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MINIMUM SYSTEM REQUIREME‘.NTS

* Microsoft® Windows® 95 or Windows® 98

* Pentium® 200 MHz or better

* 32 MB RAM

* 200 MB disc space for installation

* 20 MB free disc space to run

* 8x CD-ROM Drive

* Colour Monitor

* 16-bit sound card and speakers

* 2 MB PCl-based video card .

* DirectX® 7.0 certified drivers for video and sound cards

INSTALLING THE BARBIE® PET PATROL*-GI)-ROMN

1. Insert the Barbie® Pet Patrol. CD-ROM into your CD-ROM drive.

2. 1f you have the Auto Run feature enabled for your CD-ROM, the mstfallatlon will stdrt ‘"
automatically and you can skip to step 3.

* Click Start and then Run from the Windows® 95 or 98 Taskbar.

* Type d:/setup. (d: refers to your CD-ROM drive. If your CD-ROM drive is
not d:, type the appropriate drive letter.) i

3. Choose the Install button and follow the Installation Instructions on screen. —

4. Review the ‘Read Me’ file for any important last minute information.

After Setup is complete, you'll find an icon for the Barbie® Pet Patrol CD-ROM located
within Programs under the Start menu in the Windows® 95 or 98 Task bar, and a shortcut
icon on your desktop.




RUNNING THE BARBIE® ?E‘I PAT&Oi_ Bb ROM

1. Insert the Barbie® Pet Patrol CD-ROM into your CD-ROM drive.

2. When the Autostart window appears, click the Play Game button to run the program.
3. You can also select Start from the Windows® 95 or 98 Taskbar, then search through
the Programs/Barbie®/Barbie® Pet Patrol CD-ROM menu to run the program.

4. If the CD-ROM is already i-nsértfcd, just click on the Barbie® Pet Patrol desktop icon.

UNINSTALLING THE BARBIE®
PET PATROL CD-ROM

1. From the Windows® 95 or 98 Start Menu, click Programs.
2. Find and click on the Barbie®/Barbie® Pet Patrol CD-ROM menu item.

3. Click the Uninstall icon and follow the on-screen prompts.Running the Barbie® Pet
_ Patrol CD-ROM




INTRODUGT10N

Barbie® has her very own Pet Rescue Centre in Green Arbor Park and she needs an
assistant. Want to help? It’s springtime and baby animals are everywhere! Barbic® and
her little sister Stacie™ have their hands full. They are so glad you are here to help care
for and play with the animals at the centre. You can also go with Barbie® on exciting
rescue missions through the Green Arbor Community Playground, Hideaway Hollow
Garden and Whisper Grove Farm as you search for lost puppies kittens, bunmea a,nd
more! Maybe you can even solve the Green Arbor Park rmster)T L |

At the Pet Rescue Gentre (PRC) you can:

* Play games with the animals in the Playrooms and cuddle them up-close as much as
you want. ' @

* Care for the newly rescued animals in the Checkup Room makmg sm‘e they are
healthy and happy. 1 b

* Visit the office where you, Barbie®, and Stacie ™ will receive emergency calls and
emails letting you know when an animal needs to be rescued. Then, travel with
Barbie® through Green Arbor Park. She’s counting on you to help her find and rescue
the lost animals. Have fun! .




Welcome to Green Arbor Park. Help Barbie® and Stacie™ rescue and care for lots of baby
animals. The office of the Pet B.GSCUE Centre will dp ear on your screen.

. Anytlmf, you qlllt} your game will automatically
be saved. Just sign in again under the same
name, cmd xeu w;![ h(, raurneé;o yﬂur saved

* If you ever want to compvleteh stdrt over, just
. restart the game, go to the laptop computer and
i "blgn in Under a differmt name.

to receive E- mdll mmmm r(,ad mcammg, lhd.nk You \otes, and view the files of your
rescued pets. Now you can explore the rest of the PRC or wait for a rescue call or email.
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GONTROL BUTTONS

On every screen, there is a yellow star in the bottom left corner and a pink paw print in
the bottom right corner. The star contains two special buttons for Help aid Quit.

—= Star Click to show buttons. Click again to hide buttons.

Help Gives you clues to rescues, tips on how to play the games, and advice on how to
—e navigate throughout the game. Whenever you get stuck, just click here to ask Barbie”
or Stacie ™ for help.

¢ Pink paw print
on the bottom
right of the
screen is the
back button. It
takes you back to
the previous..
screen or ends
an activity,

Quit When you are finished playing Barbie® Pet Patrol, click the Quit button. Your
information and what you've earned will be saved for the next time you log in.



the cursor will change to 2 h.:md t@ Le.i you knwfthﬁ bb;ect is
clickable. ' =

PLAYROOM 1CONS

Click on these r{:i?ms to.go to the Playroom where you can
nurture the animals up-close and play games with them. Once
you are inside ‘the first Playroom, xE ek the green arrow button

with the paw print to move into the second Playroom.

=€th€ on thec;e 14.:03‘19 E}ge 40 the Checkup Room where you can
check on the rescued animals and make sure they are happy.

HIS_SIONS

r hearing about a rescue mission through a phone call or
email, elick here to accept the mission. Go with Barbie® on her
scooter to the area where the animal is missing,




RESGUE M1SS10NS

There are lots of baby animals that turn up mszmg. " Greerl Arbor Park. Their owners
are very worried about them, and Barbie®™ can’{ rescue them mt]‘i‘tﬁﬁ Wr”ﬁelp When an
animal is lost, Barbie” and Stacie ™ will receive a phone call or an El’ﬁall in the PRC
Office. The rescue call or email will tell you what kind of animal needs your help and in
which part of the park she is located. To go on the rescue mission, click on the scooter
sign above the office door or the scooter icon on the screen Bf the PRC computer: Ihen
Barbie® will zoom off on her scooter to the area of the pdtrg E{here togethm '
the search. :

GETTING AROUND ON A RESCUE M1SS10N

Your job is to guide Barbie® through the area of the park in search of Eh% ,,,,,,,
this, move your blue arrow cursor and click to the area where you w 'm _?‘b_;,e ¥ to walk
When you move your blue arrow cursor to the edge of the screen, it will change to a
yellow arrow. This lets you know that there is more to explore. Click when the vellow

arrow appears and Barbie® will walk to the next screen.

xfn‘lﬂldl To do .

There are many places a little animal could hide. Point and click with your cursor to
investigate each nook and cranny. Once you and Barbie® have found the animal, the

challenge is to figure out how to rescue it. Remember, if you get stuck, just ask Barbie®
for a clue. Click on the star, then the blue question mark on the bottom left of your
screen.

Some animals need a little coaxing or need you to lead them to Barbie®. Other ~ /
animals need to be out-smarted in order to catch them. You'll often find things in




pupp\. with Barbie untl you fmci her A her
barking becomes louder, you know you are getting
closer. There is a great big jungle gym in this
pi&ygraund that louk&. hkt, a lot of fun for kids, but
] pu;}py could get stuci( Up there in a number of
places. When vou find her, she will be scared
because she doesn’t know how to get down. How can you help her? Barbie® is worried
she’ll scare the puppy if she climbs up to get her, so you and Barbie® must figure out
how '.gel her down.

Hmt* Leok for objects in the playground that might interest a puppy so you can get her
down off the jungle gym. What might a puppy want? When the cursor turns into 4 hand,
this is a clue the object will be useful. Click on an object and Barbie” will tell you if you
can use it.



GATGHING A BUNNY

Somewhere on the playground, a bunny is rum}mg lm)se Help Barbie® find her by
searching the play equipment and jungle gym. Did ‘i*mi find the bunﬂy on the merry-go-
round? Good work. Now Barbie® wants to pick her up and take her !mck m the PRC.
Notice that every time you click on the bunny, she hops away from Barbie®. How will
Barbie® be able to catch this feisty rabbit? There must be a way to outsmart the bunny
and bring her close to Barbie".

Hint: What else in this environment can you move by chckmg?The objects of the
playground can help you trick the bunny so that Barbie™ can caich her.

FINDING A PARROT

Help Barbie® find and catch a missing parrot. The parrot has found something very e
interesting in the playground. Do you see what it is? That’s right, baby duekhnﬂ‘; Barbig®
wants the parrot to walk onto her hand, but all the parrot wants to do is follow the
ducklings around. Maybe she thinks she’s one of them.

Hint: Try and find a way to separate the parrot and the ducklings. Use the playground
equipment to help you. Start clicking to see all the ways you can move the playground =
toys. | A

HELPING A KITTEN

A kitten is stranded in the playground and needs your help. When you and Barbie® find
her she will be frightened and stuck somewhere very high. The kitten is too high for
Barbie® to reach, so you must figure out a way to get her down. Maybe she will come

(1)




E_ma Bnd try to g Qﬁﬁ Kitten to chase it

R

mlght want to plzn with. (‘IlLk on the f:-h]ect Yo
down to the ground.

Hint: It will take some trial and error to make a pdth that the kitten can follow, but
once you succeed, Barbie® will be d!}le to pick ug- the k;tten and take her back to the
Pet Rescue Centre. “

ammal takes bpeuaI andlmg, amfcare bul if you are able to help Barbw@ catch her it
will solve a PRC dilemma. Sage, the PRC’s resident dog, will come along on this rescue
mission to help you and Barbie®. Have Sage sit, stay and move around the screen by
citckma on her Tog;ether you, Bmf';-:e and ’%dgt, will be able to catch the mystery ammal.

Hint: The monkey is fﬁc m}fstery animal. If you have trouble with this rescue, just walk
with Sage over to the ladder. Have Sage sit at the curved ladder, and Sage will stay there.

Then walk with Barbie™ over to the playground stairs, Have Barbie® go up the stairs and
foll{}w ﬂ]{, monke'» back to Sage’s screen. Click on Sage, and rescue solved!



HOLLOW GARDEN -

GATGHING A BUNNY

A little bunny has gotten loose and is eating all the
vegetables in the garden. You'll find that every time
Barbie® tries to get near the bunny, she hops away.

Hint: What could Barbie® use to make the bunny
come to her? What special food do bunnies really
like?

FINDING A PARROT

Help Barbie” find a missing parrot in Hideaway Hollow. There are many places the parrot
could be hiding. Listen for the parrot’s squawking as you search. The closer you and
Barbie® get to the parrot, the louder her calls will be. Where would a parrot be likely to
0? The arrow cursor can be used to guide b’mbze from right to left and up dnd tfﬂ%?n*-

Hint: Look behind, under and over all the movable objects in the garden by cllckmg on.
them to help you find the parrot.




FINDING A PUPPY |

There is a lost puppy hiding in the garden. Can you fm{l her w1ti , "i'rbae@“ She is hiding
under something and won’t come out for Barbie® to pick her up. She looks very
frightened. Search and click toffind out what is deI‘lIlg her. Then, figure out a way to
make the puppy feel safe.

Hint: Remember, you can use the objects in the environment as tools. Your cursor
changes to a hand when you roll over something clickable. Once you’ve solved the
problem, the pupp}_;_will come out from hiding and jump into her arms, safe and sound.

Rascuma EAEKITTEﬁ

Where could [hdt kltten be? ‘Sear{,h with Barbie® all through Hideaway Hollow. Don’t
Iea\e any area une\plorcd The xell-:m arrow cursor can tdkc you up and down as V"E“ as

Hiﬁt‘: What can }*6!&3 use in the environment to make a bridge from the kitten to Barbie®™?
What else in the area will make the kitten curious enough to come to Barbie®? If you find
these things and use them in the correct order, Barbie® will soon have the lost kitten
dek -f’t the PRC.

Turtles are often hard to find because they hide so well. They are experts at blending in
with their environment. By tucking in their legs and head and remaining absolutely still,
their camouflaged shell looks like part of the ground.

14



In Hideaway Hollow, you have a lot of ground to cover. Search with Barbie® for anything
that looks like a turtle.

Hint: Make sure to look under things. The turtfmﬂk!s
be disguising herself as something else. Keep trying. She’s there %0' '

RESCUES AT WHISPETF
GROVE FARM

HELPING A KITTEN

There’s a little kitten lost in the farm. When you
guide Barbie® around the grounds you’ll come

across a kitten stuck high up. How can you help
Barbie” rescue her without a ladder? What else
is at the farm that could be used as a tool? Click
on the objects you find. If you find the first tool,
good job.

Hint: You'll need to find two tools and decide how to use them together to rescue l?he*
kitten. Use your imagination; the kitten will be so grateful. ‘o 1

RESCUING A TURTLE

Somewhere on the farm there is a turtle that needs your help. Search with Barbie® all
the places a turtle could be hiding. Keep clicking on all the objects you think she might

®




be under, behind, or inside. If you find the turtle you've done a greatjob. Now, how will
vou get the turtle out of her hiding place?

Hint: Use the tools around the farm to help you, and Barbie™ will have her back at the
PRC in no time.

RETRIEVING A PARROT

Help Barbie™ find a parrot that has escaped and is stranded at the farm. Once you find
her, the trick is to get her down from where she is located. Look for things around the
farm that you can use to get the parrot down. If she’s been lost for awhile, maybe she’s
hungry.

Hint: What do parrots eat? Fruit? Seeds? Nuts? Do you see anything that could be parrot
food on the farm? What is a pretty flower or plant to people could be a tasty treat for a
parrot. If you find feod for the parrot, you must find something to put the food in so the
parrof will come down and Barbie” can reach her.

FINDING A BUNNY

Bunaies are experts at hiding and there is one on the loose at Whisper Grove Farm. When
bunnies don’t want to be seen, they make sure that they are completely covered. Look
closely, you may notice a rustling of grass or a fluttering leaf from a bush.

Hint: Pay close attention to the ground at the farm and watch for any movement. It could
be caused by a bunny munching on the grass or flowers, or even scratching behind her
ear.



CATCGHING A DOG

Can you hear the dog barking? She might be upto mischief. Help Bazbie® explore all of
the commotion. Sure enough, you'll find a dog chasing.a chicken, Barbie” . would like to
paying any attention to Barbie®. Can you help Barbie® figure out a'way to catch the dog?
The dog is chasing the chicken in and out of the chicken coop. What happens when you
close one of the doors?

Hint: You can control where the dog and the chicken go by elosing the coop doors. Your
iob is to close the right doors at the right time to end the chase. Then, Barbie® can
the dog back to the PRC. '

RESGUE AT THE PRG

Stacie’s™ pet hamster has escaped and is scampering all through the office..Help
Barbie® and Stacie™ catch the hamster by looking for her behind all'the movable objects
in the office.

PAW AND PURR AWARDS

Congratulations on your successful rescue missions! For each animal you rescué,"fj&}ir will
receive a Paw and Purr Award. This award will hang in the PRC office on the wall. Rescue
seven different animals, and seven spaces will be filled. Then, on your next patrol
mission, you'll have a chance to rescue the mystery animal! To print the awards, open
the Program Files folder and locate the Mattel Interactive folder, then the Barbie" folder,
the Barbie® Pet Patrol folder and Certificates folder. Here you'll find the last saved
certificates which you can print using your computer’s graphics program.

%0




Each time you and Barbie® rescue an animal in ™ T
GreLn Arbor Park, you ml] tak;,, ;he::dnlznal to 1he

quite some time and they mzu be hungr\ [hll‘bﬁ?
or even need a bath. There are many things to do
in the Checkup room. bxplore the bhehcs and

also go to the Checkup Room \Ehé%’&? vou feel 1ke doing a checkup on one of the
amma]s From the Office, |us“t c[1ck on the red heart above the door to the Ll1eck11p

PRG GOMPU‘TER

The purple computer on the counter is where you can make charts on
each én;iiq_a__l you rescue. Click on the computer to create a file for the
animal Barbie® is checking. First, you can name the animal. A menu
will appear when you click on the name box. Keep holding the left click
to scroll through the list and choose a name you like. Then, you can make a nameplate
for the new animal. Choose a heart, bone, paw or star and pick a colour from the right
side of the screen. When you are finished, close the PRC computer by clicking the small
gray X in the top right corner of the computer.

1)




NURTURING ACT1VITIES

Here are some ways you can care for the newly r

Some animals require special attentlon :

ued,,anuml

sink. Click again to f]l] it with water. Thf:n,Lllck in front ()f the d.qtmai fo place the bowl
on the table. -

Give her a vitamin from the brown bottle in the cuphuard

Feed her treats from the glass jars.

You can bandage a kitten’s front paw with the b’mdages in thi, -:dbmu Yuu’li sec ﬂ'lt
kitten up-close. To wrap the bandage, click on the bandage roll, move it over her paw
and click again.

You can also brush the kitten. Click on the brush in the pink pail and hold your
mouse down as you move it back and forth over her fur. Can you hear hér pumng
Click on the pink pail again to put the brush away. e 5
You can put an L.D. band on the parrot, which you'll find by L]lLkmg on [hL bdﬂdclg,(,‘; A
This will help her be quickly identified if she gets lost again.

The puppy. turtle and bunny all need to be cleaned. Click on the washtub mth tha

purple rim on the shelf to begin cleaning them, v




........ BATHING* AN A{N‘HAL
Once you have clicked on the tub with the purple rim,
you will be able to bathe the animals up-close. Click on
- the sponge or brush and move it over to the opening of
'tbe---bucket CI[Ck thc sponge or brush again to dunk it

vour animal,
move the soapy spenge or brush over the animal
while pressing down the left c]lck (mt)use button).

Do you see and ear all of thostseap bubbles
forming? Dip the sponge or brush back into the
bucket whenever it becomes drv. Once you've
,,baghed her entire betty, ‘;he I shake herself dry!

CLE.ANmG THE BUNNY

After running around the neighbourhood, the bunny has picked up burrs in her fur! Help
her remove them by first clicking on the purple washtub. Pick the tweezers up by clicking
them, close the tweezers around one of the burrs by clicking again, and drop the burr
info the washtub with one more click.

When you're done checking an animal, vou can go back to the office to receive more
rescue missions or go into the playrooms by clicking on the green arrow icons on the
sides of your screen.



THE PLAYROOMS
Join Stacie ™ in the playrooms anytime you feel
like cuddling one of the many rescued animals or

if you want to play games with them. They love the
attention and the treats!

PETTING THE ANIMALS

To nurture the animals, click on an animal and
vou’ll get to pet her up-close. Roll the cursor over
her fur or feathers and the cursor will change into
a hand icon. When vou see the hand icon, click
and hold down your left mouse button and keep it
pressed down to pet the animal. Watch how she

responds. You can pet the animals behind their
ears, sides, and on their backs. To change where
you are petting an animal release your mouse and move the cursor to a new area on the
animal. When you see the hand icon, click your mouse again, keeping it pressed down
while you move it back and forth. You will see the animal respond. Once you've finished
nurturing the animal, click the pink paw to return to the playroom. Did you know you
can also pet the parrot in the office? Try it. She really likes all the attention.




GAMES IN THE FI1RST PLAYROOM

To play a game with an animal, click on the activity area. This could be the carpet in front
of the animal or the animal’s special environment. A little pop-up window will let you
know which game you are choosiug Then choose lhe animdl you want to p]ay with. If
will only |]¢I\L one d[]ll[htl l\pe to choose fmm As }'01.1 rescue more alllllmls you will have
more choices of pets to play with.

PUPPY TREAT TOSS.

To Play: Click on the carpet under the puppy beds, and choose the puppy you want to
play with. In this'game, you throw treats for the puppy to catch. To begin, move the
cursor hand over the treats in the open hand. Click to pick up a treat and move the
cursor hand now holding the puppy treat in front of the puppy (bottom of your screen).
To toss'the treat, slide your mouse upward in the direction of the puppy’s mouth and
click tolet the treat go at just the right moment. You'll get the hang of it.

Object: Try to aim your toss so the puppy can
catch the treats directly in her mouth. If the
treats fall on the floor, more treats will keep
appearing in the open hand. You win the game
when the puppy catches all of the treats in her
mouth and there are no more treats left. It
takes practice, but as your aim improves the
puppy will be able to finish the treats in time to
beat the clock. How fast can you go?




HAMSTER TRA1L

To Play: Click on the green square area in the
middle of the playroom to choose the hamster -

trail game. To begin the game, click on the
hamster sitting at the bottom entrance to the
trail.

Object: Make trails for the hamster to reach her

water, food and exercise compartments one

after the other. Make and change the trails by moving the sections of tube around

A i U
L i

1 . . Eon i N
various patterns. The one dark square is an empty space. Click on a green square next to
it to move it into this space. Then move another square into the space created.

When she’s been to all three cages — with the wheel, water and sunﬂmw@&eeds g0 back

5&‘:&?&‘: x

to the second entrance at the bottom of the maze. Then you've won thﬁ game and the F

hamster will be very happy.

Hint: The hamster will keep crawling straight ahead unless you make her turn or change

direction by using the shape of the tube.




BUNNY HOP

To Play: Click on the floor of the red pen to play
with the bunnies. Then, click on the mother

bunny at the top of the screendto start the game. .
Baby bunnies will begin hopgﬂ{ ﬂfl over the

place while their mother slee

Object: Get all four bunnies into the pen at the
same 1imc Yau hme to be fast because they

GAMES IN THE SECOND
PLAYROOM.

are more animals to play with and cuddle
in the next room. ]&st click the green arrow sign
with the paw print to the left of your screen,




KITTEN KEEP AWAY

To Play: Click on the kittens’ checkerboard play
area to play keep away with a kitten. "

Object: Keep the toy mouse away from the
kitten as long as you can. Use the right and left
arrow keys on your keyboard to direct the
motion of the windup toy mouse. You can do
laps around the water bowl, or surprise the
kitten by ducking into the mouse hole.

TURTLE RAGE

To Play: Click on the turtle area to race your
turtle against Stacie’s™ turtle. You'll see both
turtles lined up at the entrance of the maze.
Begin the race by clicking on your green turtle.

Object: Your goal is to guide your turtle through
the maze to reach the other end first. You and
Stacie ™ will take turns guiding your turtles. The
finish line is a blue platform with a big star on top. To show your turtle where to'move,
place a grape in front of her. When your cursor becomes a hand, the blinking targets will
give you clues on where to place the grapes. If your turtle sees the grape, she will walk to
it and eat it. Pay attention to all the tricks and obstacles on the course. They can either
help you or slow you down,




TROUBLESHOOTING

NOTE: Please review the Read Me file located in the Barbie® Pet Patrol menu for the
most up-to-date troubleshooting tips.

INSTALLATION

You may encounter problems with the Barbie® Pet Patrol installation if there are other
applications running during the install of the software. If you do have a problem, exit the
Barbie® Pet Patrol.CD-ROM instalation and shut down any applications that are
running. After all.otherapplications have been closed, try to install the software again.

If the program seems to be running slowly, make sure your system meets the minimum
requirements. A systea, with a slower CD-ROM speed or a processor below the minimum
requirement may_ ot beable to play all the animation properly.

If your system meets the other minimum requirements, it may have insufficient RAM.
The program performs best with at least 32 MB of memory. Close any open progrdmx to
free up RAM.

Try adjusting your graphics acceleration

Right click on “My Computer” located on your desktop and select “Properties”,

Within the “System Properties” dialog box, select the “Performance” tab. Click on the
“Graphics” button. Within the “Advanced Graphics Setting”, adjust your graphics
acceleration to the “Basic” setting (second level from the left). Click on “OK” and restart
vour computer for the changes to take effect. Exit the program, restart your computer,
and then launch Barbie® Pet Patrol CD-ROM.
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Jonathan Zamkoff ........ ... ... ... .. ... ..., Sound Co-ordinator
SOUND EDITING & NARRATI0ON. ™~

John Reed, Music Room Productions ............... & g ‘aourggl djtmg
Chris Anthony ... ... .. ... . e Voice of Barbie®
Kheli-Meshyl Baucom ........ ... ... .. ... ... ... ... ..., Voice of Stacie ™
Kasper Abbo & Vance Huskins . ................. ... ... ... ..., Voice of Parrot

SPEC1A) THANKS

Leigh Edwards, Patricia Edwards, Steve Feicht, Craig Forrest, Darlene Geithner, Dawn

Gottula, Brett Hine, Roger Hu, Karen Kelly, Ezelle Kendrick, Danny Kwan, Kate Lonker,
The Manhattan Beach Church Children’s Choir, Michele McShane, Cynthia B. Meyer; .
Wendy Park, Kevin Peacock, Greg Persons, Todd Piccus, Kendale Sheran, Julie Takata,
Cathy A. Takemura, Tuan Trinh, Marie Whallon, & Sammy the Wonder Beagle

HUMAN GODE, INGC.

Rob Shepherd ... ... .. . . . . . . e Producer
Tammy Bright .. ... ... . Associate Producer
Chris M. Mead . ... ... .. . . .. . . Creative Director




Kathy Kennedy ilrégramming Lead
Noel Gabriel ... .. Audio Lead
Jolene Rae Harrington . .......... ... ... ... ... .. ... . . . .. ... Lead Writer

GRAPHIGS

Garme Design

Chris M Mead, Steev Kelly, Katln Kf:nnedﬁ, Rob Shepherd Tammy Bright, Seonaidh
Davenport, %andee Valle

Anmat.on

Chris M Mead, ?teev Kelh \leu Mﬂﬁﬁ Anne Woods, Lance Fev er, Chuck Furlong, Jimmy
Tovar, Chris Kapp

Character and Animal Models
ﬁhris M Mead, mev n

Hv Wiley Akins, Chuck Furlong

Backgroundsl E.nv.ronmmts
Tom Uthoff, Steev Kelly, Chris M Mead, Shelly Hollen

Asszstant Artists
Eric Weﬂer Don Alexander, Rebecca Baldwin, Tammy Bright, Mike Steven

PROGRAMMING

Rob Shepherd . ............... P Producer



Marshall Kunze Programmer
EdGarner...................... ... ... e Programmer
Eli Pulsifer . ................. .. ... ... . b . Programme
Brian Sharon . - Engine Programmer
Jeft Gilbert .. ... e j}i‘.ﬁgi—hé=ngr21mm{=.r
Dave Barrett . ... ... .. ... . Engine Programmer
Chris Spears .. ......... F e e ... Programming Support

Jason Franklin .....................................Programming Support

AUD10

Noel Gabriel ... ... .. . . Composer
Hector Vasquez .. ... .. ... Guitar
Alisha Gabriel .. ... .. .. . 0 .

Pat Murray ... ... .

SOUND EFFECTS / AUDIO PROCESSING

Shelley Kelso, Lisa Elliot, Hector Vasquez

HUMAN GODE DIRECTORS

Seonaidh Davenport .. ... ... . . .. .. ... Executive Producer f:'
Brian Sharon .. ...... ... ... ... .. . ... ..., Director of Tools and Technology
Rodney White . ......... .. .. ... . . . . . . ... Director of Software
Mike DeLeon . ... ... ... .. ... Audio Director
Blake Bush .......................... P Director of Visual Media
Scott White .. ............... o Director of Visual Media
Kelly Kerr .. ................ P P Director of Quality Assurance




EXECUTIVE MANAGEMENT:

EAPerry . ..o T CEO
JIMmO'Neill L. €00
Lindsay Gupton . ......... o, ... e President
Seonaidh Davenport .. ... .o ~ VP Dir. of Development, Consumer Division
Stuart Lodge . ............. L - g Financial Director
Blake Bush . ... ... ... . .. . . . VP of Production
PROTO-TYPE:

Sandee Valle g @ ... .. @%am ... ... .................. Producer
ChrisMead . B ™.... S @............................. Atist
Brian Branter .............. Boe oAU Programmer
Pat MUITAY . ..o oo JAudio

SPEC1A)L THANKS:

Brit Jackson, Asha John, Mike Trimble, Matt Stanfield, Robert Tijerina, Matt Wedgewood,
Paul Wagoneer, Kimberly Michalak, Sandee Valle, Maria Vidal, Yehudi Mercado,

Mrs. Shepherd’s Second Grade Class, our friends at the Austin Zoo, and the rest of the
Human Code Gang!

A VERY SPEC1AL THANKS:

to all the animals in our lives, who have brought so much joy and happiness to us all,
Tango, Miya, Jake, Mies, Nova, Daisy, Soma, Daisy, Gretchen, Joe, Spot, Jazz, Arabella,
Madison and Timber.



MATTEL, INC. CD-ROM END
USER L1CENSE AGREEMENT

PLEASE READ THIS AGREEMENT CAREFULLY BETORL USING THE: PRQGRAM BY USING
THE PROGRAM, YOU AGREE TO ABIDE BY THESE TERMS AND APPLICABLE COPYRIGHT
LAWS. IF YOU DO NOT AGREE, PLEASE PROMPTLY RETURN THE PROGRAM FOR A FULL
REFUND OF THE AMOUNT YOU PAID.

As between You and Mattel, Inc, or its subsidiaries or affiliates (“Mattel”), the ngram is owned by Mattel. and is
licensed to You, not sold. s

The term “Program” means the original program and all whole or partial copies of it, including portions. merged
into other programs. The Program is copyrighted and includes executable code and audio/visual content (AN
Content). The term “4/V Content™ means any image, text, recording, picture or other audio and/or visual work.

1. License. Mattel grants You a nonexclusive license for the Program.
A. Under this license You may:

1. use the Program on only one machine at any one time;

2

3

. make one copy of the Program for backup purposes only; and :
. transter all of Your license rights in the Program to another party if and only if (a) You H{mﬂ&%f this License |
Agreement and all other documentation provided with the Program, and the complete unaltered Program to
other party, (b) You destroy all copies of the Program in your possession, and (c) the other partv reads and
agrees to be bound by the terms of this License Agreement. It is your responsibility to ensure that all of these
conditions are met. The rights licensed to You under this License Agreement are then terminated with respect
to You and transferred to the other party, who, in order to be a valid user of the Pr pgram is then 5ll|)j£CT. Lo d!l of
the terms and conditions of this License Agreement.
B. You must reproduce the copyright notice(s) and any other notice of ownership on each copy or parﬂa! copy
the Program.

C. You may not:

1. use, copy, or transfer the Program (including any A/V Content) except as provided in this License \gr{:ement

2. modify or adapt any AV Content without the express written consent of Mattel or as permitted by law;

3. reverse assemble, reverse compile or otherwise reverse engineer or translate the Program or attempt to derive
source code from the object code version of the Program (except as allowed by mandatory provisions, if any, of
the jurisdiction in which You obtained this License);

4. sublicense, rent, or lease the Program;

5. remove any proprietary notices or labels in the Program;

6. sell any items made using this Program or use the Program as part of a service bureau;

(33)



- ¥

7. use this Program on any network or download, upload o ‘the ngmggg’%:ﬁf Tnternet/World Wide
Weh/WebTV/satellite or any similar technology; or 1 e

8. use this Program in a country other than the country inwhich it was purch | =

2. General. Your license will terminate automatically (which means that all righisﬁc‘nscd to You under this

License Agreement terminate) without notice from Mattel if You fail to comply with the terms of this License
Agreement. In such event, You must destroy or disable all Your copies of the Program. You agree to comply
with all applicable import and export laws'and regulations «This License Agreement shall be governed by, and
construed in accordance with, the laws of the State of Califernia without giving effect to any principles of
conflicts of law. The provisions of this License Agreement are severable; if any provision is held to be invalid or
unenforceable, it shall not affect the validity or enforceablity of any other provision. The parties expressly

exclude the application of the United Nations Convention on €ontracts for the International Sale of Goods, as
amended, replaced or reenacted from time to time.

Barbie Software loga. Barbie, the Barbie doll likeness and character, the color "Barbie Pink", and associated
trademarks are owned by and used under license from Mattel, Inc. ©2001 Mattel, Inc. All rights reserved.
Manufactured in Eurbpean Community for Matteband distribured by Vivendi Universal Publishing Interactive
International and/or ifs subsidiarics. All Rights Reserved. Mattel, Barbie, the Barbie doll likeness and character,
the colour "Barbi€ pink”, and other trademarks designated by ® and ™ are U.8. trademarks of Mattel, Inc.,
except for the following: Microsoft, Windows and DirectX are either registered trademarks or trade-marks of
Microsoft Corporation in the U.S. and/or other countries. Pentium is a registered trademark of Intel Corporation.

Your use of this GD-ROM is subject to a License Agreement
«<contained inside,.

~ The UDS logo is a trademark of fiilique Development Studios AB,




- Log onto the computer
- to begin your game!

.. Join Barbie® on
Y a rescue mission!

Take care of your pet
in the Check Up Room!

k. Play games & nurture
animals in the Playroom!

. Go back to the Office
or exit an activity.

I Find clues! Interact with the animals!
Play games & nurture the pets up close!

“. Guide Barbie®

around the screen!

. Guide Barbie®
| to another area!

- Controls the

Clue & Quit buttons.

_ Get help and clues
from Barbie®!

"~ Exit the Barbie®

Pet Patrol Game.



