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MY FIRST PONY

In My First Pony you'll get the chance 1o look after, school and
compete your very own pony during the summer holidays at Auntie’s
farm in Whinnydale. Your job is to make sure your pony gets
everything he or she needs 1o have the energy o compete in a number

ofdr ge, show jumping and cross-country events. As well as

giving your pony lots of love and the right food, you'll have to groom
and exercise him, muck out his stable and do lots of other chores to
keep him healthy and energetie.

MINIMUM SYSTEM REQUIREMENTS
Before installing My First Pony you should check your
meets the following requirements:

| o

* Windows 98/ME2000/XP

* 00 MHz2 Pentium Il Processor

* 256 MB RAM

* 320 MB free hard disk space

* €D-ROM player

* 32 bit graphics, 800 x 600 screen resolution

* Direct 3D compatible graphics card with 32 MB VRAM
- DireetX 9 (comes with €D)




INSTALL, START AND END PROGRAM

INSTALL PROGRAM

Insert the €D into the CD-ROM player on your computer and the game
menu will open automatically. If Autostartis not activated on your
computer, double click on the file Start.exe, which is on the €D. Click
on Install MY FIRST PONY in the game menu and follow the
instructions.

START PROGRAM
After installing the game you can choose the START MY FIRST PONY
option in the game menu.

You can also start the game via the Start menu:

1. Click on Start bution.

2.Choose program.

3. Find and click on program group GSP.

4. Click on program group Horse & Pony.

5. tlick on the My First Ponyicon, and then follow the on-sereen
instructions.

The €D must be in your computer’'s €D-ROM drive for the game to
start.

END PROGRAM

To exit the program, click on the red Xicon in the upper right-hand
corner of the screen in Whinnydale to access the main menu, and then
click on the X sign.




UNINSTALL PROGRAM

To remove the game from your computer, click on the Uninstall option
in the game menu. You can also uninstall the game via
Start/Programs/GSP/Horse & Pony/ My First Pony.




PLAYING MY FIRST PONY
MAIN MENU
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The first time you start the program you will be asked to create a
horse owner and Auntie willintroduce the game to help you on your
way.

The main menu contains the following buttons and functions:

Play sign
Choose a horse owner you want 1o play with, then click on the 'play’
sign to start the game.

Create a horse owner

If you want 1o ereate a horse owner, click on the ‘empty’ sigh and
write your name in the empty space on the sign that appears in the
middle of the screen. Click on the arrow to start the game.

Delete a horse owner
To delete a horse owner, first click on a sign with a name (not one
that's 'emp'ly') and then on the waste basket to the left of the name.




Auntie helps out
You can choose to look after your pony yourself or have Auntie do it
for you.

When Auntie looks afier your pony you don't need to think about
giving him food or love - Auntie will take care of that. When your pony
is being looked after by Auntie, you'll see a lightning symbol on the
horse to the right of your name.

Horse Owner's Handbook

Clicking on the book will open the Horse Owner's Handbook (which can
also be found in the tack room). The Horse Owner's Handbook contains
lots of really useful facts and information for anyone who's planning
1o buy their own pony.

X sign
Click on the X sign when you want to exit the program.

INTERFACE
Here's some information about the on-sereen butions and symbols in
My First Pony:

'Go back’ arrow
Click on the green 'go back’ arrow in the upper lefi-hand corner

of the secreen if you want 1o go back to the previous secreen.

Horse coins

When you win a competition event, you'll receive horse coi &
with which you can buy new ponies in the game. Find the coins
on the stairs in the stable passage after each competition you

win.




Horseshoe

If you've chosen to take care of your pony, you'll receive a
horseshoe every time you groom, feed, tack up, or muck out.
The number to the right of the horseshoe shows you how many
you have collected, and lets you know how well you're looking
after your pony.

A

Apples

You get apples by helping Auntie sort berries in the haylofi.
Use the apples to teach your pony new tricks. The number to
the right of the apple tells you how many apples you have.

Your pony

Click on the heartin the upper right-hand corner of the screen A{
to get details about your pony (hame, age, breed, height and

sex) and some useful information about his or her character.

Here you can also see your pony's training and competition

results and find out how well you've been grooming, feeding,
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tacking up or ng out (unl Auntieis looking after your

pony for you).

Question mark

The first time you arrive at a place in the game, Auntie will tell "?‘
you how things work. Click on the question mark if you want

Auntie to repeat herself.

X
Click on the red X icon if you want o exit the game and go to the
main menu.

Bucket and hay bag

Use the bucket and hay bag when you fetch feed for your pony '3
from the feed bin. If you have brought food, the bucket and

hay bag will be visible to the right of the screenin the loose

box, stable passage and feed bin.




WHINNYDALE

From Auntie's farm in
Whinnydale, you can
move around o a number
of key areasin the game:
the horse dealer, barn
and schooling paddocks
for show jumping,
dressage and cross-
country and the Forest
Arena where all the
competitions are held.

HORSE DEALER
Click on the horse-head sign in Whinnydale to go 1o the horse dealer.

This is where you can swap or unlock new ponies. There are eight
ponies in four categories from A to D, with two ponies in each
category. You need horse coins o swap or unlock a pony. The first
time you come here, you'll only have one horse eoin with which to buy
an A-pony. You'll obtain more horse coins by winning competitions
with your pony.

Click on a pony to take a closer look at it. Then click on the heart
hanging on the sign to find out to more information about it.

Tiny Tim and Sweetie are A-ponies and cost 1 horse coin each.
Prince and Rufus are B-ponies and cost 3 horse coins each.
Toffee and Bumble are C-ponies and cost 9 horse coins each.

Domino and 2aga are D-ponies and cost 21 horse coins each.




THE STABLES

Click on the barn in Whinnydale to enter the stables. Once inside,
you'll find yourselfin the stable passage, where you'll see the feed
bin. You'll also see any coins that you have won on the stairs to the
hayloft. Click on the horse coins 1o pick them up. The stable passage
leads 1o your pony's loose box, 1o the haylofi, to the tack room and
back to Whinnydale.

THE FEED BIN

The feed bin contains the

different types of hard E - 0
feed your pony needs. L
You'll find your pony's
feeding regime inside

the lid. It tells you how

many scoops of each

type of feed your pony :
needs. Drag and drop the |
right number of scoops ﬂ
into the bucketin the

right hand-corner of the -
sereen. You'll find hay =

next o the feed bin - drag and drop the right amount of hay into the

hay bag. When you have the right amount of feed and hay you can go
to the loose box and empty the feed into the trough.

THE LOOSE BOX

To enter the loose box, click on the stable door in the middle of the

passage. The loose box is where you look after your pony by
grooming and feeding him and mucking out. You can also keep your
pony occupied by teaching him different tricks.




LOVE, FEED AND ENERGY SCALES

There are three scales on a shelf on the right-hand wall of the loose
box. The two outer ones show how much love (heart) and feed (ear of
the bars are low you have ‘_ﬂ-“: — T

1o give him what he needs.

The middle le sh

your pony's energy, and :

when the horse at the top N "I‘

has alightning sign on l

wheat) your pony has. If

it, your pony has enough

energy to be schooled and PH I||

enter competitions. The e
scales will always be at AL _.‘ LLa 1]
their maximum levels if

you're having Auntie take

care of your pony.

FEEDING

Your pony needs to be fed several times a day. In order to do this, you
have to fetch feed from the feed bin in the stable passage. When the
bucket and hay bag contain the right amount of feed, go to the loose
box and drag and drop the feed into the trough.

TRICKS

To teach your pony tricks, click on one of the 'tricks’ butions (bow,
sit, rear or roll) in the botiom left of the screen. Then elick on the first
apple that appears in the middle of the screen and hold down the left
mouse buton as you drag the apple along the track shown on the
sereen. Each trick requires you to complete a circuit with four apples
without touching the edges and within the time limit.

If you succeed, your pony will have learnt the trick. If the pony

already knows how to do a trick, you'll only need to drag one apple
along one circuit when you click on the trick button.




MUCKING OUT

Click on the horse's head and hold the left mouse button down to grab
the headcollar rope and lead the pony to the door in the back of the

| box. Rel them bution when the door opens. Once the

pony is out of his box you can click on the pitchfork and straw butions
1o the botiom left of the screen. First use the pitchfork to remove all
the manure and then add new straw to make the bed. Click on the door
when you want the pony to come in again.

GROOMING

Click on the horse's head and hold the left mouse button down to grab
the head collar rope and lead the pony o one of the wall rings in the

Ll box. Rel the bution when you get there. Now use
the curry comb, body brush, comb and hoof pick in the right order for

grooming your pony.

THE TACK ROOM

You'll find the Horse Owner's Handbook in the tack room. 11 will help
you learn more about horses and what you should think about when
you're buying your own horse. Cups and roseties that you win with
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NAMEPLATES
Select the decorations you want from the tabs in the top right-hand
corner of the screen. At first, you'll only have one collection of
decorations, but if you sort berries up in the hayloft you can win
more. Select a decoration by clicking on it, then click again in the
place you want to put it. To remove a decoration, drag it to the waste
basketin the botiom right-hand corner of the screen. You can also

h a backgr d col and frame. Print your nameplate by
clicking on the printicon beside the waste basket.

THE HAYLOFT

You can help Auntie sort berries in the hayloft and win a reward if you
succeed. Choose between different rewards such as apples,
decorations for nameplates and a few new challenges for you and
your pony. The difficulty of the task is determined by the reward you
want. The idea of the task is to move the berries up, down or sideways
so that you get at least three of the same kind in a row - vertically or
horizontally. These berries are then be sorted and the background
behind them will turn green. When you've completed the sorting, the
entire background will be green and you'll win your reward. If you run

out of time you can try again.




THE PADDOCKS (schooling)
School your pony in jumping and dr gein the paddocks
surrounding the farm and practise cross-country riding in the forest.

if you look after your pony yourself, make sure that he has enough
energy to perform and practise 1o his maximum potential. A pony
that Auntie looks after is always ready for schooling.

TACKING UP

Before you can school your pony you need to tack him up. Click on the
pony's head and hold down the left mouse bution to grab the
headcollar and lead your pony to the wooden post. Click on the tools
butions (dandy brush and saddle) 1o the botiom left of the sereen and
use them in the correct order to tack up your pony.

To tack up successfully you need to correctly drag the saddle
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sideways. Use the m ing g
that the cursor lands in the green area.

e your pony 1o assist you so

JUMPING

To win arosetie and plete the show jumping
practice you have to gain first place on the leader board.
Each knock-down adds two seconds 1o your time. Steer
with the arrow keys and jump with the space bar. A star

shows you which obstacle you have to jump.

DRESSAGE
To fully plete the dr ge practice you have
to gain first place on the leader board. Points are awarded

for the pony's pace and for how well you follow the course.
The arrow above the small horse icons will tell you which
pace you should be in. $teer with the arrow keys.




CROSS-COUNTRY
To fully plete the cross-country practice you

need to gain first place on the leader board. Ride as fast
as you can and negotiate all the obstacles in the correct

order. Steer with the arrow keys and jump with the space
bar. A star shows you which obstacle to jump.

THE FOREST ARENA (Competition)

When you are ready to compete with your pony, go to the Forest
Arena. Now it's competition time! First, second and third place award
cups. First place on the leader board in any type of competition pays
additional horse coins and the chance to buy more ponies. You have
1o tack up your pony before a competition in the same way as before
schooling (see The Paddocks, Tacking up).

JUMPING

To win the gold cup in jumping you have to gain first place
on the leader board. Each knock-down adds two seconds to
your time. If you win the competition you'll also be
awarded horse coins. Steer with the arrow keys and jump
with the space bar. A star shows you which obstacle you have to jump.

DRESSAGE

To win the gold cup in dressage you have 1o gain first place
on the leader board. Points are awarded for the pony's
paces and for how well you follow the course. The arrow
above the small horse icons will tell you which pace you
should be in. If you win the competition you'll also be awarded horse

coins. Steer with the arrow keys.




CROSS-COUNTRY
To win the gold cup you need to gain first place on the

leader board. Ride as fast as you can and clear all the
obstacles in the correct order. If you win the competition

you'll also be awarded horse coins. Steer with the arrow
keys and jump with the space bar. A star shows you which obstacle to

Jump.




CONTRIBUTORS

Upside Studios

Producer & project manager: Oscar Wemmert

Game design and seript: Malte Olsson

Graphics: Magnus Edsberger, Anton Wiklund, Mikael Sofran
Programming: Per-Erik Bergman, Fredrik Ellberg

Editor of Horse Owner's Handbook and horse facts: Susanna Nygren

PAN Vision

Executive producer: Anna Rozkalns
Product manager: Marcus Hyttfors
Final art: Camilla Astrém

Head of publishing: Daniel Torbjornsson

Audio

Voices: Sarah Evans

Voice recording: Marylou Thistleton-Smith - The Voiceover Studio
Music and sound effects: Martin Hallberg - Radja

English localisation
Paul Bradley - Melted Media Limited

Photographs

Photographer, Horse Owner's Handbook: Emmy Karlin

Other photographsin the handbook courtesy of:

Hobks Hastsport (equipment)

Charlotte Carlberg, Russ breed association, Skane (Gotland pony)
Gregor Lundfall, Stuteri Ollie (studfarm) (Welsh mountain pony)
Alexandra Lundfall, Stuteri Ollie (Welsh pony)




Alexandra Lundfall, Stuteri Ollie (Welsh cob)

Tina Joh (1celandic pony)

Lis Landeman, Swedish Lipizzaner association (Lipizzaner)
Jenny Hagenblad, Lofty Connemara pony stud (Connemara)
Ac<a Heldemar, Stuteri Micla (stud farm) (New Forest pony)
Terése Nilsson, Swedish riding pony breed association
(swedish riding pony)

Marcus Levander, Arctic Arabians (pure bred Arab)

Tina Johansson (Haflinger)

Tina Joh n (Nord-- “)
Susanna Nygren (Fjord horse)
Susanna Nygren (how to lead a horse)

Susanna Nygren (vertical position)

Bjorn Lundberg (cross-country jumping, riding and dressage)
ping)

Anders Gusta , Lofty € a pony stud (galloping foal)

Andrey Deyneko (introduction)

Mattias And (ponyi

Game testing

Test coordinators: Bobbi A Sand & Karin Ryding - 02ma speldesign
Children testers: Sofia Grunde, Amelia Thylander,

Lina Willehader Birk, Lina Johansson, Hedda Nehlstedt, Julia Alklund,
Nelly Bornarwe, Vide Wolke Wemmert

Other testing: Milla Nurmikko, Lotta Malmheden

Teleca Sweden East AB

Special thanks to:

Malmé Civila Ryttareforening (riding club)

Evica Andersson - Krafft hastfoder (feed manufacturer)
Hooks HASTSPORT AR (riding equipment)

Ponnygarden Arken, Malmé (pony farm)

A big thank you o everyone who made this game possible!







