Melee Weapon
Target: Onecreature

Attack: Friendshipvs. AC

his attack, double your critical

1[W] + Friendship damage.

can also choose to Detonate

f Imaginary Friends.

in melee distance of the

visible friend suffer ongoing
Itoyour Friendship score (Save

me, when you critical strike, you
| amount of damage to their
udo theirLife Points

count as a minion death.

Increase damage to 2[W] + Friendship modifier
at 5" level.

Dance Commander Laughter 2

ead their troops fromthe back,
2r patterns of movementson large
nce.

At Will ® Magic, Stance
Minor Action Personal

gas you remaininthis stance,
reased by 2 and your critical
isdoubled for each Imaginary
vein play. (e.g.3onfieldis+6
crit chance)




March of the Toy Soldiers (Utility) Laughter 3 Party Hats Laughter 5

Trumpets blare, as a legion of objects roll out Some guests to yourshin-dig just don’t seem to
of the wood work to take up their battle havea good attitude! Good thing you brought
stations. At least in your mind. along some of your famous novelty hats. Who
Daily ¢ Magic doesn’t wantto be a cowboy oran astronaut?

Minor Action Personal . .
Daily ® Magic, Weapon

Effect: For 1d3 rounds, you double the amount Standard Action Melee Weapon
of Imaginary Friend minions you have outin Targets: Equal to numberof you and
play. Imaginary Friends you have in play

In addition, you may switch places with any Attack: Friendshipvs. AC

imaginary friend minion during these rounds

by sacrificing your move action. Minions still Hit: You deal 1[W] + Friendship damage.
receive their movement. Enemies hit take ongoing damage (Save ends)

equal toyour Friendship score.

Cut the Cupcake Laughter 4 Glancing: You give your targets party hats that

Oh dear, yourtenuous grasp on reality is really mind-control them. For 1d3 rounds they count

starting to getin the way of remembering as Imaginary Friends that may not be
whata cupcakeis. Oh well! Detonated, or attacked by your allies. The

enemies may notattack, and do not heal

Encounter ¢ Magic, Weapon Staminaduringthese rounds.

Standard Action Melee Weapon

Target: One Creature At the end of the rounds their hat dissolves,

Attack: Friendshipvs. AC causing ongoing damage (Save ends) equal to
Special: For this attack, double yourcritical your Friendship score

strike range.
Hit: 1[W] + Friendship. If you critical strike, the

enemy takes ongoing damage equal to your Easy Bake Oven Laughter 6

Friendship score (save ends). During this n - n
. ) ) Ponies are made of sugar, spice and everything
ongoing damage, any time you would hit the ; ] }
= i, A nice! The perfect ingredient foryour latest batch
target, it is convertedtoa critical strike.
of party food. Cupcakes anypony?

Glancing: Enemies that start theirturn or end Encounter ¢ Magic, Weapon

theirturn within melee range of an Imaginary Standard Action Melee Weapon
Friend may be the subject of a basicweapon Target: One Creature

attack fromyou until the start of your next Attack: Friendshipvs. AC

turn.

Hit: You deal 1[W] + Friendship. Copy damage
dealtand applyit to all enemy targets within
melee range of your Imaginary Friends as well.

Glancing: One enemy within meleedistance of
you or your Imaginary Friends is placed within
an oven large enough to contain them. They
are unable to take any action (save ends.) Each
turn theyarein the oven, you deal damage
equal toyour friendship to them.

If they are defeated while in the oven, you

gaina damage bonus equal totheirintegrity
score until end of encounter.
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Lovely / (Utility) Laughter 7

veso much to do, and so little time. If
ere were two of you. Then you could get
the baking done!

Encounter ¢ Magic
Minor Action Personal

: You cut a quarter of your maximum
ints off tosummon a second selfinan
ntfree space with identical stats and

or 1d3 rounds. This damage is

nent until end of encounter.

If acts on your turn and may move and
y ability you possess. If you have used
lity that hasa cooldown
unter/daily), it cannot use it. It cannot
on Imaginary Friends, but may use yours

anneling abilities through.

Life of the Party

y hostess is expected to be everything —
ainer, excellent speaker and

modating. None can deny you’re all of
yove and more.

Laughter 9

Daily* Magic
Move Action  Personal

:Your gain a second action perturn until
dof the encounter.

come immune to attacks of opportunity
underthis effect.

Smile, Smile, Smile Laughter 10
and devastation often go hoof-in-hoof
you pass through. But onething is for

, you know how to throw one Discord of

y with a little help from your friends!

Permanent* Magic
Personal

: Your Imaginary Friend minions gain
ttacks equal to yours (to hit: Friendship
1), and 1d10 + Friendship damage per hit.

time you lose a minion to Detonation, to
Imaginary Friend minions goes up by 1.

bonuses last until the end of the
nter, whereupon they reset.
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Generosity

“You know, that gives me the perfect idea...”

ities drain the enemies of vital
destructive juggernautora
ourallies.

wledge (Primary)

ight
: Ranged, Spellcraft, (Special:

+Integrity x Level
el Gained: 7
: 4 + Integrity

for players who wantto bring
through draining theirlifeand
onies are bolstered through this
itherdivvyingitoutto allies as
git all fortheir own benefit. In
s class can be the most

tlefield, because as Generosity
ility scores and health, their
sed.

Artistic. Where other poniessee alump of cloth,
you see a world of opportunities thatonly you are
cleverenoughto bringto life. Through skilland
determination, you crafta winning ensemble that
turns the ordinary into the extraordinary.

Whetherleadingthe cuttingedge of
fashion, orgiving of one’s selfinthe publicspace
for the betterment of others, Generosity ponies live
up to theirspiritual name.

Generosity ponies are the master
scavengers of Equestria, incorporating aspects of
utility while making sure tokeep up forminall their
designs. Itis always sure that when consulting these
ingenious mares and stallions that they will have
the latestand greatestreadytoshare.
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— llevell [level2 |level3 |leveld |level5 |level6 |Llevel7 | Levels |Level9 |Leveiio]
m +7 +7 +7 +7 +7 +7 +7 +7 +7 +7

AR Gratuity, Fashion Diva Intellect- Melt Fashion Upstage Dead- Art of
Inspiration Coord- ual Down Police line the
inator Theft Looms Dress
Merit 2 1 1 1 1
Bonus +1to +1 to +1 to +1to +1 to
to Stats two two two two two
stats stats stats stats stats

Gratuity Generosity 1

Inspiration Generosity 1

too big for one pony --
so kind to others. You’re
all wrong; have them call

with their swagger,
ostimportantly terrible
d incorporate their ideas
... Eureka!

Encounter (Special) ¢ Magic, Implement

At Will (Special) ® Magic Special: You can use thisaction twice per
Free Action  Personal encounter, butonly once perround. At level 8
have a total of extra you can use this powerthree times per

your level at any time. encounter.

Standard Action Ranged 15
uccessfully makesan Target: One Creature

ity to add one or more Attack: Knowledgevs. AC

ts to the attack. To do so,
e an appropriate stat

nly spend one of a stat

nowledge damage. The
rof their primary stat

ur choice increases by an
yourlevel (Round up).
of the round.

h): Add damage equal to
attack.

Increase damage to 2[W] + Knowledge
modifierat5" level.

Integrity): The ally
Itotriple yourlevel.

dge): The attack also Fashion Coordinator Generosity 2

nemy’s Life Points equal ombat, you stand

out helpful commands to
tand straight! Fix your

ndship): Yourally’s AC d offyour outfit!” They

| until the beginning of

At Will ® Magic, Stance
Minor Action Personal

remainin this stance,
sfully deal damage to an
astat of yourchoice by 1.

urturn as a free action,
unt of stats you possess
ares.
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(Utility) Generosity 3

it, and now the
ouradoring fans do.
Daily ¢ Magic

Minor Action Personal

udouble all your

spent using Gratuity
f your Divaturns.

Intellectual Theft Generosity 4

clothes, or that hat,
anyways. You

Encounter ¢ Magic, Implement
Standard Action Ranged 15

Target: One Creature PerStatPointYou
Sacrifice
Attack: Knowledgevs. AC

mage. Forevery
ngdamage equal to
ve ends).

targeted, gainone
fterthe attack

Melt Down

Generosity 5

ork you put into
it and tears! Maybe if
‘l know.

Daily ® Magic, Implement

Standard Action Ranged 15

Target: Amount Equal to half of yourhighest
stat (E.g. 8 friendship equals 4targets)
Attack: Highest Statvs. AC

amage. For 1d3
capable of using
all armor bonuses to

, Whenyou would
he amountyou

Fashion Police Generosity 6

0 let ponies go out
over yourdead body!
stat.

Encounter ¢ Magic, Implement

Standard Action Ranged 15

Target: One enemy perstat Point you Sacrifice
Attack: Knowledgevs. AC

mage. Forevery
ng damage equal to
ve Ends).

y suffers ongoing
abilities, gain 1stat

Upstage (Utility) Generosity 7

1y iS everypony paying
ordrastic measures!

Encounter ¢ Magic
Immediate Reaction  Personal
Trigger: Anenemy hitsyouin melee

cked prone andyou 37
hyoustill sufferany




Deadline Looms
rtand sacrificing of
hen ponies look at
perfect.

Daily*® Magic
Move Action Personal

erate one stat pointa
may spend two stat
eaturn to gainan

t points of your
xtraactionduring
e done once per

ounter.

Generosity 9

Art of the Dress
ognized on the
sign their gowns and
hto yourdoorforthe
ou feel?

Permanent* Magic
Personal

a stat point for
e two of the abilities

ou give stat points to
emyourself.

sanencounter

Generosity 10
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that defies gravity!

“Something awesome, something flying, with coolness

| 224

s Traits

iction: Requires the movement (Flight)

Striker. Yourabilities let you deal damage in
bursts to groups of foes, where the more there
e more powerful you become.

bility Scores: Integrity (Primary)

r Proficiencies: Light, Medium
on Proficiencies: Melee

oints: Knowledge +Integrity x Level
ina Points perLevel Gained: 8
ngSurges Per Day: 5 + Integrity

tyle: This classis for players that want to take
possible odds with ease. Enemies will find that
ingyouinlarge numbersonly bringsouta
rcombatantinyou. You zip about the

field, tearing through ranks while blasting all
earby with devastating winds and arcing bolts of
ing. Loyalty will leave enemies striking the air
ssly, as you continue to move faster and faster.

Quick. Thereisno denyingitwhen apegasus with
the Spirit of Loyalty zips by inan explosion of colors
that sweep across the sky afterthisliving
paintbrush.

Whetherpushingthe boundaries on
extreme speed, developing new aerial acrobatics,
or seeking death-defyingthrills, a Loyalty ponyis
sure to be an exciting spirit thatis always there for
theirfriends when they need them most.

Whenincombat, itis difficult to keep track
of a Loyalty pony, as they burst aboutthe
battlefield, pummelingdown foes that would hurt
theirfriends. Their natural affinity with weather
givesthema large advantage overtraditional
weaponry and renders most types of armors
completely useless against them. J
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Academy Record

academy record! Explain

Jin awesome?

Permanent ¢ Physical
Personal

to all forms of movement.
may double the amount
t.

Wing Power

re exhilarating to you than
sin the dust. Theroar of
gs tends to drown out these

At Will (Special) ¢ Physical
Free Action Personal

uare attacked by an
veryou make an attack on
e are successful hits ornot,
mentum Point.

m Point, you receive +1to

omentum Pointat will to
attack to increase the

y by yourIntegrity score.
e multiple times an attack.

omentum Points to
portion of any ability.

unt of Momentum Points
y moment is equal to your
til the end of combat.

Loyalty 1

Loyalty 1

Rainbow Blitz

s a certain velocity, they
1g the light and leave a trail
e. What will your colors be
1es?

Encounter (Special) ¢ Physical, Weapon
Special: You can use this action twice per
encounter, butonly once perround. At level 8
you can use this powerthree timesper
encounter.

Standard Action
Target: Special
Attack: Integrity vs AC

Melee Weapon

p to your movementspeed
line. Afteryoufinish

tack againstevery enemy
elee range. All enemies
e 1[W] +integrity damage.

d of your movement, deal
ur integrity toall enemies
Il required.

nd a Momentum Pointto
t.

Increase damage to 2[W] + Integrity modifier
at 5" level.

Loyalty 1
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Weather Patrol Loyalty 2

special place in the pony
esponsible forall the weather
syou havea lot of

dpower.

At Will ¢ Physical, Stance (Special)
Minor Action Personal

you remainin flight, when an
irturn nextto youin melee
amage equal to Integrity

n).

Young Flyer Competitor (Utility) Loyalty 3

ethatevery pony needs to
uld be the quickest way to
earound? You know! Winning

Daily ¢ Physical
Minor Action Personal

unds, you double the amount
intsyou generate.
movement does not provoke
unity unless you wishitto.

Ride the Lightning Loyalty 4

jre notoriously temperamental
it be awfulif you passed by
and then charged past a foe
oltin yourwake?

Encounter ¢ Physical, Weapon
Standard Action Melee Weapon
Target: One Creature

Attack: Integrityvs. AC

] + Integrity damage. Then
within 5squares, orthe
d.Teleportadjacenttothem
square of yourchoice. Roll
applyit tothis new enemy.
qual or higherthanthe last
therenemy and repeat.
uroll damage lowerthan

mies thatyouroll an attack
edforone round.

pend 1 Momentum Pointto
roll for this ability.

Eye of the Tornado Loyalty 5

tornado, it is so calm. A great
p of tea, enjoy the evening
ose belligerent ponies swirls
imbs flailing.

Daily ¢ Physical, Weapon

Standard Action Special

Target: All enemies passed in melee range
Attack: Integrityvs. AC

up to yourtotal speed
nneryou wish. Atthe end of
ttack each foe you passed

ge.

r2[W] + Integrity damage,
ning of their next turn take
equal to how many

ts you have (Save Ends).

is attack, you may max out
ntum Points you have

pend 1 Momentum Pointto
hitalong with youtothe end
nt.

dragged thiswayinany
when you have finished



Storm Front Loyalty 6

pegasus in Equestria isn’t
es. Often you just have to be
storm at your heels, and the
g to keep up.

Encounter ¢ Physical, Weapon
Standard Action Melee Weapon
Target: One Creature

Attack: Integrity vs. AC

s pushed back X squares,
toyour movement. You may
our movementin melee of

rs 1[W]+Integrity damage.
outatall enemies passed

of movement along the way.
y this lightning suffer damage
egrity score x how many
tsyou have.

mies that startor end their
ares of you are struck by

re dazed and take ongoing
your Integrity score (Save

pend 1 Momentum Pointto
s hit with StaticShock (Save
mies suffers Static Shock,
amage fromyou, that
atically applied to Life Points
a

Ten Seconds Flat (Utility) Loyalty 7

bouta pegasus that could

y of clouds in ten seconds flat.
u’reat eighteen seconds and
1eday you’llmakeiit a reality.

Encounter ¢ Martial
Immediate Reaction  Personal
Trigger: Your Life Points Are Hit

omentum Points equal up
e taken (round up). Until the
round, all your attacks that
re converted to critical

Sonic Rainboom Loyalty 9

oressive movethat had only
estrian history twice, that is
out how to pretty much do it at
atawesome.

Daily ¢ Physical
Free Action Personal

thatyou move up to half of
speed (Flight), you create a
(Close Burst 1) anywhere you
ovement path.

ithin the Sonic Rainboom
ual toyourIntegrity score.

with others, and can be
ointduringanotherpower’s
nd of the encounter.

pend 1 Momentum Pointto

ual to your Integrity score
ate a Sonic Rainboom with

Junior Speedster Loyalty 10

areourlives

nd daring dives

it'sourquest
he very best!

Permanent ¢ Physical
Personal

gain Momentum Points, the
(roundup).

al damage to an enemy, you
bonus to damage until you
nscious orthe battle ends.




agic

“All properties of magic ascribe to a specific subset of rules of
reality that, once learned, can be manipulated for the benefit

of all ponykind.”

foxinshadow.deviantart.com

y to cast magic
versatile of all classes,
gicsupporttoallies,
the tide of battle

(Primary)

aft

rity x Level
ed:7
egrity

erswho desire the
stroute for ability
bat. Unlike other

to predetermined
itateany role on the fly.
sponsibilityin keeping
he fly.

c System

ich possess

n encounteror
any ability they
nas longas they
ts.

of a Magic unicorn
It, it statesit will

spellisa[Boost]
fthe cost of the
stare spent, the
ost] ability

of a Magic unicorn
It, they would have
Magic Bolt, then
ed Bolt (3 total).

Intelligent. Where other ponies seek adventure or
thrills, you have spentyourtime studying the
fundamentals of magicand advanced theorems of
itsapplicability. Everything can be broken down
logically, and by applying yourself you’ve made
inroads to powerother ponies could not dream of.

Whetherdeveloping new spells or
unlockingthe secrets of the universe and reality,
Magic poniesdiligently expand the collective body
of knowledge forthe advancement of all ponykind.
They are natural leaders onthe field, relying on
calculationsratherthansailing head-strongintoa
situation.

Magic ponies give of themselvesto their
friends, channeling theirstrength and will into the
weaves of arcana to produce earth-shatteringly
strong spells. Woe to any foe that hopesto best a
Magic pony upon the hallowed grounds of their
sanctuary.
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Ability ] Nexusof Channel Vortex of Favored
Knowledge,

. Wlthln Power Stude nt
Practicality

Merit 2
Points

Bonus +1to _
to Stats two
stats

+1 to +1 +1to
two
stats stats

Nexus of Knowledge

leto ponies not attuned
e the swirling flows of
our form and centering
e a walking pinnacle of
our will.

Permanent ¢ Magic
Personal

t, you generate 1 magic
of yourturn that goes
ou may spend magic
ou see fitforspells of

Increase to 2 magic points at level five,and 3
atlevel eight.

Practicality Magic 1
5 is important forany
) forget that magic is
rthe good of others first.

Permanent ¢ Magic
Personal

all non-attack (black
ombat without payinga
e spellsfollowDM

cts, and may be more
ntheirresults.

Daily ¢ Magic
Minor Action Personal

,you double the amount
nerate at the beginning

Vortex of Power

ffort, you concen trate
1 all the energy required
spell.

Daily ® Magic
Minor Action Personal

ve magic points that
currentturn, or they
he turn.

Favored Student Magic 10

tudying, locked in your
enttomes of knowledge
eattention you craved.

Permanent ¢ Magic
Personal

a spell, you may electto
mage by paying double

crifice 3magic points at
receive an extraaction. |
h Action Points, and
around.



Magic Bolt

pure magic crackles from
whiff of ozone mixed with
arred enemy.

Magic Point Cost: 1
At Will* Magic, Implement

Standard Action
Target: One Creature
Attack: Knowledgevs. AC

gedamage. The targetis

to be the target of line of
ss of line of sight.

Ranged 10

cpoints equal to half your

] Charged Bolt
Point Cost: 2

:2[W] + Knowledge damage. In addition

ular Magic Bolt effects, the targetis also
ed prone.

Teleportation

unicorn’s grasp of
hough, things tend to be
gor not.

Magic Point Cost: 1
At Will® Magic, Implement
Move Action Personal

up to your move speedin
sire. Forone round after

] Along for the Ride
Point Cost: 1 Per Ally, 2 Per Enemy

: Knowledgevs. ACagainst Enemies

:You bring an ally along with your
rt, and they receive the ACbonus for
undin additiontoyourself.

argetis an enemy, they are stunned for
nds equal to half the distance you
rted with them.

be particularly wanting
nipulating objects
magic!

Magic Point Cost: 1 Per Item
At Will* Magic, Implement
Standard Action

Ranged 10

d, you levitate a non-living
e, weighinguptoten
uares away from you. You
if youwere holdingitwith
e Standard Action for

were to levitate two
ve them up to your move
ith each of them.

] Vortex
Point Cost: 3

Burst 2

: Knowledgevs ACagainst Enemies

: For one round you create a whirlwind of
centeringaboutyou. Allies within and

e protected from ranged attacks that are
Es. Enemies starting theirturn or
ngyourvortex take 1[W] + Knowledge

e and are knocked prone.
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nergy, a unicorn can
ce. Be careful,

Magic Point Cost: 1 Per Size
At Will* Magic, Implement
Standard Action Personal

em into existence,
tiny) per2 Magic

emis full-functioning,
there are complicated
a carriage or an exact
1), you must pass a
DCset by the DM.
item (DM decision),
Il

unlessdispelled or
MagicZone. Itgives
entany magic-

p on.

arty Pants up, Twilight
set of garments for
ockets and a cute hat.
t, since they are tiny
ck of 10 set by the DM
hes.

ring forth a summoneditem
the wild energies of magic. The
and sentient, acting of its own

rhooves in the air.

eto stop a spell...

Magic Point Cost: 2

At Will* Magic, Implement
Standard Action Ranged 10
Target: One Creature orltem
Attack: Knowledgevs. AC

its effects for 1d3
nemy, theyare
al abilities for 1d3

gic,amongst other

raft a zone thatfor 1 round

inorenterintothe zone.

Time Travel

anddon’t ---...

Magic Point Cost: 5
At Will* Magic
Minor Action Personal

d retake the turn.
rboth rounds.

ent Magic Points.

-Warp
Cost: 3

ledgevs. ACagainst Enemy

nemy loses theirnextturnand
le damage until they getto act

s backwards. Now that

s from other magical
isis caston a conjured
ed, oralsoreversesall

dispels all hostile magical effects

tureto tell you... No
n’t important, look |

rturn, you wind back
where you started the
or negative effects

udealtand abilities
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Alteration

of any pony lies their true
 little help they can...wait
ingsisn’t foreverypony.

Magic Point Cost: 2 Per Effect

At Will® Magic, Implement
Standard Action Ranged 10
Target: One Ally or Yourself

ran ally’s body oryour ownto
ollowing effects for 3 rounds.
d 2 Damage Resistance

Magic Point Cost: 1 Per Effect
Attack: Knowledgevs. ACagainst Enemies

Effect: You alteran enemy’s body, giving them
one of the following effects for 1d3 rounds.

e Loss of Armor towards AC
e Loss of Move Action
e 30% chance to misson attacks




Time Lord

“Ponies assume tnat time is a strict progression of cause to

effect, but actually from a non-linear, non-subjective

viewpoint, it’s more like a big ball of wibbly wobbly timey

wimey...stuff”

Sometimesthe greatestinsight comes from
those who have already livedit. But why bother
waiting for second-hand knowledge when you
can gleanthe future or alterthe past on your
own? Be aware though, foraltering the time line

can create powerful paradoxesthatevenyou

cannot rectify.

Temporal Monarch (Utility) Time Lord 8

travelis that onestarts to
e meantto be. It is good to
ses, no matter the century.

Permanent ¢ Magic
Personal

s now useable outside of
rd in conjunction with

nly Time Travel outside of
imes perextended rest.

Magic Spirits

Slipstream Time Lord 9

moving through the
) wear the proper safety
goggles and flippers.

Magic Point Cost: 6

At Will* Magic, Implement
Standard Action Ranged 10
Target: One Creature

Attack: Knowledgevs. AC

ks out of existence for 1d3
ime they take 1[W] +
atthe beginning of each of

2 over, you may place the
ares of theiroriginal
your choice.

t] Double Time
Point Cost: 1
2d 10

: One Ally

:Your ally for 1d3 rounds receives

e the amount of actions they would

ally receive. During this time their critical
range isdoubled.

ime they successfully deal damage
gthese rounds, you receive a Magic

Time Dilation Time Lord 10

pstream of time is the
. Reality. It only takes a
gicto rock the boat.

Magic Point Cost: 4

At Will* Magic, Implement
Standard Action Ranged 10
Target: One Enemy

Attack: Knowledgevs. AC

s1[W] + Knowledge

nds they move at half
age, lose Integrity bonus
rikes become critical

t] Cyclical Time
Point Cost: 1

: At the end of yourally’s next round
ouble all the damage they dealtduring
rn. For every five points of damage
you receive a Magic Point.



Chaos Hunter

“The enemy of Order is a clever foe. They will utilize
deception, lies andfilth to corrupt the very foundations of

our world. Not on my watch.”

Order must be maintained forthe benefit of the

many. Whereverthere isabrooding soul hungry
for powerat the expense of others, you will be
there to stop them. For thisend, youwield
immense power that strips foes clean of their
stolen magicina most humblinglesson. You are

the hunter, and they are your prey.

Bringer of Order (Utility) Chaos Hunter 8

n, can the source be

Permanent ¢ Magic
Personal

able outside of
terin conjunction with

ter becomesimmune
trol and magical

wsanillusion or
isguised Changeling
tosee throughit.

e mustfirst understand

Reorder Chaos Hunter 9

ribed as a slowly waving
it needs to be moved or
hole stack stable.

Magic Point Cost: 2

At Will® Magic, Implement
Move Action Ranged 10
Target: One Enemy

Attack: Knowledgevs. AC

beneficial magical or
hatare utilizing magical
orarmor, lose outon

rphed orunderan
irdisguisefizzles out
owledge damage.

r Ally receives asave roll againstall
agical effects upon them.

been transformed against their

re returned totheirreal form
oll required.

Harmony Chaos Hunter 10

atrelies on the
e, and all knowing their
ithout their conductor --

Magic Point Cost: 4

At Will* Magic, Implement
Move Action Ranged 10
Target: One Enemy

Attack: Knowledgevs. AC

nowledge] damage, as
toyou. Forevery Magic
icor status effect the
e damage isdoubled.

e Ally orYourself

1 round, youor yourallygaina
reflects the first negative magical
tus effect back at the caster.



Frozen Path Cryomancer 9

cene of a crime when
he ground, and their

Cryomancer

“l am the Masked Matter-horn, defender of the innocent,
sworn to upholding the laws of Ponytropolis by freezing
crime right inits tracks.”

Magic Point Cost: 4
At Will* Magic, Implement

Winteriscoming. Anditis beholdentoyour
whims. Foes of friendship and order shiver
figuratively and literally atacryomancer’s
approach. For these poniessuchasyou are
powerful unicorns capable of wielding the most
ferocious of the elements to sweep entire villain
groups aside with ease.

Frost Beams (Utility) Cryomancer 8
many properties.
hing they can

ied and true methods.

Permanent ¢ Magic
Personal

ger costs magic points
agic Points to boost.

enemy s hitbyone
receive Frostbite
emy isaffected by
age equal toyour
y move more than 1

Standard Action Area burst 3 within 10 squares
Target: Each enemyinburst
Attack: Knowledgevs. AC

amage.
y this powerreceive
hileanenemy s

ey take damage equal
hen they move more

within 10 squares
enemyinburst

eate an areathat lasts 1d3
enemy that starts theirturnin or
isareasuffersa Frozen Path
bove).

Whiteout Cryomancer 10

zzard. Daunting clouds
othing else in the sky
ery foe to flee to shelter
e might.

Magic Point Cost: 4

At Will*® Magic, Implement
Standard Action Close burst 3
Target: Each enemyinburst

Attack: Knowledgevs. AC

amage.
y this powerreceive
hileanenemy is

ey take damage equal
hen they move more

dsyoufor1d3
htinmelee range and
es damage equal to

eral Winter
Cost: 1

lies within 3 squares critical
irnext attack if they successfully
on, their attacks cause Frostbite



venture

“You remembered to bring the scuba gear so we can

look for underwater treasure, right?”

or Class improving
bilities make you a priority

ship (Primary)

t, Medium, Heavy
lee, Ranged

tegrity x Level
ained: 8
+ Integrity

players who desire to be
having a toolbox of
spond to the flow of
bound to one style of play,
hanging party

ificing any power. You

to stay alive, but can

force power.

Energetic. This is the first word that comes to
mind when anypony begins speaks of a pony with
the Spirit of Adventure. These souls burst with
irrepressible enthusiasm for all things in life, and

for being with their best friends.

Whether taking up the mantle of being a
bold explorer, a treasure seeker or just a young
pony on the lookout for thrills, an Adventure

pony lives up to their name fearlessly.

When it comes to combat, Adventure
ponies zip around the defenses of their enemies
with ease. Weapons sink into the soil where these
foals were standing mere moments before
uselessly. Before an enemy can recover though, an
Adventure pony will quickly bring them to their

knees.
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Merit
Points

Bonus
to Stats

Cutie Mark Crusading Adventure 1

blank flank? It doesn’t
round forever. You just
d prove to everypony else

omepony!

At Will (Special)® Martial
Free Action Personal

powers are divided into
ities. At the beginning
piration and 1 Activity
d.

rations

acks of opportunity,
eed.

Deal half your
issed attacks.

ies that start their turn

age equal to double

it by you are pushed
ake ongoing damage

ave Ends).

r enemies (they cannot

crifice your movement
within 3 squares.

e your Integrity bonus

ose burst area regain
r Friendship score.

Pester Adventure 1

tions, wild gesticulations
at nopony could possibly

Encounter (Special) ¢ Martial, Weapon
Special: You can use this action twice per
encounter, but only once per round. At level
8 you can use this power three times per
encounter.

Standard Action Close burst 1

Target: Each enemy in burst you can see

Attack: Friendship vs. AC

ip damage. On their
y is forced to attack
range, they must move

C equal to half your
ne round. Enemies that
he end of their next

Increase damage to 2[ W] + Friendship
modifier at 5t level.




5

Endless Possibilities Adventure 2

> with arms raised
strike a low one so
n better, you roll
expect that!

At Will ® Martial, Stance
Minor Action Personal

ain in this stance,

oint a turn.

Mark Crusading,
point to choose an
ivity for the turn.

Catch Me If You Can (Utility) Adventure 3
ame of tag! But those

on’t know you're the
yground.

Daily ¢ Martial
Minor Action Personal

ur Friendship score

enemy misses you,

o your Friendship

Look What I Can Do Adventure 4

y and magic that
ching. Or bores them

Encounter ¢ Martial
Standard Action
Target: Each enemy in burst that can see you
Attack: Friendship vs. AC

Close Burst 2

amage. All enemies
obilized for 1d3

d of time, you deal
endship score (no
who are

ares.

hin melee distance
are immobilized for

Center of Attention Adventure 5

)y in around you,
re or not. It really is

Daily ¢ Martial
Standard Action
Target: Each enemy in burst that can see you

Close Burst 4

Attack: Friendship vs. Intelligence

amage, and the
ombat advantage,
rception checks,

) (Save Ends).

ve directly away
eed minus two. If
ing, they will

I they can keep

eases.

amage, you may
in 4 squares

Show Stopper Adventure 6

p? Check. Wild hair?
... ROCK ON!

Encounter ¢ Martial
Standard Action
Target: Each enemy in burst radius
Attack: Friendship vs. AC

Close Burst 2

amage and the
age equal to your
ds). While the
amage, they are
eir own.

, increase your AC
is immobilized or
eir own (up to your



No Tag-Backs (Utility) Adventure 7

e other ponies to
d no tag-backs the last
me to set the rules right

Encounter ¢ Martial

Immediate Reaction  Personal
Trigger: You take Life Point damage

C equal to your
ing this time enemies
rrounding you.

Let’s Play Pretend Adventure 9

hunker down, close
’re whatever it takes
meany heads.

Daily® Martial

Move Action  Personal/Melee

ge aura until the end
s who enter within
start off their turn
you take 1 point of

cked and missed, this

Future Belongs to the Youth

rdult is about not
ing everything.

Permanent*® Martial
Personal

mount of
ies that you choose

missed in battle,
hip score to the

Adventure 10

you have been through,
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venture Spirits

Trick-or-Treater

“Don’t you like my costume? I worked really hard on it
all summer! I even had my friend who traveled to the
Mareabbians bring me back some real pirate bits to

complete the outfit!”

All summeryou’ve prepared for Nightmare Night
with the perfect costume that will leave your
friends screaming with jealousy and adults
gaspingat youringenuity. Sure you might have
gone a little overboard on the make-up, butit’s
onlyone eveningayear, right? Unless you take
the show on the road, so everyone can enjoy
your hard work. Maybe you can make Nightmare
Nighta year-long affair?

Time is Candy (Utility) Trick-or-Treater 8

sanswerthe door, and
urcostume, remind
time is candy!

Permanent ¢ Martial
Personal

re attacked and missed,
dy. You may spend
t any time to gainan

n point on the same
ions from Candy

Give a Fright Trick-or-Treater 9
it a fright, give us

ol”

Encounter ¢ Martial

Standard Action Close Burst 4

Target: Each enemy in burst that can see you
Attack: Friendship vs. AC

damage and for 1d4
doeverythinginits
noring everythingelse
s of danger.

ttacks and misses, you
attack against them.
ble damage.

Costume Contest Trick-or-Treater 10

portantpart of
rwise, how else would
teout?

Daily ¢ Martial
Standard Action Close Burst 4
Target: Each enemy in burst that can see you

Attack: Friendship vs. AC

amage and for 1d4
s damage equal to your

nter, every time an
rom Costume Contest,
onusto yourAC that
cterlevel.

usto your AC eachtime
nd misses until they



Spirit of Alchemy

“A drip is grand, a drop even more... Give it a quaff,

don’t be a bore!”

Class Traits

Role: Controlling Leader. Your abilities wreak havoc
upon the enemy lines, denying their carefully laid
out plans by wrenching away control of their
actions, and stacking damage that eats through their
defenses slowly but surely. Meanwhile, your brews
bring fortifying energies to your allies, launching
them to new heights of power.

Key Ability Scores: Knowledge

Armor Proficiencies: Light
Weapon Proficiencies: Spellcraft

Life Points: Knowledge +Integrity x Level
Stamina Points perLevel Gained: 7
Healing Surges Per Day: 4 + Integrity

Play Style: This class is for players who desire to
shore up the needs of their party by boosting their
teammates with new powers. On the other hoof this
class is capable of mercilessly bringing entire groups
of enemies to their knees in preparation of
retribution for their allies.

Mysterious. This is the first word whispered by a
pony speaking about a Spirit of Alchemy. Often
feared and misunderstood, these zebras however
are always respected. Rumors abound about these
mystical equines spending long nights over
bubbling cauldrons bring a shiver to those that
oppose them.

Whether searching for new and more
potent ingredients for their brews, or researching
more effective methods of affecting weak minds,
an Alchemy zebra is at the forefront of pushing

the envelope for practical knowledge.

When it comes to combat, carefully
prepared brews and bombs wreck the enemy lines.
Chemicals seep into the enemy’s flesh, burning
both their form and mind. Allies, however, look to
an Alchemy zebra to provide potions capable of

producing wondrous mutations and strength.
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Level 1 Level 2 Level3 Leveld Level5 Level6 Level7 Level8 Level9 Level10
Health +7 +7 +7 +7 +7 +7 +7 +7 +7 +7
Ability  Devil'sLaugh qudoo Tote Boiling Hate E?OlﬁthF:lzls’ Bubble Cayenne H.aunting Evil

Draft Priestess Cauldron Bomb e Flank Brew Pepper Visage Dust Enchantress
Merit 2 1 1 1 1
Points
Bonus +1 to +1 to +1to +1to +1to
to two two two two two
Stats stats stats stats stats stats

Devil’s Laugh Draft/ Alchemy 1

Poison Joke

In their eyes,
The fear of sheep,
When their hope,

Begins to seep.

Encounter (Special) ¢ Magic

Special: You can use this action twice per
encounter, but only once per round. At level 8
you can use this power three times per
encounter.

Standard Action Area burst 2 within 10 squares
Target: Each enemy in burst

Attack: Knowledge vs. AC
Hit: You deal 1{W] + Knowledge damage.

Alchemy 2

Voodoo Priestess

There are tales woven most tragic,

Of fools with lack of faith in your magic.

The enemy takes ongoing damage equal to

your primary stat (Save ends). During this At Will ® Magic, Stance

ongoing damage, they cannot regain Stamina Minor Action Personal

ints th h .
B EET ATy rnoans Effect: When an enemy successfully saves

against one of your ongoing effects, you may

Glancing: A cloud remains where you cast
8 4 immediately sacrifice half of your current

your attack, 3x3 squares wide. It lasts a

number of rounds equal to your level. Stamina points to continue the effect.

Each round you or your allies start a turn in When-one ol perT S e by 2
Glancing effect is about to run out, you

the cloud, roll a d6 and receive a bonus based g 2 )
sacrifice half of your current Stamina points

hat lled.
B0 T to keep the cloud around another turn.
1)You grow double your size. You deal bonus

Rl 10 your level Sacrificed Stamina points can be recovered

2)You shrink down to the size of a mouse. normally at the beginning of each round.

You gain AC equal to your level.

Y . Wh !
3)You become rubbery. When you take Tote Cauldron

(Utility) Alchemy 3

damage, it is rounded down by half and you

are pushed back one square.

4)Your hooves become like stilts. You may
occupy the space of another pony and you
gain Reach 2

5)You become ghost-like. Enemies have to
roll a Perception against your Sneak to
attack you.

6) Your choice of any ability from the above
chart.

Increase damage to 2[W] + Knowledge
modifier at 5th level.

Horseshoes, cloak, dagger, boat,
There is nothing as useful as a cauldron tote.

Daily ¢ Magic
Minor Action Personal

Effect: For 1d3 rounds, your Knowledge score
doubles.

During this time, you may use any of your
Voodoo Priestess abilities without sacrificing
the required Stamina points.
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Boiling Hate Bomb/ Alchemy 4
Distilled Dragon’s Breath

I must confess, there is no greater pain,

Than a friendship severed in twain.

Encounter ¢ Magic, Implement

Standard Action Area burst 2 within 10 squares
Target: Each enemy in burst

Attack: Knowledge vs. AC

Hit: 1[W] + Knowledge damage.

The enemy takes ongoing damage equal to
your primary stat (Save ends). During this
time, when the enemy misses an attack, they
must make the same attack on one of their
allies.

If they are incapable of attacking an ally,
they lose their entire turn.

Glancing: A cloud remains where you cast
your attack, 3x3 squares wide. It lasts a
number of rounds equal to your level.

Each round you or your allies start a turn in
the cloud, receive the following bonus: ‘Add
bonus damage equal to your Primary Stat to

all your attacks.’
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Foolish Foals’ Liquid Gold/ Alchemy 5

Bottled Foal’s Dreams

Akin to a dream from a child,
The fancy of wealth drives lesser foals wild.

Daily ¢ Magic, Implement
Standard Action Ranged 10
Target: One Creature
Attack: Knowledge vs. AC

Hit: 1[W] + Knowledge Damage.

The enemy becomes encased in gold for
rounds equal to 7 your Knowledge score.
They are unable to take any action during
this time.

All enemies that have line of sight to the
encased gold enemy will scramble over to
claim the statue. However, upon contact
with the statue, an enemy will be zapped for
damage equal to your knowledge score and
thrown back a square before trying again.

Upon the rounds being over, the gold on the
statue will explode off, sending out shrapnel
in a Close Burst 2 that provides Ongoing
damage equal to your primary stat. (Save
ends). This strikes all enemies within range,
no roll required.

Glancing: A cloud remains where you cast
your attack, 3x3 squares wide. It lasts a
number of rounds equal to your level.

Each round you or your allies start your turn
in the cloud, receive the following bonus:
‘When you would deal normal damage,
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Bubble Flank Brew/ Alchemy 6 Haunting Visage Dust/ Alchemy 9

Gray Pegasus Feather Stale Nightmare Night Candy
A gray pegasus, one who forgot, A dash of this on Nightmare Night,
Paid me in muffins, in other words squat. Was useful for telling the Princess’ plight.
Encounter ¢ Magic, Implement Daily® Magic
Standard Action Area burst 2 within 10 squares Move Action Personal

Target: Each enemy in burst

Effect: You toss green powder into an empty
Attack: Knowledge vs. AC

space next to you. It takes the form of a

Hit: 1{W] + Knowledge damage. nightmarish medium creature of your choice.

The enemy takes ongoing damage equal to The creature has an AC equal to yours plus 5,

your primary stat (Save ends). During this and life equal to your Knowledge stat plus

ongoing damage, enemies suffer a lack of 20. It moves up to 5 squares (Ground, Flight)

gravity, floating up to five feet off the on your turn, and has no actions.

ground. Enemies floating cannot take

actions, and can be pushed about by you and Every time you deal ongoing damage, your

your allies up to your move speed. creature gains a Nightmare token. On your
turn, you may spend any amount of

Glancing: A cloud remains where you cast Nightmare tokens.

your attack, 3x3 squares wide. It lasts a

number of rounds equal to your level. For each token spent, your creature may send
an enemy of your choice within 5 squares

Each round you or your allies start a turn in that can see it into a panic. On their turn, the

the cloud, receive the following bonus:’ You enemy will flee at their full run speed, losing

and your allies gain Flight (5). Enemies that both standard and move actions.

attempt to attack you have a 50% chance of

missing on successful strikes.’ Glancing: A cloud is created within 10

squares, 3x3 squares wide. It lasts a number
of rounds equal to your level.

Cayenne Pepper (Utility) Alchemy 7

R i coyerne peppe, Each round yo.u or your allif‘)S start a turn in
the cloud, receive the following bonus: ‘You
and your allies get quite the sugar rush! You
Encounter ¢ Magic receive an extra standard action and move at
Free Action Personal double speed.’

Trigger: You Run Out of Stamina

Can bring pain even to an unfortunate leper.

Effect: Immediately regenerate Stamina

equal to your primary score, then designate Evil Enchantress Alchemy 10
an enemy within five squares. They suffer She’s an Evil Enchantress, she does evil dances,
ongoing damage equal to your primary stat Look her in the eyes, and she’ll put you in trances!
(Save Ends).

Permanent® Magic
Personal

Effect: When an enemy is within line of sight

of you, their ability to make saving throws is
reduced by 50%. (a 11-20 success becomes 16-
20)

For every 20 points of ongoing damage you
perform, your Knowledge goes up by 1 until
the end of the encounter.




“Is that all you can lift? Cute. Now let a real expert

show you how it’s done.”

are an embodiment of
y are you capable of
n entire regiments of

s on, the stronger you

Primary)

edium, Heavy

yers who desire to

s of damage, or switch
y. Contest is a high-

, where being boosted
to their full,

rage wisely in bursts

System

se kin to Spirit of
es not get many
assic structure of

aily.

test player uses a
y use any ability
ugh rage and

damage received
e point.

it for 5 points of
ur turn deal 11

, but are lost at

Domineering. Where the ponies that surround you
try for subtle tactics, or use their magical powers
to shield themselves from foes, you simply crush

the competition through sheer might.

Personal knowledge in the superiority of
their species keeps a griffon going — others must
witness your own might to acknowledge it.
Wounds that would fell a pony simply are ignored,
for they are beneath your attention. A Contest
griffon simply has too much pride on the line to
fail at whatever they put their talons to.

Contest griffons are always on the watch
for exciting new opportunities to prove they are
indeed the fiercest predators around. Of course, it
never hurts to travel with a cadre of comrades

who can exult in your presence, right?
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Ability

Merit
Points
Bonus
to
Stats

Natural Predator Contest 1

ges. They help count to
e jam jar, and if curled
Warming present for

Permanent ¢ Physical
Personal

trikes become 1d6
nsidered armed for
uipment and armor
stacks with Natural

Increase to 1d8 damage at level 4, and 2d6 at
level 8.

Simmer Within (Utility) Contest 1

pu are so angry about all
Sut deep down within,

¢ back to when you
ne...

Encounter ¢ Physical

Minor Action Personal

Explosive Temper (Utility) Contest 5

Daily ¢ Physical
Minor Action Personal

you generate double
nts.

<10 [+10 [+0 [+10  [+10 |+10 [+0 [+10 [+10 |

Natural
Predator,
Simmer
Within

--
+1 to +1 to two +1 to +1 to two
two stats two stats
stats stats

Explosive

Party
Crasher

Party Crasher Contest 10

othis party, but you’re
d anyways, right? Show

Permanent ¢ Physical
Personal

e damage from a

u may elect to

from that attack to
back to the attacker.

k 10 points of damage

uld receive 10 Rage

ou may choose to not
oint. Instead, the

s of damage instead 51



to make a monologuing

Rage Point Cost: 5
At Will® Physical, Unarmed
Standard Action Melee

Target: One Creature

Attack: Strength vs. AC

amage. The target

equal to your level
time, when you hit
bonus damage equal

Unstoppable Bruiser

and delicate. Andthey

least that’s how they
p here on this pile of

Rage Point Cost: 3 Per Stat Boost
At Will® Physical

Minor Action Personal
our strength score is
points spent.

Utter Disregard

nned by taking a stab
royal guard. Not you
‘your attention.

Rage Point Cost: 3 Per Health
At Will® Physical
Free Action  Personal
points spent, you

e
age.

Toss Out the Trash

1s maneuver while
me volunteer firefighter

Rage Point Cost: 4 Per Square of Distance
At Will® Physical, Unarmed
Standard Action Melee

Target: One Creature

Attack: Strength vs. AC

up to one square per
a straight line. The
cent square upon the
or larger it hits. If

s any enemies they

1l distance.

ffers 1[W] + Strength
it hits suffer half the
own creature hits a
an extra [W] damage.
re knocked prone.

Griffon-Hug

s for griffons tend to be
not uncommon for
guest doctor pony, just

Rage Point Cost: 8
At Will® Physical, Unarmed
Standard Action Melee

Target: One Creature
Attack: Strength vs. AC

[W] + Strength

ing of your next

e enemy’s space and
e. If you move, they
ou. The enemy you
ile, but may make
ilities; however they
tacks equal to your

foes other than the
ance of the held
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Rend Asunder

munch on little bits
ger for a different

mes your prey
Rage Point Cost: 10
At Will® Physical, Unarmed
Standard Action Melee

Target: One Creature

Attack: Strength vs. AC
h damage.

roll and the
ce roll. You deal
y point over the

s double the

Explosive Outburst

Rage Point Cost: 6 Per Square
At Will® Physical, Unarmed

Standard Action Close Burst X (1

Square for Every 6 Rage)
Target: All Enemies in Burst

Attack: Strength vs. AC

to your strength
They are thrown
square an equal

ze.

ge and are

Out of Whack

ve watching the
k when you were
re less broken bones

Rage Point Cost: 10
At Will® Physical, Unarmed
Standard Action Melee

Target: One Creature

Attack: Strength vs. AC

+ Strength

S€s an arm or

enemy to deal
age when

the enemy to
s damage equal

Save ends).
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Spi rit of Dece ption “When my Queen marchesin to the final victory, I shall

be there at her side, lifted up in glory for my deeds.”

Class Traits Nightmarish. These foolish ponies all about can’t

Restriction: Changeling Only even fathom the horrors that will be brought as

Role: Elusive Striker. You are a focused, deadly you cut a path of destruction through Equestria.
assassin that embodies the worst nightmares of all But they will do for now as your temporary allies,
your foes. A deadly parasite, you absorb strength and perhaps as minions in the future.

while your foes flee in terror.

Key Ability Scores: No Primary Stat Whether paving the path that your Queen

will tread to the ultimate victory in the heartland
Armor Proficiencies: Light, Medium

T of pony-kind, or creating winding plans that will
Weapon Proficiencies: Melee, Ranged

eventually come to fruition, Deception

Life Points: Knowledge +Integrity x Level changelings are dangerous parasites that should
Stamina Points perLevel Gained: 8 nerve be trifled with.

Healing Surges Per Day: 4 + Integrit
g y it Deception changelings are always seeking

Play Style: This class is for players that want to deal the upper-hoof in any encounter. This could be
out tremendous amounts of damage in limited bursts something as simple as bartering with a
at targeted foes. Your plethora of abilities work in shopkeeper, all the way to the complexities

conjunction with your Metamorphosis ability to required for the eventual overthrowing of an

attack where the enemy is weakest, while at the

, . . entire empire. For in the end, you need the
same time preventing damage towards yourself. This P "y

class requires a bit of planning and forethought; the powerful emotions of ponies tolive, and what

effective use of boosting stats and draining others is could be more full of fervor than complete

paramount to being successful. despair?
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Metamorphosis Deception 1

ough generations and
bother waiting, when you can do

Show them the future they will

At Will (Special) ¢ Magic
Free Action Personal

u use an ability, you gain a
oint. You gain a bonus that
d of the Encounter based on
sed for the attack.

ife Regeneration

tamina Regeneration

to Critical Strike Chance
to Hit

end of the encounter, and
king up your total
Score.

Horrific Come-Apart Deception 1

st feels like you are going to
e seams. Perhaps you could give
es there a hand? Or maybe a leg?
spare rib?

Encounter (Special) ¢ Magic, Implement
Special: You can use this action twice per
encounter, but only once per round. At level
8 you can use this power three times per
encounter.

Standard Action Ranged 10

Target: # of Targets is Equal to
Metamorphasis + 1

Attack: Stat of Choice vs AC

[W] + Stat of Choice damage.

r limbs and toss them as fast

m.

ers ongoing damage equal to
hosis Score and your level

e the attack resolves, gain +2
Points that you can spend
ant

Increase damage to 2[W] + Stat of Choice
damage at 5t level.

Venus Ponytrap Deception 2

us flytrap? It secretes such a
ttle insects can’t help but gently
ngry grasp. 1 suppose cupcake
will work for your purposes.

At Will ® Magic, Stance
Minor Action Personal
that miss you are thrown

qual to half your

core, rounded up. >



Benevolent Growths (Utility) Deception 3

Just because you are a parasite doesn’t mean
you can’t have some symbiotic relationships with
whatever is growing under your own flesh. What
is that by the way? Smells of soap...

Daily ¢ Magic

Minor Action Personal

Effect: For 1d3 rounds, the bonuses gained
from all your Metamorphosis Points doubles.
This also doubles your Metamorphosis Score
for the purposes of abilities.

For example: if you had 2 Metamorphosis
with +4 To Hit, it would become 4
Metamorphosis with +8 To Hit

Discombobulate Deception 4

Warning: Slippery When Deadly.

Encounter ¢ Magic, Weapon

Standard Action Close Burst X (X is
Equal to Metamorphosis Score)

Target: All Enemies in Burst

Effect: You melt into a puddle of an
unspeakable mass equal to the size of your
Close Burst X. For a round, all enemies that
start their turn or enter the spaces you

occupy take 1| W] + Stat of Choice damage.

They also suffer ongoing damage equal to
your Metamorphosis Score plus level (Save

Ends)

Glancing: Until the beginning of your next
turn, you are untargetable by attacks and
abilities of enemies

In addition, gain an action point.

Bodily Detonation Deception 5

Ii is a litile known anatomical secret that
changelings are filled with a chemical that reacts
violently to yeast. That is why a bakery is the
safest place against a changeling invastion.

Daily ¢ Magic, Implement
Standard Action Close Burst X (X is
Equal to Metamorphosis score)

Target: All enemies in burst
Attack: Start of Choice vs AC

Hit: You explode with violent force. Enemies
take 2[ W] + Stat damage. They are knocked
back equal to # of Metamorphosis you have.
At beginning of their turn, they take ongoing
damage equal to your Metamorphosis Score
plus level.

If an enemy is defeated while taking ongoing
damage, they detonate Close Burst 1 for
damage equal to half of the damage they
took.

Glancing: Before the attack resolves, gain +2
Metamorphosis Points that you can spend
any way you want

Four Horses of the Apocalypse Deception 6

You are the herald of desolation that will bring
this world to its knees in the name of your
almighty Queen Chrysalis. Surely, she will
reward vour efforts.

Encounter ¢ Magic
Standard Action Personal

Effect: For 1d3 rounds, you split into 4
pertect copies that all move on your turn how
you desire. You may use your standard and
minor actions from the clone of your choice.
When one of the clones is hit, thereis a 25%
chance of it being the real you. If the wrong
one is hit, it violent erupts for 1[W] + Stat
damage to all enemies in melee range..

Glancing: When a clone erupts, or when the
power runs out of rounds, gain a
Metamorphosis Point of your choice for each

clone that passes away.
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Catching Water (Utility) Deception 7

Famously quoted in the Princess’ guard
handbook, uncovering a changeling deep under
cover is like ‘trying to catch water with your bare

hooves: impossible, and messy’

Encounter ¢ Magic
Immediate Reaction  Personal
Trigger: You are critically struck

Effect: You gain X Metamorphosis Points,
where X is equal to half the total damage
taken in the attack that scared (bloodied)
you. This number is rounded down.

After 1d3 rounds you lose these bonus
Metamorphosis Points.

Body Snatch Deception 9

Queen Chrysalis prefers to keep her victims alive

Silencer of Joy Deception 10

Silent Nighi...
Holy Night...
Shepherds quake at the sight...

and spirited away, where they can suffer
knowing the fate of their loved ones. You don’t

have that particular luxury.
Daily ¢ Magic, Weapon
Standard Action Melee

Target: One Creature Melee
Attack: Stat Choice vs AC

Permanent® Magic
Personal

Effect: Any time a Metamorphosis point is

Hit: You force yourself into an enemy gained, you receive double the amount. (ie: if
through their pores, leaving them bloated you used a strength attack, you would
and ill looking. The host moves and attacks receive +2 Life regeneration, instead of +1)

under your control on their turn.
You may now spend 2 Metamorphosis Points

Until the effect ends, you lose your turn. You to gain an action point that may be used
cannot use any of your own abilities, but you immediately. You may still only use once
have access to the host’s abilities. action point a round unless otherwise noted.

Every turn you remain in the host, their
organs dissolve and they take damage equal
to % their remaining Life Points (round up).

All hits against you hit the host instead. If
you deal damage to your host, you sustain
double the damage the host takes.

If the host dies with you in it, you melt their
body and absorb it, gaining X
Metamorphosis Points equal to number of
rounds spent in the host.

At the beginning of each turn, the host rolls a
save to purge you.

Glancing: Until the end of the encounter,
passively gain one Metamorphosis Point of

your choice at the beginning of your turn.



pirit of lllusion

“Watch in Awe, as the Great and Powerful Trixie performs the
most spectacular feats of magic ever witnessed by pony eyes!”

its

: Requires the ability to cast magic

er. You create massive spikes of damage
periods of time that are best when

ng with teammates.

Scores: Knowledge (Primary)

ficiencies: Light
roficiencies: Spellcraft

: Knowledge +Integrity x Level
oints perLevel Gained: 7
rges Per Day: 3 + Integrity

: This class is for players that want to steal
htwith high damage numbers. Illlusionis
blastingenemies away with ease, focusing
argets forshort bursts of explosive

ics, ratherthan spreadinglesser damage

d of foes. When it comes to a boss battle,
celsin bringing down even the toughest

ith practiced ease.

The Great and Powerful Trixie will be writing her
introduction, as only she is capable of describing
herown grace, beauty, and magical prowess. You
too could be like Trixie, if you are willing to follow
herlessons.

Trixie is the greatest stage performerthe
world has everknown. Poniesfrom all of Equestria
come to watch herexplosive performance that
leavesallingaspinginawe. Thereis nodoubtthat
any pony, or upstart would-be Princess could
outside Trixie.

Simply read this guide and listen tothe
intelligent commentary that Trixie provides, and
you can leave yourfoes quivering atthe very sight
of yourtraveling wagon. Remember, aperformer
always hasto be ready to take on startup magicians
at they come alongto prove that they have what it
takesto rule the stage.



B L R 2 L N R AL N I

Ability Mistress of Stage
Mysteries,

magic trick

Performer
Merit 2
Points

Bonus +1 to
to Stats two stats

Mistress of Mysteries Illusion 1

rming magicsince she
eveloped many

e audience. She will now
ghyoudon’tdeserveit.

At Will (Special) ¢ Magic
Free Action Personal

al damage to an enemy
Iso deal an equal amount
e.

stemporary and vanishes
ssthe enemy takes
damage the following
acts like normal damage.

se an ability and damage
fdamage, they also take
ry damage, for 60

amage vanishes afterthe
nd if you do not deal
damage, leavingthem at

Magic Trick Illusion 1

w the audience, quickly
partof your act with a
re flash. Not that Trixie
is of course...

Encounter (Special) ¢ Magic, Implement
Special: You can use thisaction twice per
encounter, butonly once perround. At level 8
you can use this powerthree times per
encounter.

Standard Action Ranged 10

Target: One creature

Attack: Knowledgevs AC

nd a quarter of your
oreroll this attack.

s1[W]+ Knowledge

illusionary damage on an
ares of your choice.

Increase damage to 2[W] + Knowledge

damage at 5 level.

Stage Performer Illusion 2

life on the stage in front
d of ponies is the most

er life. You will learn soon
eans.

At Will ¢ Magic, Stance
Minor Action Personal

u deal damage with an
ose an additional enemy
your target.

illusionary damage you
itto thistargetas well.
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Audience Volunteer

2at and Powerful Trixie needs
uly shine at her peak best.

ime loser.

Daily ¢ Magic

Minor Action Personal

unds, when an enemy

ry damage deals damage to
tof illusionary damage the
S.

oumay use enemy healing
ints, aslongas they have
e onthem.

Dreaded Ursa Minor Tllusion 4

of the time she defeated the
or? Single-hoofedly, and
om that no-good Twilight

Encounter ¢ Magic, Implement
Standard Action Ranged 10
Target: One creature

Attack: Knowledgevs AC

1[W] + Knowledge damage.
your hat an ursa minorthat
e. Atthe beginning of each
ey take damage equal to
ledge.

s AC equal to 15 + your

as 1 HP, and takes up the
opponent. It lasts until end
slain.

dunconscious while the
,choose an enemy within 10
enenemytoattachthe ursa

turns, renew the timeronall
mage at the beginning of

(Utility) Illusion 3

the audience still loves Trixie

Tarot Cards Ilusion 5

o tell the future, no matter
st has to look in a mirrorand
> only more famous and
ugh.

Daily ¢ Magic, Implement
Standard Action Ranged 10
Target: One creature

Attack: Knowledgevs AC

2[W] + Knowledge damage,
a dé6. The following effects
onwhat they roll:

The enemy’s next attackis
hemselves. Youand your
mmune to all negative

the attack, and receive all
ones of it.

s: The enemy donatesa

rge forevery member of
within 3 squares of them.
ourallies heal foraquarter
e.

Ithe enemy’s stats are

o equal theirlowest one and
ive AC. These effects last
nd of encounter.

it: The enemyisincapable of
itical strikes, and may only
ction perturn.

d Mare: The enemy cannot
ction unless they pay a

rge first.

e enemy vanishes from
.Theiritems are left behind,
re counted as defeated. The
y bringthem back within 48
ill.

y of your choice within 10
lusionary damage on them
rn. Gain an action point.
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Sword Cabinet Illusion 6

trick after one day being
sbroom closet for the whole

s Trixie nightmares... The Great
does not trust brooms.

Encounter ¢ Magic, Implement
Standard Action Ranged 10
Target: One creature

Attack: Knowledgevs AC

1[W] + Knowledge damage.

enemy cannot take any
sufferdamage during these
ource, an equal amount of
alsoapplied.

beginning of your next
action pointevery time an
nary damage on them
man ally, or yourself.
Vanishing Act (Utility) Illusion 7
to get away froman angry
intbehind them, shout “There
Of course they will have to

ch a glimpse of Trixie.

Encounter ¢ Magic

Immediate Reaction  Personal

Trigger: An enemy you have illusionary
damage on hitsyou.

earina cloud of smoke and
age. Move 5 squares away
o attacked you takes

e equal tothe damage you
ed.

Saw Horse Illusion 9

ible for any loss of horn or tail
is act. If you mess it up, it is
ou arenotup to Trixie’s
erstands completely.

Daily ¢ Magic, Implement
Standard Action Ranged 10
Target: One creature

Attack: Knowledgevs AC

1[W] + Knowledge damage.
two copies, each with half
amina, life points,, statsand
eparate square. Onlyone

n each round.

d of encounter, doubleall
e youdeal.

The Great and Powerful Illusion 10

ned the right to call yourself
erful, just like your mentor,
rixie is owed 25% of all your

Permanent ¢ Magic
Personal

ou deal illusionary damage
sto your Knowledge stat
of the encounter.

ated with illusionary
receive an action point.
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Ch a os “Now if you’ll excuse me, I’m missing some excellent Chaos
here!”

Insane. Where other ponies gettheirstrength from

intense trainingorintelligent plans placed into
action, you revel inthe randomness thatlife can
bring. When the worldislacking cohesion you excel
as you guide this chaos into the lives of those who
p deserveit.

s disable foes, bringing
ausing strife amongst
can strike with impunity

Whetherit’s telling wonderful jokes that
ed, Spellcraft have ponies groaning, or showing othersthe sides
of themselves they didn’t know exist, you are the
grity x Level muse of madness that the world can’t help but stop
ned:7 and gawk at. Even those wholooselyalign

ntegrit
i themselves with you must be careful notto be

yers who want to stop sweptupin yourantics.
ina coordinated way,

hat they can’t create a
te. Chaos ponies directed by those with agood heart. Evil can stand

ity to corrupt foes; their up to the righteous, but what will they dowhen
sses, as the opposing they can’t stop floating upside down or find

om within. The more themselves pelted with chocolate rain? You’ll have
fun Chaos gets to have. to find out while havingagrand giggle.

Still, you can be a force for good if carefully



hearn [CRE

AN Laughing Puppet  Storm Chocolate
Stock, Master of Rain
Killing Chaos
Joke
Merit 2 1
Bonus +1 to +1 to two
to two stats
Stats stats

Chaos 1

Laughing Stock

ing in, completely in a
ound and shouting,
turned to him and

d in you now!”

Permanent ¢ Magic
Personal

damage to an enemy,
that lasts until end

t] in an enemy within
e as a free action.

enemy, giving them
cts until combat

r from multiple
time.

e enemy uses a healing surge,
to their primary stat

an enemy deals damage,
age to one enemy of your
uares.

nemy steals the move action
rchoice within 10 squares,
a turn.

he enemy starts their turn
another enemy, they must
gainst them.

nemy cannotbuff their
s, nor assist on rolls.

tical strikes by the enemy
to misses unless they give
turn.

[ [levell |level2 [level3 |leveld | level5 | level6 |level7 | level8 | Level9 | Level1o]
7 +7 +7 +7 +7 +7 +7 +7 +7

Insanitys A Game BlueFlu Turnto Entropy

Throne of Puns Stone

1 1 1
+1 to +1 to +1 to
two two two
stats stats stats

Chaos 1

Killing Joke

is one...
mares in a lunatic
e night they decide they

lum anymore...”

Encounter (Special) ¢ Magic, Gag

Special: You can use this action twice per
encounter, but only once per round. At level 8
you can use this power three times per
encounter. These rules apply to [Ingredient] as
well.

Standard Action Area burst 2 within 10 squares
Target: Each enemy in burst

Attack: Friendship vs. AC

iendship damage.

g damage equal to
ave ends). During
ey lose their

fits of laughter.

ggle points, and

es.

Increase damage to 2[W] + Friendship
damage at 5 level.
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Puppet Master Chaos 2

are turned onto the
ancing on the world
ance over the strings
ot.

At Will ¢ Magic, Stance

Minor Action Personal

of your turn you
y that has been
Puppet.
s turn, they must take
irst. After this, you
move speed in a
his movement does not
ortunity.
e Puppet at a time.

Storm of Chaos Chaos 3

eye. The same goes with
Chaos brought on by you.
heckerboard landscape
you looking pretty.

Daily ¢ Magic
Minor Action Personal

, the amount of Giggles
During this time, you
an action point

Chocolate Rain Chaos 4

Encounter ¢ Magic, Gag
Standard Action Ranged 10
Target: One Creature
Attack: Friendship vs. AC

riendship damage.

ing damage equal to

(Save Ends), and the
ith chocolate milk.

passes through on
ocked prone and suffer
Friendship score. If the
ace that stops its

es damage equal to

t of your next turn,

Insanity’s Throne Chaos 5

be moved around and
you can plop your rump

think I meant?
Daily ¢ Magic, Gag
Standard Action Ranged 10
Target: One Creature
Attack: Friendship vs. AC

riendship damage.

into a throne fit for a
mber of rounds equal
p score. They are

ion during this time,

their square and sit

e during your turn as a
he Throne you may
urn for free.

over, the throne

he bewildered enemy’s
y teleport up to 5

ke instantly after

ns on this enemy for

ds, you emanate pure
all directions. Foes 74
this area suffer one

ree.



A Game of Puns Chaos 6

ur Laughs-A-Lot the
o death by an angry mob

unny, was it?

Encounter ¢ Magic, Gag
Standard Action Ranged 10
Target: One Creature

Attack: Friendship vs. AC

Friendship damage.
emy loses all

hey stand around

s out loud, telling awful
S.

e within five squares
will attack their
all danger to get at

y the insane foe’s allies
nt as critical strikes for

that are corrupted

u lose their entire next

Blue Flu

(Utility) Chaos 7

el a little blue, under the
you realize you didn’t
nd hooves well enough as
blue it.

Encounter ¢ Magic

Free Action Personal
Trigger: An enemy that has been Corrupted

hits you.

the enemy before they
ing your illness to

e ground harmlessly,
age on you. They lose
entirely.

Chaos 9

erlot Castel lies a garden
y statues in so many
used subjects knew where

be horrified.

Turn to Stone

Daily ¢ Magic, Gag

Standard Action Ranged 10
Target: One Creature
Attack: Friendship vs. AC

ses the enemy from the

re frozen grotesquely
ns permanently.

he statue must make a
of their turn or suffer
all their actions.

tue may be freed once
spelled. They are aware
and immortal until this

on point for every
corrupted. Until the
orrupt an enemy for
n action point.

random, there is actually
ure it, as once described

tarswirl the Bearded. He
ealizing this.

Permanent ¢ Magic
Personal

ate a Giggle point at
and always begin
points.

enemy, you gain a
p that lasts until end of
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serve as the sturdy pillar
oup up. Powers that you
ffs your friends and

ship (Primary)

, Medium
leraft, Ranged

ntegrity x Level
ained: 7
+ Integrity

players that want to be a
p without chasing big

ir allies through subtle

es that keep them going

s. Amid the chaos of a
techno blasts those who
friends off their hooves. A
ves the cue for your

rce mosh pit that would

Ever see that movie Sara Pilgrim, where she has to
fight the Seven Evil Exes? Unfortunately for you I'm
the Eighth one.

Loud. Other ponies may get by in life by trying to
hide amongst the crowd, or exhibit a gentle
demeanor, but you turn heads everywhere you go.
Gaudy colors mixed with bright accessories join in
with your intense music to set a style that others

instantly recognize you by.

Musicians carry a special talent in their
ability to make other ponies move. Songs play to
the soul, enticing others to bob their heads along
unknowingly. This crowd-sourcing of
entertainment is rewarding in that soon fans from
all over will go to immense lengths to protect, laud

and follow you.

Musical ponies are always looking for
exciting new sounds to sample into their beats,
always in search of the ultimate track that will
cement them in the memory for not just one

season, but every year from here-on.
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 llevell [level2 [level3 |leveld |level5 |level6 |level7 |levels |leveld | Level1o |
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Ability | Elating Everyday Mine goes | Mosh Pit Chill-Out Beats Per VIP Lounge Adoring Professional
Electrnoica, I’'m Shufflin | to11 Trance Minute Fan base Party Pony
Bass Drop

Merit 2 1 1 1 1

Points

Bonus +1 to +1 to
to two two
Stats stats stats

Elating Electronica Music 1
nd and listen to music

most alive when ponies
eas their hooves pound

At Will (Special) ® Magic
Free Action Personal

n ability, you will have
oeitherits damage, or

eryally orenemy
nce that can hearyour
astacking +1 to the

tydoes 1[Weapon]
[Audience]and there
es within 10squares,
Friendship +[15].

Bass Drop Music 1

g an audience cheering
g and building until it all
akes your heart miss a

Encounter (Special) ¢ Magic

Special: You can use this action twice per
encounter, butonly once perround. At level 8you
can use this powerthree times perencounter.
Standard Action Area Burst 3 within 10 squares
Target: Each enemyinburst

Attack: Friendshipvs AC

takes 1 [W] +
til the end of theirnext
otregain stamina

ally within 10 squares
your Friendship +

Increase damage to 2[ W] + Friendship

damage at 5 level.

Everyday I'm Shufflin’

y pony is a lifestyle, not
every morning for eight
ow, seven or eight at a
work.

At Will (Special) ¢ Magic, Stance
Minor Action Personal

mainin this stance,
in 10squaresreceive a
Ilsequal toyour

ran ally affected by
nemy successfully, they
your [Audience] size.



Mine Goes to 11 (Utility) Music 3

er legendary events. Ponies
sets, and drop beats so fat
s. You have yet to lose a spin-
rspeakersgoto 11.

Daily ¢ Magic
Minor Action Personal

action points equal toyou
atlastfor 1d3 rounds.

ly takes theirturn, you may
hese action pointsasa free

Mosh Pit Music 4

ers, dancing is a full contact
an usually be spotted by
aggerin their gait and an
glow sticks.

Encounter ¢ Magic

Standard Action Area Burst 3 within 10 squares
Target: Each enemyinburst

Attack: Friendship vs AC

truck takes 1 [W] +

e. Until the end of their next
s hitcannot move and lose
action.

ing cast, each ally within 10
orttoan enemy struck by
e action.

our nextround, you and all
uares deal damage equal to
ize to all adjacent enemies
eirturn.

Chill-Out Trance Music 5

1usichas so many genres to
rfavorites is the subtle
own as Trance. Helps to zone
rneighsayersin a pinch.

Daily ¢ Magic

Standard Action Area Burst 3 within 10 squares
Target: Each enemyinburst

Attack: FriendshipvsAC

truck takes 1 [W] +

e. Until the end of their next
s hitlose outon one of
.Ifthey are out of

,then theyloseoutona

rounds, when you and your
uares spend an action point
ard action, an encounter
eady been used this combat
tison cool down.

ies successfully attack with

erusingan action point,
equal toyour [Audience]
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Beats Per Minute Music 6

on the fly, it’s important to
M, or else youraudience is
ythm. Not a pretty sight to

Encounter ¢ Magic
Standard Action Area Burst 3 within 10 squares
Target: Each enemyin burst
Attack: Friendshipvs AC

VIP Lounge

uck takes 1 [W] +

. Until the end of their next
sufferdamage equalto

e when they move or miss

ithin 10squares getan
portunity onan enemy
ce.

in your [Audience] size to
Damage. If yourally hits,
nverted to acritical strike.

(Utility) Music 7
heir entire life wondering
the VIP lounge, behind

cers. Mostly Super Smash
n.

Encounter ¢ Magic

Immediate Reaction Personal

Trigger: Anallyloses all theirstamina within
10 squares

ack finishes, pullthe ally
ntto you. Theyinstantly
eirstamina, and gain AC for
your [Audience] size.

Adoring Fan Base

Daily ¢ Magic
Move Action

p of ponies following your
ter message hasn’t goneto
‘hy has your latest update
illion likes ?

Personal

ur [Audience] size by one

e an ally regains stamina
our abilities, increase your
ne. These boosts last until
unter.

Professional Party Pony Music 10

a choice, it’s alifestyle that
tment: the commitment to
ick of noon with a wicked

Permament ¢ Magic
Personal

oses of determining your
Ilenemies and allies now
each.

teverytime anally within

ates stamina through one

action point, boost your
two until the end of the
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Chapter 4: Merits
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Name Prerequisites Benefit
N/A A base of operations that provides bonuses

Have Tuba, Will Travel Friendship 3 You are able to entrance a crowd of ponies
Jill-of-All-Trades Taken at Character Creation +3 to all skills, no skill training

Go-Getter N/A +4 to initiativerolls, can act when woken up
Night Pony N/A Can seein perfectdarkness, fight blind

Good Vibrations N/A Allow allies to reroll critical failures w/bonus
Strength 3 No penalty from armor, may sleep inarmor
Air-Head Acrobatics 5 Standingleaps equal to running, no fall damage
LightSleeper N/A Half time required to sleep, perception bonus
Resolute Soul N/A Bonusto HP, rolls against neg. status effects
Lucky Dog N/A Chance to dodge traps, bonus to gambling

One Crazy Weekend of Studying N/A Skill training, bonus to trained skills

That’ll be a Snap N/A Skill check treated as if 20, reroll failed skill check
Was so Assertive! Integrity 3 Bonus against fear, intimidate, mind-control
We Were Makinga Table? N/A Add skill bonustoally’s check, auto-pass assists
Bounce back N/A Heal when O HP, bonus to defense when scared
Mare of Action N/A Bonus action points, AP gives standard/move
Paranoid Pony N/A Can’tbe flanked, act on enemy surprise rounds
Making It up as You Go N/A Can use improved weaponry, skillsw/oitems
RELIE Unicorn Create light, blind enemies, dazzle ponies

Lots of Construction Goin’ on N/A Bonus to movingobjects, block LoS forranged
LT CRELLS N/A Reroll Bluff/Diplomacy, minus to enemy insight
Saddle Sore Loser N/A Bonus to attacks after missingenemies
War Mare N/A Gain trainingin ALL weapon types
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Prerequisite: N/A

Benefit: You possess a farm, or a small house thatyou
use as a base of operations. In addition to providing
space for you to put items, and house NPC companions,
whenyou, or a friendly ally restsinyourhome, you
receive a+2 morale bonustoall rollsforthe following 3
days.

Have Tuba, Will Travel

Prerequisite: Friendship 3
Benefit: You may roll a perform check (Friendship vs
Integrity) againstany non-hostile crowd within earshot.
If you succeed, they may not take any actions beyond
listeningintently ordancingalongunlessahostile
actionis taken within perception range.

Jill-of-All-Trades

Prerequisite: Taken at Character Creation

Benefit: Youreceive a+3 to everyskill. All skills are
consideredtrained forthe purposes of rollsand
abilities.

Special: You do not receive +5 skill training bonuses at
character creation. Foals cannot take this merit.

Prerequisite: N/A

Benefit: You have a +4 to initiativerolls. In addition, you
may act on the same round you wake-up from sleep.
Special: This stacks with the pegasus racial feat.

Night Pony

Prerequisite: N/A

Benefit: Your eyes are so well adjusted for darkness
that you can see perfectlyin pitch-black night up to
sixty feetaway. In addition, you do not sufferany
penalties when counted as blind in combat.

Good Vibrations

Prerequisite: N/A

Benefit: You are capable of allowing one ally within 10
squares of you to reroll acritical failure (1) once per
day. In addition, their nextroll hasabonus equal to
your level addedtoit.

One Crazy Weekend of Studying

Prerequisite: N/A

Benefit: Foreach rank of this merit, you may choose a
skilland add traininginit (+5). In addition, all skills you
have trainingin receive apermanent +1.

Living Armory

Prerequisite: Strength 3

Benefit: Youignore the penalties to skills and
movementwhen wearing armor heavierthanlight
class. In addition, you may sleep in yourarmorwithout
rollingendurance when determining whetheryou have
a full night’s restor not.

Lucky Dog

Prerequisite: N/A

Benefit: You have a 50% chance that traps sprung
againstyou will notharm youin any fashion. In addition,
whenyou’re gambling, you may roll two d20’s instead of
one and choose which resultyou wish to use.

Air-Head

Prerequisite: Acrobatics 5

Benefit: You are capable of makingleaps standingstill
equal tothat of a running start. When youfall, you may
choose to decelerate to the speed of afeather. In
addition, you take no fall damage.

Light Sleeper

Prerequisite: N/A

Benefit: You only require half amount of the time
normally needed forafull night’s rest. Inaddition, you
may make perceptionrollsasif youwere awake forthe
purpose of spotting a creature while sleeping.

Special: Changelings cannot take this merit.

Resolute Soul

Prerequisite: N/A

Benefit: Forevery time you take this merit, yougaina
permanent5 health points. In addition, you get+2 to
rollsto determineif you getrid of a negative status
effect.




That’ll be a Snap

Prerequisite: N/A

Benefit: Once per day, you may treatone skill check as
if you had rolled a natural 20 before youroll. Oronce
perday, you may reroll a failed skill check. You may not
use both abilitiesin one day.

| Was so Assertive!

Prerequisite: Integrity 3

Benefit: You gain a resistance against mind-controlling
effects, fearchecks andintimidation checks equalto
your integrity score. In addition, once perday whenyou
succeed againstone of these checks, yourallies within
10 squares auto-succeed against that check as well.

We Were Making a Table?

Prerequisite: N/A

Benefit: Once perday, whenanally of yours within 10
squares attempts a skill check, you may add your skill
bonusto theirs. Inaddition, when you attempt to assist
an ally with a skill check, you automatically succeed.

Bounce Back

Prerequisite: N/A

Benefit: Once perday, when your Health Points would
be reduced below 0, you may spend a healingsurge
withoutlosing consciousness. In addition, when you are
Scared, you gain +2 to AC.

Mare of Action

Prerequisite: N/A

Benefit: You now have a minimum of two action points
whenyourest. In addition, whenyou spendan action
pointduring combat, you gain both a standard and a

move action.

Paranoid Pony

Prerequisite: N/A

Benefit: Enemies do not gain Combat Advantage
againstyou when flanking. In addition, you may roll
initiativeduringan enemy’s surprise round, and act
during that round.

Making It up as You Go

Prerequisite: N/A

Benefit: You may use improvised weaponry without
taking a penalty to attack rolls. In addition, you may
make skill checks that require tools oringredients
without havingthem, aslongas you can use something
elseintheirplace.

Radiant

Prerequisite: Unicorn Only

Benefit: You can light up a 10-square areacenteredon
you at will, orfocus the lightintoa 15-square conein
the directionyou're facing. Once perencounter, you
can directthe lighton an opponent'sface witha
Knowledge VS ACrollasa move action, blindingthem
for 1D4 rounds. In addition, once perday, you may
create a vibrantand colorful light show with your horn,
dazzling onlookers within 10 squares for 1D4 rounds
with a successful Knowledge VS AC check.

Lots of Construction Goin’ on

Prerequisite: N/A

Benefit: You gain +5 to all rolls forlifting, pushing,
sliding or pulling. Inaddition, you may constructa 5
square barrieronce per day that blocks Line of Sight for
ranged attacks for 3 rounds.

Special: This stacks with the Earth Pony racial ability,
Chords of Muscle.

Triple Talk

Prerequisite: N/A

Benefit: You may reroll failed Diplomacy or Bluff skill
checks at the same DC with a -5 penalty toyour roll.
When a creature is attempting an Insightroll onyou
while you are talking, they receive a -5 penalty to their
roll.

Saddle Sore Loser

Prerequisite: N/A

Benefit: You receive acumulative +1 to attack rolls for
each time you attack an enemy and miss. Upon your
first successful attack, thisresetsto zero.

Prerequisite: N/A
Benefit: You gain trainingin all weapon types. You may
now also use improvised weaponry.



Equipn

Equipment helpsto

amplify the abilities of ponies

and theirallieswhowish to
stand up to the evils of the
world.

For playerstotake their
characters to the nextlevel,
havingtherightitemsis
necessary forthat goal.

The following chapteris
dedicated to:

e Whatkindofitems
are there and how to
use them.

e Whatkindofslotsa
character has for
usinggear.

e How to make their
character even more
diverse, orfocused
witharmor and
weapon
customizations.
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Armor isthe firstline of defense forapony against those who would seek to harm them. Everyclassisgivena
list of armor typesto choose from:
Armors are now grouped into only three categories.

e Lightarmor provides littledefense against attacks, butincreasesthe wearer’s health significantly.
o Mediumarmorisa good balance of bonusto defense and health with little sacrifice to skill checks.

e Heavy armoris cumbersome, but makes sure the wearer can stand up to all sorts of evils.

Light Armor

Medium
Armor

Heavy Armor

Armor
Bonus
+1
+2
+3

Armor
Bonus
+2

+3

+4

Armor
Bonus
+4
+5

+6

Stamina
Bonus
+8
+16
+24

Stamina
Bonus
+6

+12

+18

Stamina
Bonus
+4
+8

+12

Minimum
Level

4
7

Minimum
Level

4

7

Minimum
Level

4

Skill Check

Skill Check

Skill Check

Speed

Price (Bits)
1

Special
Special

Price (Bits)
25
Special

Special

Price (Bits)

50
Special

Special

Weight
4 |b.

51b.
31b.

Weight

15 Ib.
15 Ib.

15 Ib.

Weight

25 1b.
25 1b.

25 |b.

85



Armor CUStomiZations

Customizations help aponyfeel more comfortable in theirgear by adding a personal flairto theirensemble.
Afterall, whatis the point of savingall of Equestriaif you can’t look fabulous doingit?
Armor Enchantments are now Armor Customizations.
e Allcustomizations may now be puton a piece of armor whenitis crafted, and worn fromlevel one. They
add no costto the creation of the equipment.
e Benefitsfromthe customizations stack ontop of the piece of armor.

For example, you may take a Light Armor, such as a Linen Dress, which has +1 to armor class, and
add the Customization Shed Fur-Lined. Fromlevels 1to 3, your Customizationadds+1to AC, makingyour
piece of armor a total of +2 to AC. A Cloud-Weave Dress,which has+3 to AC requiresyouto be level 7to
wear. With Shed Fur-Lined added toit, which has an AC bonus that goes up to +3 at level 7as well, you
now have a +6 to your AC with that Cloud-Weave Dress.

Shed Fur-Lined IGRES Tailor-Fitted Level 1+

Nothing more comfortable than a nice layer of
donated bunny furin the dead of winter.

Lvll +1 Lvl7 +3
Lvl4 +2
Armor: All

Enhancement: AC

Property: Level 1: Resist 3 Cold, Acid, Necrotic
Level 4: Resist 5 Cold, Acid, Necrotic
Level 7: Resist 7 Cold, Acid, Necrotic

Benefit: Once per combat, whenyouare hit by
an ability that does Cold, Acid, or Necrotic, you
ignore the damage and heal an amountequal
to yourresistscore.

Onetime a Diamond Dog told you if you painted
yourarmorred, you could go faster.

Lvll +1 Lvl7?7 +3
Lvl4a +2
Armor: All

Enhancement: AC

Property: Level 1: +1 square when shifting
Level 4: +2 squares when shifting
Level 7: +3 squares when shifting

Benefit: Once per combat, you may run at
three times your base speed, ratherthan just
twice.

Gem Inlaid Level 1+

Pinkie Pie once told you to ‘shineon, you crazy
diamond’. Maybe this is what she meant?

ILvll +1 Lvl7? +3
Lvl4a +2
Armor: All

Enhancement: AC

Property: Level 1: StaminaRegen 1
Level 4: StaminaRegen 2
Level 7: StaminaRegen 3

Benefit: Once per combat, when you perform
a critical strike, add damage equal to your
level tothe damage total.
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Spring Loaded Level 1+

Spring loaded shoes puta bouncein your step.
What would spring loaded armordo?

Lvll +1 Lvl7 +3
Lvl4 +2
Armor: All

Enhancement: AC
Property: Level 1: +5 to Acrobatics

Level 4: +10 to Acrobatics

Level 7: +15 to Acrobatics
Benefit: Once per combat, whenyouare hit,
you may bounce the enemy back an amount of
squares equal toyour level. This movement
does nottriggerattacks of opportunity.

Artistically Camouflaged Level 1+

Brown painton the face, and leaves on your
clothes are so last year. Now purple stripes...

Lvll +1 Lvl7 +3
Lvl4d +2
Armor: All

Enhancement: AC

Property: Level 1:+1 AC againstRanged Attacks
Level 4: +2 AC against Ranged Attacks
Level 7:+43 AC againstRanged Attacks

Benefit: Once per combat, whenan enemy
misses you with asingle target ranged attack,
you may take an extra Standard Action your
nextturn.

Magically Infused Level 1+

Magic is a living thing that comes from within;
even those without a horn can learn to harness it

Lvll +1 Lvl7 +3
Lvl4 +2
Armor: All

Enhancement: AC

Property: Level 1: +1 to Attack Rolls
Level 4: +2 to Attack Rolls
Level 7: +3 to Attack Rolls

Benefit: Once per combat, you may add your
Primary stat to how much damage you deal on
top of regulardamage.

Expensive Cloth Level 1+

Hey, this outfit cost a dozen bits! Keep it out of the
mud, blood and rain, or there will be heck to pay

Lvll +1 Lvl7 +3
Lvl4 +2
Armor: All

Enhancement: AC

Property: Level 1: Resist 2 AoE damage
Level 4: Resist4 AoE damage
Level 7: Resist 6 AoE damage

Benefit: Once percombat, whenyou are hit by
an Area of Effectattack, you may shiftsquares
equal tothe damage taken as an immediate,
free action.
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- Weapons

Weapons form the offensive baseline thatall attacks spring from, used to enforce a pony’s will on the worldin
averyreal way. Everyclassis givenalistof weapontypestheyarein proficientin fromthe following catagories:

Weapons are now grouped into only four categories.

Melee weapons crafted from polished steel or finely carved from the sturdiest trees gives personal protection
Ranged weapons give a pony reach on the battlefield, providing accurate strikes from afar.
Spellcraft weapons devastate enemies with powerful arcana energies that unlock new opportunities.
Improvised weapons seem like nothing more than common household items, but are greatin a pinch.

Melee Attack Base Minimum
Weapons Bonus Damage Level
Ry o 1012 :
_ +2 2d12 4
- Mastercraft +3 3d12 7
Ranged Attack Base Minimum
Weapons Bonus Damage Level
B 1410 :
 Well-kept 42 2d10 4
 Royal Made  +3 3d10 7
Spellcraft Attack Base Minimum
Weapons Bonus Damage Level
 Ane 1dg :
~ Enchanted 2d8 4
 Mythial 43 348 7
Improvised Attack Base Minimum
Weapons Bonus Damage Level
Household 41 2d4 :
| Topshelf 43 64 7

-W@@ TV 9€ES

Weapon Types are the exact model of sword or staff a
pony carriesonto the fields of battle. Afterall, hokey spells
and ancientincantations are no match for a good sword at
your side.

Weapon Abilities are all at-wills that can be used by any
class proficientin the weapon category.

e Allweapons have an ability at-will that can be
activated before strikingan enemy. These are
proactive and have to be called out ahead of time —
they do not stack with class powers!

e Weapon At-wills can be used an unlimited amount
of times, but can only be used by classes proficient
withthe weapon. Ifyourclassis not trainedina
weapon category, you may still use the weapon

without penalty, but you do not gain the proficiency

bonus of the weapon, ORthe at-will power.
e Now it onlytakesa minor action to switch between
weaponsina battle, instead of afull move action.

Range

Range

5 squares
10 squares
15 squares

Range

5 squares
10 squares
15 squares

Range

Special
Special

Special

Speed

Speed

Speed

Price (Bits)

1
Special
Special

Price (Bits)

25
Special
Special

Price (Bits)

50
Special
Special

Price (Bits)

1
Special

Special

Weight

4 1b.
51b.
3 1b.

Weight

15 Ib.
15 Ib.
15 Ib.

Weight

5 1b.
8 Ib.
10 Ib.

Weight

4 1b.
5 Ib.

3 Ib.



m% W[ﬁ]g Crystal Heartian Hoplite Shield

Minotauric Warhammer

Emblazoned with a depiction of the Crystal
Heart, it reminds soldiers whatthey fight for.

At Will ¢ Martial, Melee Weapon

These titanic weapons are carved from a single
piece of ore thesize of a growing dragon.

At Will ¢ Martial, Melee W eapon
Standard Action Melee
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Rolling Shockwave

Hit: 1[W] + Primary Stat damage. All additional
enemies within melee distance take damage
equal toyour primary stat.

Lunarian Honor-Guard Spear

Honor-Guards fight in row to strike in precise
rows designed to open up foes’ defenses.

At Will ® Martial, Melee W eapon
Standard Action Melee Range 2
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Searching Spearthrust

Hit: 1[W] + Primary Stat damage. The enemy
takes a penalty to AC until the start of your
nextturn equal to yourlevel.

Acid-Etched Katana

This superior weapon can cut through steel
becauseit is folded overa thousand times.

At Will ¢ Martial, Melee Weapon
Standard Action Melee
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Thousand Cuts

Hit: 1[W] + Primary Stat damage. The enemy
takes bleed damage equal to your primary stat
(save ends). This ability does not stack.

Rusted Diamond Dog Pick

Once Diamond Dogs figured out they could use
their claws to dig, these tools were forgotten.

At Will ® Martial, Melee W eapon
Standard Action Melee
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Cave In

Hit: 1[W] + Primary Stat damage. The enemy
cannot regenerate staminaforone turn by any
means.

Standard Action Melee
Target: One Enemy
Attack: Primary Stat vs AC

Ability: Stubborn Bulwark

Hit: 1[W] + Primary Stat damage. You gain a
damage shield equal to primary stat plus your
level. This ability does not stack.

Thundercloud Daggers

Thunder clouds’ lightning can actually be easily
plucked like an apple from a tree by a pegasus.

At Will ® Martial, Melee W eapon
Standard Action Melee
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Lightning Strike

Special: You can move up to 2 squares before
this attack. This does not provoke attacks of
opportunity.

Hit: 1[W] + Primary Stat damage, plus
additional lightning damage equal to your
move speed pluslevel.




Rangedi\Weapons

Equestrian Games Practice Bow

When it’s the dead of summer, sometimes foals
shoot waterarrows at each other for fun.

At Will ¢ Martial, Ranged W eapon
Standard Action Ranged 10
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Glacial Arrow

Hit: 1[W] + Primary Stat damage. The enemy
losestheirmovementaction fortheir next
turn unless they sacrifice life equal to your
level plusthe amount of squares they move.

Zapp Cosplayer’s Necklace
Some ponies take their LARPing very seriously,
to a worrying degree.
At Will ¢ Martial, Ranged W eapon
Standard Action Ranged 10

Target: One Enemy
Attack: Primary Stat vs AC

Ability: Arc Reaction

Hit: 1[W] + Primary Stat damage. Pick an
enemy within 5squares of the struck target.
They sufferequal damage (No roll required to
hit).

Pinkie’s Party Cannon
Never, ever go anywhere without this handy
party artillery.
At Will ¢ Martial, Ranged W eapon
Standard Action Ranged 10

Target: One Enemy
Attack: Primary Stat vs AC

Ability: Blast Off

Special: You can move up to 2 squares before
this attack. This movement norattack do not
provoke attacks of opportunity.

Hit: 1[W] + Primary Stat damage. All enemies
within meleedistancetake damage equal to
your primary stat.

Sea Pony Swashbuckling Pistol

Please notethat a pistol to a Sea Pony is more
of a cannon that can be carried underthe arm.

At Will ¢ Martial, Ranged W eapon
Standard Action Ranged 10
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Grapeshot

Hit: 1[W] + Primary Stat damage. The enemyis
knocked back equal to yourlevel, oruntil they
are stopped by an appropriate surface or
object.

Steel-Coated Pegasus Wingfeathers

When it’s a pegasus’birthday, it’s tradition to
dip a quill in ink. You take it a step farther.

At Will ¢ Martial, Ranged W eapon
Standard Action Ranged 10
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Wing Fan

Hit: 1[W] + Primary Stat damage.

Glancing: You deal ongoing damage equal to
your level (Saveends).




Spellcrafti/eapons

Cursed Tarot Cards

Let’s havea look at your future, shallwe? Uh
oh, looks like DEATH is in yourcards!

At Will ¢ Magic, Spellcraft Weapon
Standard Action Ranged 10
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Fortune Telling

Hit: 1[W] + Primary Stat damage. The enemy
suffers a penalty to their nextattack roll to hit
equal toyour level.

Sparkly Wizard’s Cloak

Some ponies would question your choice of
bedazzling a dazzling cloak. So...Shiny....

At Will ® Magic, Spellcraft Weapon
Standard Action Ranged 10
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Bedazzling Flourish

Hit: 1[W] + Primary Stat damage. Until the
start of your nextturn, the enemy cannot
attack you unlessitis within melee range.

Stop Sign Staff

A little bit more well-known than its cousin, the
Compact Cart Parking Sign Staff.

At Will ¢ Magic, Spellcraft Weapon
Standard Action Ranged 10
Target: One Enemy

Attack: Primary Stat vs AC

Ability: You Shall Not Pass

Hit: 1[W] + Primary Stat damage. The enemy
cannot move toward you unless it sacrifices AC
equal tothe amount of squares it moves until
the start of your next turn.

Celestian Priestess Prayer Hymnal

Mostofthese hymns are still sung in church,
exceptforthe one about Celestia’s Cutie Mark.

At Will ¢ Magic, Spellcraft Weapon
Standard Action Ranged 10
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Ave Celestina

Hit: 1[W] + Primary Stat damage. One ally
within 5 squaresreceivesabonusto their next
to hitattack roll equal to your primary stat.
This ability does not stack.

Bottled Moonbeam

Oha bottle of 952 A.C. Luna’s Moon Brew?
Supposedly the tasteis out of this world.

At Will ¢ Magic, Spellcraft Weapon
Standard Action Ranged 10
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Vintage Moonshine

Hit: 1[W] + Primary Stat damage. The enemy
cannot use any special abilities beyond at-will
powers. Their powers thatare reactive do not
activate either.
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Smiling Jack-O’-Lanterns
After Nightmare Night, these lanterns become
the definition of ‘turn that frown upside down’.
At Will ¢ Martial, Improvised Weapon
Standard Action Area Burst 1 Within 5 Squares

Target: Each Enemy in Burst.
Attack: Primary Stat vs AC

Ability: Smashing Pumpkins

Hit: 1[{W] + Primary Stat damage. Each enemy
hit cannot shift until the beginning of their
nextturn.

Plastic Turtle Squirt Toy

This prank toy was made famous when Pinkie
Pie declared it too cruel to use on Fluttershy.

At Will ¢ Martial, Improvised Weapon
Standard Action Ranged 5
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Shell Game

Hit: 1[W] + Primary Stat damage. You may
switch places with the enemy. If you do, gain
bonus equal to the spaces you moved until the
start of yournextturn.

Edible Golden Paint

If putting these delicious confection on clothing
makes them food, does it work on ponies?

At Will ¢ Martial, Improvised Weapon
Standard Action Ranged 5
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Snack Attack

Hit: 1[W] + Primary Stat damage. Enemies
that start theirturn adjacentto the target
must make an attack-of-opportunity attack
againstit.

My Little Baking Set

You’re not entirely sure why, butthe My Little
Human brand sure has taken off...

At Will ¢ Martial, Improvised Weapon
Standard Action Ranged 5
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Batter Up

Hit: 1[W] + Primary Stat damage.

Glancing: Create a 2x1 area of effect within 3
squares that lasts until nextturn. Enemies
cannot see behind this barrier.

Volcano Brand Hot Sauce

Goes well with anything, especially on cupcakes.
For somereason though, Unicorns don’tlike it.

At Will ¢ Martial, Improvised Weapon
Standard Action Ranged 5
Target: One Enemy

Attack: Primary Stat vs AC

Ability: Hot Trot

Hit: 1[W] + Primary Stat damage. The enemy
moves up to five squaresina fashionyou
choose. The enemy and all theirallies they
pass by take damage ongoing fire damage
equal toyour level (Save ends). This ability
does not stack.
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Slot Items are an integral partto a character’s growth. They improve one’s power and open new avenues while
providing an outward expression of personality through accessorizing.
Slot names have been changed for flavor purposes, but remain functionally the same.

e Poniespossessalimited numberof slots. Every playerhas a Head, Fore hoof, Back Hoof, Horseshoe,
Saddle, and Legs slots. You may only equip one item perslot, and be of necessary level to use them.

e Benefitsfromslotitems stack with armor, armor customizations, weapons, weapon customizations, racial
and class skills.

SlofItem’s

Masquerader’s Visage Level 4

Masquerade! Paper faces on parade. Masquerade!
Hide your face so the world will never find you

Item Slot: Head

Property: +3 to Thievery checks, +5 to
Thievery checks when creating a disguise.

Power (Daily): Standard Action. You roll your
Thievery skillagainst atarget creature’s Insight
skill. If you exceed theirroll, they forgetall
detailsaboutyou.

You may only perform this action on
creaturesthat are within 5 squares and are
aware of your presence.

Nightmare Night Mask Level 6

Political masks are always popular. Many foals
choose to ward off the night with a Celestia one.

Item Slot: Head

Property: +3 to Stealth checks, +5 to Stealth Licensed Wonderbolt Goggles Level 2

checks inside of combat. - - :
These are the real deal! | only paid 50 bits for mine,

Power (Daily): Free Action. Whenyou are and it even has Soarin’s Cutie Mark on it.
struck by a melee attack, you may pick a Ttem Slot: Head

creature within 10 squares that you have line Property: +3 to Acrobatic checks, +5 to
of sight to. Acrobatic checks for stunts.

You switch places with the creatureina . )
burst of smoke. That creature suffers all Power (Daily): Free Action. You may turna

you. strike.
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Beige Safari Hat Level 1 Crisp Nurse’s Cap Level 2

Wildly popular after the first Daring Do novel was “The appearance of a nurse is often more important
released, it is said wearing one is euphoric. than their actual skills at medicine.” -Placebo Effect
Item Slot: Head Item Slot: Head

Property: +3 to Dungeoneering checks, +5 to Property: +3 to Heal checks, +5 to Heal
Dungeoneering checks for detecting Clues. Checks for First Aid checks.

Power (Daily): Minor Action. You may reach Power (Daily): Minor Action. Give an ally
intoyour hat and produce a tool necessary to within 5 squares animmediate roll topassa
complete askill check. savingthrow. Add +2 to thisroll.

Lock picks, a rope, or some flintand tender

are justa few of the possibilities that can Comfortable Scarf Level 1
surface.

Royal guards scoff at the scarves they are issued
when recruited, but quickly learn to love them.

DJ Personalized Headphones Level 3 Item Slot: Head

Cutie marks on headphones let the audience know Property: +3 to Endurance checks, +5 to

that you are here to rock them, while looking rad. Endurance checks when resisting harmful
weather effects.

Item Slot: Head

Property: +3 to Streetwise checks, +5 to Power (Daily): Standard Action. You may

Streetwise checks when influencing crowds. travel through the world at double speed

without havingtoroll an endurance check.

This effectlasts 1d3 hours, during which you
do notsufferany penalties to movement
based on terrain and can tell the direction by
holding yourscarf up to the wind.

Power (Daily): Standard Action. You may call
out to a crowd of creatures, informing them of
a single and simple command that does not
harm them or go against their nature.

Roll a Streetwise skill check, and forevery
pointisone creature that decidestofollow

your command. This lasts for 1d3 rounds. Face Paint Level 3

Griffons favor facial paint for their feathers in
absence of their cutie marks. And griffons are scary.

Ttem Slot: Head
Property: +3 to Intimidate checks, +5 to
Intimidate checks for demoralizing foes.

Power (Daily): Move Action. You roll your
Intimidate againstan enemy’s Integrity.

If you succeed, that foe may not use their
weapon for 1d3 rounds, though they may
make unarmed attacks and use theirabilities
as normal.

Changeling Fumigator’s Mask Level 4

Useful for fumigating Changelings, as well as for
Changeling fumigators

Item Slot: Head

Property: +3 to Nature checks, +5 to Nature
checks when identifying monsters.

Power (Daily): Free Action. Whenyoustrike a
foe that you have successfully identified witha
Nature check, you may convertyour attack
intoa called shot.
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Mythical Items are the stuff of legend; the kind of stories that fill up books for fillies and colts, and read to
them by a loving parent before bed. They can’t possibly be real, canthey?
Mythical Items work the same as Wondrous Items from Dungeons and Dragons.
o Theseitemstake up no slots. A playerisfree to collectas many as they can gettheirhooveson.
e Some of these items are Consumable. Once activated and used, they disappearfromaplayer’sinventory,
and cannot be reclaimed. One hasto seek out another copy of the itemto use itagain.

Mirror of Mirror Pond Level 3

"Where the brambles are thickest / There you will
find / A pond beyond the most twisted of vines! /
And into her own reflection she stared / Yearning for
one whose reflection she shared / And solemnly

sweared not to be scared / At the prospect of being
doubly mared!"

Mythical Item

Power (Daily): Standard Action. You stare
deeplyintothe mirror, and a copy of yourself
materializes within 10feet.

Your copy lasts for up to 1d3 minutes, and
may take the following actions onyourturn:
interacting with small objects up to hoof sized,
or conversing with others.

Your copy has 1 HP, an ACof 10 plusyour
primary stat and may only take a standard
action per turn. Whenitisslain, or time runs
out, it disappears with asplash of water.

The Eternal Hourglass Level 6

An elegant hourglass that harkens to an ancient
era thatseems to ignore the passage of time on
its silver finish. Occasionally the light refracts to
showa pony'’s facein the sand, looking on with

horror. Fallen Star Level 4

Mythical Item It is said that every star has a name known only
to the Princess of the Night. Sometimes though,
in their wanderings of the sky, they get lost.
Perhaps if you’ll help one on its way, it will
whisper its secret to you.

Power (Daily): Standard Action. You flip the
hourglass aftercalling out a creature or pony’s
name that you can see.

That creature or pony vanishes fromthe
time-line untilyou turn the hourglass back

. Mythical Item
upright, whereupon they reappear within 50 .
squares in the condition they disappeared. Power (Consumable): Standard Action. You
flipped over, allowing only one creature to be towardsthe heaven.f,. N
held within. The creature stuckin the You may make a wishinits wake that adds
hourglassisimmune to all status effects, does +2 to a stat of your choice. All those who look 95
not age, and has full knowledge of the on to the eventwithin 50yards receive a+1 to

surroundings of the hourglass. a stat of theirchoice.



Zap Apple Jam Level 2

From the Tome of Down Home Recipes by Granny Smith,

“Zap apples are magical in nature and
flavor. Whisper sweetly to the bees, and water the
tree roots with the finest berry juices. When love
goes into your product, it shows as brightly as the
rainbows above.”

Mythical Item

Power (Daily): Standard Action. You throw a
jar of Zap Apple jam, which explodesintoa
colorful storm of electricity and rainbows.
You create a size 3 burst within 5 squares
that lasts 1d3 rounds. Any creature starting
theirturn or enteringthe zone duringthese
rounds suffers 1d6 damage, and is stunned.

Dragon King’s Fireworks

Dragons have been the keepers of magical
flames for millennia. But every so often, they
crafta clawful of fireworks that bring their
magicto the ponies below.

Mythical Item

Power (Consumable): Minor Action. You light
a firework, launchingit highinto the sky. It
explodes, sending gorgeous sparksinthe
shape of an elderfire dragon.

For 1d3 rounds, all creatures touched by the
light of the fireworks are cured of all status
effects, and do not take damage. All
polymorphs and transformations are removed.

Level 1
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Change Log
Change Log: 1.02
-Started change log.
— Made levitation Rank 1 notrequire a magicpoint.
Change Log: 1.03
-Added chapter 8: Merits
-Added Merits
-Added chapter7: Origins
-Added Origins
-Added Chapter9: The World
-Added Road of Eternity
-Changed Earth Pony stats
Change Log: 1.03b
-Added HP amountsto each class
-Added charactersheet.
Change Log 1.04
-Added game lore, histories, introduction
Change Log 1.04a
-Added merits, fixed some classes, added HP to Spirit of Magic
Change Log 1.04b
-Updatedto dolist
-Changed Honesty’s level 2stance. Renamed the level 1 ability to better suitits function.
-Increased damage penalty for Loyalty’s weather patrol, and decreased its range from 3 squaresto 2.
-Removed the Electric Personality merit from the game.
-Added page numbers.
-Removed Chapter9: The World to make way for modularworlds
-Balancing on Companionship
-Added charts to beginning of every class to make it easierto read gains.
Change Log 1.05
- Completely revamped Races and their formatting. Changed animal companions to small size. Laid down the
groundwork for future changes
Change Log 1.06 — The Triumph of Truth
-Completely revamped Honestyand its formatting.
Change Log 1.07 —The Future Belongstothe Youth
-Added new class: Spirit of Adventure
-Added new race: Foal
Change Log 1.08 — Art of the Dress
-Completely revamped Generosity and its formatting.
-Fixed some flavor text. Balanced some class skills.
Change Log 1.09 — Smile, Smile, Smile!
-Completely revamped Laughterand its formatting.
-Balanced alot of class skills.
Change Log 1.10 — Mother of Nature
- Completely revamped Kindness and its formatting.
-BalancedIdolize
Change Log 1.11- Favored Student
-Completely revamped Magicand its formatting.
-Removedirrelevant spells chapter.
-Changed Telekinesis racial meritfor Unicorns.
Change Log 1.12 — Evil Enchantress
-Added ZebraRace.
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—AddedSpiritofAIchemy. ]
-Changed Channel Within from Encounterto Daily, as originally intended.
- Balanced Endless Possibilities based on play testing.
-Changed Earth Pony racial feat from Homesteaderto Muddy Hooves
-Fixed No Tag Backs to keep enemies away as intended, ratherthan keepingthem near.
Change Log 1.13 — Invasion
-Added Griffon race and Changelingrace.
-Added Spirit of Contestand Spirit of Deception.
-Added Advanced Classes for Spirit of Magic (Chaos Hunterand Time Lord)
-Changed Birdisthe Word to allow for more RP interaction as an Animal Companion.
-Balanced Kindness and Magicabilities.
-Racial changes to Unicorn to accommodate new magical races.
Change Log 1.14 — Loyal to the Empire
-Completely revamped Spirit of Loyalty
-Tons of balancing. Reworked afew skills and classes, such as nerfing Spirit of Contest, buffing pegassi, Honesty.
Earth ponies, Unicorns, changed how Changelings eat, removed Companions/Companionship in preparation fornew
focused classes
-MERITS!
-New Races: Crystal Ponies, Minotaurs
-New chapter: Rules
Change Log 1.15 — Armored Perfection
-New race: Diamond Dog
-New chapter: Equipment. Focused on armorand head slotitems
-Lots of Merits
-Removedrestrictions on almostall classes.
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