
Doc-To-Help Standard Template Getting  Started  ¶  1 

HerdMASTER Help 

Getting  Started 

Launcher 
When you open HerdMASTER the Launcher will be displayed. If you are connected to the internet the 

launcher will download the latest news and check for program updates. Using the launcher you can also 

licence your products and trial additional components. If you do not want to see the launcher every time 

you open HerdMASTER you can un-ǘƛŎƪ ǘƘŜ Ψ!ƭǿŀȅǎ ǎƘƻǿ [ŀǳƴŎƘŜǊΩ ŎƘŜŎƪōƻȄΦ ¢ƻ ǎǘŀǊǘ IŜǊŘa!{¢9w ŎƭƛŎƪ 

Ψ{ǘŀǊǘ IŜǊŘa!{¢9wΩΣ ǘƻ ŎƭƻǎŜ ǘƘŜ ƭŀǳƴŎƘŜǊ ŀƴŘ bh¢ ǎǘŀǊǘ IŜǊŘa!{¢9w ŎƭƛŎƪ Ψ9ȄƛǘΩΦ 

 

 

 

Latest News ς To view the news in a larger window simply click the news textbox 



Available Updates ς If an update is available the Get Update button will become enabled. To download and 

install the update click the Get Update button. 

Licensed Applications ς Here you can view the modules you have enabled. Following the modules name 

there will be a message indicating if the module is in demo mode or licensed.  

Trial Additional Components ς If the Trial Additional Components button is enabled that means there are 

components you do not have enabled. Click the button to view the components you are do not already have 

installed. 

 

 

 

Licence Component ς If you select an item in the Licensed Applications list and it is not already licensed then 

the Licence <Module Name> button will become enabled. Click the Licence <Module Name> button and the 

following screen will appear. 

 

 

Enter the required information and click Get Licence. You will need to be connected to the internet for this 

to work. You will receive a message to indicate the success or failure of the licence request. 

 

!ŦǘŜǊ ȅƻǳ ŎƭƛŎƪ Ψ{ǘŀǊǘ IŜǊŘa!{¢9wΩ ǘƘŜ ǎȅǎǘŜƳ ǿƛƭƭ ŎƘŜŎƪ ǘƻ ƳŀƪŜ ǎǳǊŜ ȅƻǳǊ ŎƻǇȅ ƛǎ ƭƛŎŜƴǎŜŘΦ LŦ ȅƻǳǊ ŎƻǇȅ ƛǎ 

in demo mode you will receive a message indicating the number of days left until the demo expires. You can 

click yes to register the program or no to continue to run in demo mode. 
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HerdMASTER will also check that your Demo Database (HerdMASTERDemoData) exists and is up-to-date. If 

required the program will create/recreate the demo database and you will see the following message while 

the restore operation is in progress. 

 

 

 

Login 
HerdMASTER v4 is a fully multi-user central capable system. Due to this users are prompted to login to the 

system before they can access HerdMASTER. The login screen contains several options: 

 

 

 

The Database drop down list contains the databases registered with your HerdMASTER system.  

The username and password buttons let you specify your login credentials. 

The Keep this user logged in checkbox will prevent the login screen from being displayed when starting 

HerdMASTER until you click Logout from the File Menu (in HerdMASTER). 

The Restore Database button will allow you to restore a backup prior to logging into the system. 



The New Database button will be disabled while the number or registered databases is equal to your 

licensed databases setting. This is two by default. You can purchase additional database licences from 

Saltbush. 

The Setup button contains information HerdMASTER uses to connect to your DBMS. These are advanced 

settings and should not be altered without the assistance of Saltbush Tech Support. 

General Concepts 

 

Database Setup 

Choosing a Working Location 
When you open up HerdMASTER it will ask you for the current location you are working on. You will be 

presented with a screen like below.  

 

 

 

Simply choose the location you want to work on and press the OK button. 

 

 On this screen there are a few options.  
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The first is that you can check the box to make the location you choose your default location so that every 

time you log into HerdMASTER it will select the location you have set as the default.  

 

 

 

The other option on this screen is the always prompt for property. This option is very useful if you are 

always working on different properties. 

  

 

 

With this option the program will prompt you for the location you are using every time you open it up and 

will take care of animal movements for you when you record information on them.  

 

If you want to change the property you are currently using in HerdMASTER you can simply click on the 

Change Property Button and be taken to the same screen as above. 

 

Backup 
Step 1 

To backup your database you select File | Backup Data. 

.  

Step 2 

You will then be presented with the following screen.  



 

Step 3  

Select a location for the backup to be stored and then type in the name you want it saved as. When you 

have entered the backup name press the Save button and HerdMASTER will now do the backup and when it 

has finished it will give you the following screen when it is done.  

 

 

 

Restore  
There may be times when you are required to restore a database from the login screen. The restore wizard 

will guide you through this process. 
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Step 1 

When the wizard starts you will be asked to choose the backup file to restore. Click the ... button to browse 

for the backup file. 

 

 

 

HerdMASTER backups will have a .sbb file extension by default. 

 

 

 

Choose the backup file to restore and click Open. The wizard will analyse the backup file and display step 2. 

 

Step 2 

Choose the database to restore as; this is the database to restore the backup over. If you have less than two 

databases registered you can specify to restore as a new database.  



 

 

While the backup is being restored the following screen will be displayed to let you know there is a database 

operation in progress. 

 

 

 

The restore may take several minutes depending on the size of the backup. Once the restore operation is 

complete you will receive a message indicating the success or failure of the backup. 

 

 

The Setup Menu 

 

The Setup Menu is a vital part of HerdMASTER. This is where all of your program settings are stored, along 

with codes for locations, animal groups, procedures, traits and so on.  
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Each of the setup windows can be accessed by selecting the word Setup from the filemenu.  

 

Site Options 

Animal Groups  

Fate Codes 

Locations  

Management Groups 

Observation Codes 

Performance Groups 

Trait Codes 

Countries 

States 

Procedure Class 

Procedure 

Animal Filter 

Animal Worksheet 

 
 

Site Options 
 

The Site Options window allows you to customize certain aspects of the HerdMASTER system to suit the 

particular way you maintain your database.  

 

It is important to have this window set up correctly if you wish to gain the most from the program.  

To access the Site Options window:  

 

Select Setup | Site Options  



 

Options on the Program Settings TAB 

 

The Program Settings Tab Options 

 

The Program Settings Tab can be accessed by clicking on the word Program Settings at the top of the Site 

Options window.  
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Items on the Program settings tab are as follows:  

 

Record animal Birth Dates 

Require Obs code for animal weights/traits 

Show message box on validation error 

Calving Ease compulsory for adding calves 

Add Weights when adding new animals 

Show launcher on startup 

Prompt to confirm on program exit 

Turning Options On and Off  

Full Screen reports 

Use custom reporter 

Breed Society Setup code  

Open animals details in new windows  

Open Contacts in new windows 

First Visible tab on the animal details screen 

Second Visible tab on the animal details screen 

First Visible tab on the Contact details screen 

 

Record animal birth Dates 

The program will make entering a birth date compulsory for any animal that you add to the system.   

 

Require Obs code for animal weights and traits 

This will make entering an observation code compulsory for entering weights and traits. This needs to be on 

for stud breeders who want to submit any information to BREEDPLAN.  

 

Show Message box on validation error 

¢Ƙƛǎ ǿƛƭƭ ƎƛǾŜ ȅƻǳ ŀ ƳŜǎǎŀƎŜ ǿƘŜƴ ȅƻǳ ǘǊȅ ǘƻ ǊŜŎƻǊŘ ŀƴŘ ǇǊƻŎŜǎǎ ƛƴŦƻǊƳŀǘƛƻƴ ōǳǘ ŘƻƴΩǘ ƘŀǾŜ ŀƭƭ ǘƘŜ 

ƴŜŎŜǎǎŀǊȅ ŦƛŜƭŘǎ ŜƴǘŜǊŜŘΦ LŦ ȅƻǳ ŘƻƴΩǘ ƘŀǾŜ ǘƘƛǎ ǘƛŎƪŜŘ IŜǊŘa!{¢9w ǿƛƭƭ ƎƛǾŜ ȅƻǳ ǘƘŜ Ŝrror along the bottom 

line of the tool bar.  

 

Calving Ease compulsory when adding Calves 

This will make calving ease compulsory when adding new calves to the system.   

 



Add weights when adding new animals 

With this option checked HerdMASTER will prompt you to enter a weight when you add a new animal to the 

system.   

 

Show Launcher on Start up 

If the show launcher on start up is checked you will get the launcher screen every time you open up 

HerdMASTER. This screen tells you if new updates are available and what components you currently have 

registered or can trial in HerdMASTER.   

 

Prompt to confirm on program exit 

LŦ ǘƘƛǎ ƻǇǘƛƻƴ ƛǎ ŎƘŜŎƪŜŘΣ ǿƘŜƴ ȅƻǳ ŜȄƛǘ IŜǊŘa!{¢9w ƛǘ ǿƛƭƭ ŀǎƪ ȅƻǳ άŀǊŜ ȅƻǳ ǎǳǊŜ ȅƻǳ ǿŀƴǘ ǘƻ ŜȄƛǘέΦ ¢Ƙƛǎ 

ƻǇǘƛƻƴ ƛǎ ǾŜǊȅ ǳǎŜŦǳƭ ǿƘŜƴ ȅƻǳ ŀŎŎƛŘŜƴǘŀƭƭȅ ŎƭƛŎƪ ƻƴ ǘƘŜ ŜȄƛǘ ƻǇǘƛƻƴ ǿƘŜƴ ȅƻǳ ŘƛŘƴΩǘ ƳŜŀƴ ǘƻΦ  

 

Turning Options On and Off 

An Option is turned on or off by simply clicking in the check box to the left of the Option Title. This will either 

insert a tick or remove a tick. A tick indicates that the function has been turned on, whereas an empty check 

box indicates that the function is turned off.  

 

Note: Whenever you change a setting on the Site Options window you need to click on the SAVE button 

before the changes will be made. 

 

Full Screen Reports 

If this option is checked, when you Run a report the report will go to its maximum size automatically for you.  

 

Use Custom Reporter 

This option allows you to use the custom reporter in HerdMASTER.  

 

Breed Society Setup 

This is where you select the default breed society you are going to use in HerdMASTER. This is also the 

section HerdMASTER looks at when generating registration reports to go to your society/BREEDPLAN.  
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Open Animal details in new windows 

With this option checked HerdMASTER will open up a new details screen every time you select to go to the 

details section of an animal. If this option is not checked it will only ever open 1 details screen at a time. 

 

Open Contacts in New Windows 

With this option checked HerdMASTER will open up a new details screen every time you select to go to the 

details section of a contact. If this option is not checked it will only ever open 1 details screen at a time 

 

First visible tab on the animal details screen 

This option allows you to select the first tab you want to see when you open up the animal details screen. 

The most common option chosen here is the Additional Tab.  

 

Second visible tab on the animal details screen 

This option allows you to select the Second tab you want to see when you open up the animal details 

screen. The most common option chosen here is the Society Tab.  

 

First visible tab on the Contact details screen 

This option allows you to select the first tab you want to see when you open up the Contact details screen. 

The most common option chosen here is the Address Tab.  



Program Defaults site option TAB 

 

Items on the Program Defaults tab are as follows: 

 

ID formats 

Default Obs Codes 

New Animals defaults section 

 

ID Formats 

This is where you setup how you want your animal tag 

 

Default Observation Codes 

This option allows you to setup the default observation codes for particular animal age groups.  
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New Animal defaults 

These options allow you to enter some default information for new animals you are creating/entering in 

HerdMASTER. Having some defaults setup in here can reduce the amount of time spent entering animals. 

Program Default- 2 site option tab 

 

Items on the Program Defaults - 2 Tab are as follows:  

 

Calving Year Defaults 
Pregnancy Test Default Time Measurement 
Weight Ranges 
Default Traits 
AI/ET 
Weight Graph Defaults 
 



Calving Year Defaults 

This is where you can setup the default calving year you want to use when generating information for the 

society. 

 

Pregnancy Test Default Time Measurement 

This option allows you to setup the default time you record pregnancy test information.  

 

Weight Ranges 

This option allows you to enter ranges for particular weight measurements. If a weight is outside the range 

you have entered HerdMASTER will bring up a message letting you know. You can still record outside these 

ranges but it helps to pick up typing errors during weight entry. 

 

Default Traits 

This option allows you to setup default traits for particular traits. The traits are Calving Ease, Udder Score, 

Reason Code and Nursing Code. 

 

AI/ET 

This option allows you to enter a default Embryo age in days which is taken into consideration when 

embryos are implanted.  

 

Weight Graph defaults.  

This option allows you to enter a default birth weight for weight graphs. HerdMASTER will use this default 

ǿƘŜƴ ŀ ōƛǊǘƘ ǿŜƛƎƘǘ ŎŀƴΩǘ ōŜ ŦƻǳƴŘ ŦƻǊ ǎǇŜŎƛŦƛŎ ŀƴƛƳŀƭǎΦ 

 

 

Reminders site option tab 
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Reminders 

 

Reminders Tab 

 

The reminders tab allows you to set reminders against animals, contacts or just general reminders that will 

be displayed when you open the program. You can also set the number of days that you want reminders to 

be displayed.  

Matings site option tab 
 



 

Matings 

Warnings 
Advanced 
DTC Longevity Analysis 
 
Warnings 

This option allows you to setup a limit to the inbreeding you want to have in your animals.  

 

Advanced 

This option allows you to use the advanced BREEDPLAN mating options and enables the ability to extract 

and submit mating information to BREEDPLAN. 

 

DTC Longevity Analysis  

This option allows you use the advanced DTC longevity facilities in HerdMASTER. 
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Crush Side Recording Utility (CSRU) Tab 

 

 
Use Plug and Play(PnP) Devices 

Duplicate Procedure Mode 

Duplicate Trait Mode 

Record PregTests 

Show Preg Tests 

Allow Manual Induction 

Use Tag Buckets 

Require Sex  

Show Progeny 

Enable RFID Test Mode 

Overwrite Mob  

Overwrite Worksheet  

Require DOB 

Require VID when inducting new animals 



Auto-Generate VID from EID using the last digits 

Require Manual Save before allowing next scan 

Enable Induction Mode by Default 

 

Use PnP Devices 

Either enables or disables the Saltbush Plug and Play system. If this is unchecked during a session, you will 

need to close and reopen the main screen for the change to take effect.  

 

Duplicate Procedure Mode 

When recording procedures there may be a situation where the same procedure has already been recorded 

against an animal on the same day. In these situations users can have the program prompt them to see if 

they wish to add a second identƛŎŀƭ ǇǊƻŎŜŘǳǊŜ ƻǊ ǘƘŜȅ Ŏŀƴ Ψ!ƭǿŀȅǎΩ ŀŘŘ ǘƘŜ ŘǳǇƭƛŎŀǘŜ ǇǊƻŎŜŘǳǊŜ ƻǊ ǘƘŜȅ Ŏŀƴ 

ΨbŜǾŜǊΩ ŀŘŘ ŘǳǇƭƛŎŀǘŜ ǇǊƻŎŜŘǳǊŜǎΦ 

 

Duplicate Trait Mode 

When recording traits there may be a situation where the same trait has already been recorded against an 

animal on the same day. In these situations users can have the program prompt them to see if they wish to 

add a second identical trait ƻǊ ǘƘŜȅ Ŏŀƴ Ψ!ƭǿŀȅǎΩ ŀŘŘ ǘƘŜ ŘǳǇƭƛŎŀǘŜ traits ƻǊ ǘƘŜȅ Ŏŀƴ ΨbŜǾŜǊΩ ŀŘŘ ŘǳǇƭƛŎŀǘŜ 

traits. 

 

Record PregTests 

Either shows or hides the Preg test recording functionality of the screen. If this is unchecked you will not see 

the previous preg test info nor will you be able to record new preg test info. 

 

Show Preg Tests 

Displays a details table that shows Preg test history for the current animal. 

 

Allow Manual Induction 

When enabled shows an extra button at the top of the main screen that allows users to manually key in an 

EID, then the program imitates a scan event as if you just scanned the tag you typed in. This is useful if you 

know an EID but do not have the tag. 
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Use Tag Buckets 

If this option is checked, HerdMASTER will assign an NLIS number to the EID you have recorded matching on 

the tag bucket files you have stored loaded in to HerdMASTER.  

 

Require Sex 

If this box is checked then a sex will be required in order for you to add new animals to the system.  

 

Show Progeny 

Show Progeny displays an additional details table which shows the current animals progeny.  

 

Enable RFID Test Mode 

Is a support function that may assist in troubleshooting device connections. 

 

Overwrite Mob 

This option allows you to enter a mob name and then every animal you scan will be given that mob name.  

 

Require DOB 

If this option is checked then a Date of Birth(DOB) will be required before you can create a new animal with 

the CSRU. 

 

Require VID when inducting new animals 

With this option checked HerdMASTER will require you enter a visual ID for new animals in the CSRU. 

 

 Auto Generate VID from EID using the last digits 

This option allows you to generate a VID from the EID. You have the option in this screen to say how many 

of the last characters you use.  

 

Require Manual Save before allowing next scan 

This option will only let you scan the next animal when you have manually pressed the scan button. 

 



Enable Induction Mode by Default 

Un-checking this option will automatically create a new animal when you scan an EID that is not associated 

with any animals in your system.  

 

Manual Devices Tab 
 

 

 

The Manual Devices tab allows you to tell HerdMASTER which device you have plugged in and also allows 

you to say which com port each device is using. 

 

Entry Screen Colours tab 
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Changing the Screen Colours to improve contrast  

Users can adjust the colours of the Crush Side Recorder screen to allow for maximum visibility in situations 

where contrast is required to clearly see screen details, such as at the yards in direct sun light.  

 

The CSRU lets users change:  

¶ Screen Background colour: Which consists of the areas of the screen where there are no objects or 
controls. 

¶ Label Font Colour: Which is the font used for the labels that identify different components of the 
screen. 

¶ Table Backgrounds: The background colour of data tables behind any visible rows. 

¶ Table Font Colour: The font colour visible for data in the tables. 

¶ Table Row Background: The background of Rows in data tables. 

¶ Alternate Row Background: The background of every other row in each grid. 
 



When you have finished making changes you MUST click the Save button to save changes before closing the 

screen. If you need to undo any changes made since the last Save, click the Undo button. To close the screen 

click the X or the close button. 

Breed Specific Codes 

 

 
 

Breed specific codes are codes that will change when you choose different breed codes (i.e. you will be able 

ǘƻ ƘŀǾŜ ŀ ǎǘŀƴŘŀǊŘ ǎŜǘ ƻŦ /ƻŘŜǎ ŦƻǊ ŜŀŎƘ ōǊŜŜŘ ȅƻǳ ƘŀǾŜ ƛƴ ȅƻǳǊ ǎȅǎǘŜƳύΦ LŦ ȅƻǳ ŘƻƴΩǘ Ǌǳƴ ŘƛŦŦŜǊŜƴǘ ŎŀǘǘƭŜ 

ōǊŜŜŘǎ ƛƴ IŜǊŘa!{¢9w ǘƘŜǎŜ ƻǇǘƛƻƴǎ ǿƻƴΩǘ change for you. You can however add to these code lists.  

 

The codes that are Breed Specific are: 

Colour Codes 
Sex Codes 
Fate Codes 
Horn Status Codes 
Grade Codes 
Classification Codes 
Registration Codes 
Obs Codes 
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Setting up a colour Code 

 
 

1. Select Setup | Breed Specific Codes | Colour Codes 
2. Press the Add button type in the new colour code. 
3. When you have finished press the Close button. 

If you want to delete a code select the code you want to delete and then press the Delete button.  

 

Sex Codes 
 



 

 

You ŎŀƴΩǘ ŀŘŘ ƴŜǿ ǎŜȄ ŎƻŘŜǎ ǘƻ ǘƘŜ ǎȅǎǘŜƳΦ ¸ƻǳ Ŏŀƴ ƳƻŘƛŦȅκchange the name of existing sexes. 

 

 

Setting up Fate Codes 
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1. Select Setup | Breed Specific Codes | Fate Codes 
2. Press the Add button type in the new fate code. 
3. When you have finished press the Close button. 

If you want to delete an existing fate code select the code and then press the Delete button.  

 

NOTE: It is not recommended to change or delete an existing fate code especially when it is used by your 

Society/Association for registration purposes.  

 

Setting up Horn Status Codes 
 

 

 

1. Select Setup | Breed Specific Codes | Horn Status Codes 
2. Press the Add button type in the new Horn Status code. 
3. When you have finished press the Close button. 

If you want to delete an existing Horn Status select the code and then press the Delete button.  

 

Setting up Grade Codes 
 



 

 

1. Select Setup | Breed Specific Codes | Grade Codes 
2. Press the Add button type in the new Grade code. 
3. When you have finished press the Close button. 

If you want to delete an existing Grade code select the code and then press the Delete button.  

 

Setting up Classification Codes 
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1. Select Setup | Breed Specific Codes | Classification Codes 
2. Press the Add button type in the new Classification code. 
3. When you have finished press the Close button. 

If you want to delete an existing Classification code select the code and then press the Delete button.  

 

Setting up Registration Codes 
 

 

 

1. Select Setup | Breed Specific Codes | Registration Codes 
2. Press the Add button type in the new Registration code. 
3. When you have finished press the Close button. 

If you want to delete an existing Registration code select the code and then press the Delete button.  

 

Setting up Observation Codes 
 



 

 

1. Select Setup | Breed Specific Codes | Observation Codes 
2. Press the Add button type in the new Observation code. 
3. When you have finished press the Close button. 

If you want to delete an existing Observation code select the code and then press the Delete button.  

 

NOTE: wŜŘ [ƛƴŜŘ /ƻŘŜǎ ŀǊŜ ǎȅǎǘŜƳ ŎƻŘŜǎ ŀƴŘ ŎŀƴΩǘ ōŜ ŘŜƭŜǘŜŘΦ DǊŜȅ ƭƛƴŜŘ /ƻŘŜǎ ŀǊŜ ŎƻŘŜǎ ǘƘŀǘ ŀǊŜ ŎǳǊǊŜƴǘƭȅ 

used against some animals in the system. 

 

Treatments 

 

The treatments are used to record and monitor health and vet treatments and feedstuffs or stock foods 

consumed. Any number of treatment codes may be created, modified or deleted. The treatments data entry 

window is used to record and monitor information such as health and vet treatments, feedstuffs or stock 

foods consumed. Similar procedures are grouped into Procedure/Treatment types. For example all 



Doc-To-Help Standard Template Treatments  ¶  31 

veterinary-induced procedures carried out on an animal could come under the same class, as well as things 

like treatments.  

 

To access the Animal Treatment Data Entry window:  

 

Select Data Entry | Animal Treatments  

                      or  

Select the Data Entry Icon on the toolbar.  

 

Setting up Treatment/Procedure types 
 

1. Select Setup | Treatments | Setup Treatment Types 
2. Press the Add button and type in the Treatment type you want to create. 
3. When you have finished press the Close button. 

 

 

 

Setting up Treatments 
 



1. Select Setup | Treatments | Setup Treatment codes 
2. Choose the procedure/treatment type you want to add the new procedure/treatment code for. 
3. Press the Add button and type in the Treatment/procedure code you want to create. 
4. When you have entered the new code continue to fill out any additional information you want to 

record on the Procedure code details section. 
5. When you have finished press the Close button. 

 

 

 

To delete a treatment/procedure code select the code you want to delete and press the Delete button on 

the side tool bar. 

 

Setting up Treatments Batches 
 

1. Select Setup | Treatments | Setup Batches 
2. Choose the procedure/treatment type you want to add the new batch for. 
3. Choose the procedure/treatment you want to add the new batch for. 
4. Press the Add button and type in the batch code you want to create. 
5. When you have entered the new batch code continue to fill out any additional information you want 

to record on the batch details section. 
6. When you have finished press the Close button. 

 



Doc-To-Help Standard Template Treatments  ¶  33 

 

 

To delete a batch code select the code you want to delete and press the Delete button on the side tool bar. 

 

Setting up Treatments template headers 
 

The Treatment template is used in the Crush Side Recorder and is used to record multiple treatments at the 

same time. For more information on how this works with the Crush Side Recorder please see CSRU help. 

 

1. Select Setup | Treatments | Setup Treatment Templates 
2. Press the Add button and you will be asked to enter a name for the template. 
3. If you want to see what treatments are in an existing template, or add new treatments to an 

existing, or new template press the Details button. 

4. When you have finished press the Close button. 
 



 

Treatment Administration Methods 
 

1. Select Setup | Treatments | Setup Administration Methods 
2. Press the Add button and you will be asked to enter a type of administration method you use for 

treatments.  
3. When you have finished press the Close button. 
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To delete an administration method select the code you want to delete and press the Delete button on the 

side tool bar. 

 

Trait Codes 

 

HerdMASTER provides the facility for you to record an unlimited number of traits against each animal. A 

trait can be anything that you wish to observe and record against your animals.  

Once recorded this information may be recalled at any time.  

 

Traits are recorded for comparative purposes. 

 

By recording trait information against your animals, you can evaluate how your animals compare to the 

standard in those animals.  

 

Some examples of traits include carcass measurements, fat scans, udder score, and scrotal circumference.  

 

The Traits Data Entry window allows you to record trait information against animals.  

 

To access the Animal Traits Data Entry window:  

 

Select Data Entry | Animal Traits  

                      or  

Select the Data Entry Icon on the toolbar.  



 

Setting up Trait Codes 
 

1. Select Setup | Traits | Trait Codes 
2. Press the Add button and type in the new trait code you want to start recording values for. 
3. When you have entered the new code you can enter some valid values by simply typing the value 

and then a comma (,). You can continue to do this for all the values you want to make valid values. If 
your values are a range of numbers i.e. 1-9 then you can type [1:9] this will give you a list of valid 
values from 1 to 9 without you having to type each one in as a valid value. 

4. When you have finished press the Close button. 
 

 

 

To delete a trait code select the code you want to delete and press the Delete button on the side tool bar.  

 

Note: ŎƻŘŜǎ ǘƘŀǘ ŀǊŜ ƛƴ wŜŘ ŀǊŜ ǎȅǎǘŜƳ ǘǊŀƛǘ ŎƻŘŜǎ ŀƴŘ ŎŀƴΩǘ ōŜ ŘŜƭŜǘŜŘΦ 

 

Setting up Trait Template Headers 
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The Trait template is used in the Crush side recorder and is used to record multiple Traits at the same time. 

For more information on how this works with the Crush Side Recorder please see CSRU help. 

 

1. Select Setup | Traits | Setup Trait Templates 
2. Press the Add button and you will be asked to enter a name for the template. 
3. If you want to see what traits are in an existing template, or add more traits to an existing, or the 

new template press the Details button. 

4. When you have finished press the Close button. 
 

 

 

To delete a trait header select the header you want to delete and press the Delete button on the side tool 

bar.  

 

Mapping program traits to standard ABRI Traits 
 

1. Select Setup | Traits | setup standard ABRI traits 
2. Choose the ABRI trait you want to map to a HerdMASTER trait.  
3. Click in the mapped trait box and choose the trait you want to map in HerdMASTER. 
4. When you have finished press the Close button. 

 



 

 

To delete a standard trait select the trait you want to delete and press the Delete button on the side tool 

bar.  

 

Note:  It is not recommended that any ABRI standard traits be deleted. 

 

Setting up Properties  

 

1. Select Setup | Properties | Setup Properties 
2. Press the Add button and you will be able to enter a new property name. If you know the NLIS 

information for this property you can enter it here. If you do you will be able to submit information 
electronically to the NLIS database.  

3. To add locations to the property you have created you can press the Location button and you will be 
taken to the location page. 

4. To setup the people who can access this property press the Access button and you will be able to 
give access to different users in your HerdMASTER. You can only modify access ability if you are 
setup as the administrator for that Herd.  

5. When you have finished press the Close button. 
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Setting up Locations 
 

1. Select Setup | Properties | Setup Property Sites 
2. Select the property you want to add new locations for and then press the Add button. 
3. Enter the new location name. 
4. When you have finished press the Close button. 

 



 

 

To delete a location select the location you want to delete and press the Delete button on the side tool bar.  

 

Setup Database 

 

The configure database option is where you can setup the HerdMASTER database to run locally or to run via 

a server. This option will never be needed unless you are experiencing difficulties connecting to a central 

server version and then will always be setup by a support consultant.  
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Setting up New Users 

 

Users are in the system to allow different people to login to the HerdMASTER system. There are a variety of 

different options you have when setting up a new user. 

 

1. Select Setup | Users | Setup Users 
2. Press the Add button and enter a username for the login. 
3. Press the Password button and enter the password you want to use for the username you have just 

created. 
4. To setup the access level for the username you have created press the Access button and you will be 

able to choose the properties you want that user to be able to access. 
5. When you have finished press the Close button. 

 

 

 

To delete a user select the user you want to delete and press the Delete button on the side tool bar. 

 



Setting up Animal Groups 

 

Setting up animals groups allows you to group together animals, which have something in common. These 

groups can be as detailed as you like and can relate back to any animal management activities that you may 

perform on your herd. This could be a sire group, sale group, birth year, family line, mating group, weighing 

group etc. Having the animals grouped makes it easier to generate filters, thus making it straight forward 

when wanting to view a specific group of animals at one time. 

 

Each animal on HerdMASTER can be entered into four separate group codes at once, so it is then possible to 

narrow down even further when looking for particular animals that may be a part of a larger group.  

 

To access the Animal Group Code Setup window:  

 

Select Setup | Animal Groups  
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Setup Contact Groups 

 

Setting up Contact groups allows you to group together contacts. These groups can be as detailed as you like 

and can relate back to anything that you may want contacts grouped by. Having contacts grouped makes it 

easier to generate filters. 

 

Each contact on HerdMASTER can be entered into two separate group codes at once, so it is then possible to 

narrow down even further when looking for particular animals that may be a part of a larger group. 

 

To access the Contact Group Code Setup window: 

 

Select Setup | Contact Groups  

 



Setting up Performance Groups 

 

A Performance Group code can be attributed to an individual animal's weight and/or trait records. The 

Performance Group code is used to group together animals that have been run under significantly different 

conditions to other animals, prior to weighing or measuring the trait. For example drought conditions or 

hand-fed high nutrition diet conditions.  

 

Performance Group codes are distinctly different from Management Groups. 

 

HerdMASTER allows you to keep a list of the performance group codes that have been used under Setup | 

Performance Groups.  

 

The performance codes are entered against weight and trait records when entering this information under 

Data Entry | Animal Weights and Data Entry | Animal Traits.  

 

To setup the performance group screen select Setup | Performance groups. 
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Setting up Management Groups 

 

The Management Group Codes allow you to group together animals which have something in common. This 

could be a paddock, sire group, sale group, show team, family line, mating group, blood line etc.  

 

Note: These Management Groups do not have any effect on data being submitted to BREEDPLAN. 

 

From within the Management Group Code Setup window, you may create, modify or delete group codes at 

any time.  

 

To access the Management Group Code Setup window:  



 

Select Setup | Management Groups  

 

 

Setting up RFID and Scale 
Devices 

 

Setting up Electronic ID in HerdMASTER is done via the Setup | RFID and Scale Devices menu. It is 

recommended that you call the Support desk to help you setup the devices you are using. 
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Setting up Weigh Graph 
Templates 

 

Weigh graph templates are used in HerdMASTER to graph weights for particular age groups. These are a 

very useful tool to see how a group of animals are going by age/weight. These graphs are shown on the 

ŀƴƛƳŀƭΩǎ ŘŜǘŀƛƭǎ ǇŀƎŜ ŦƻǊ ŜŀŎƘ ŀƴƛƳŀƭΦ  

 

To create a new weigh graph with different age in days calculations press the Add button and enter the new 

template and age information.  

 

To open the Weigh graph screen select Setup | Weigh Graph Templates. 



 

 

Setting up an Action Template 

 

The action template is a tool that has been designed with one simple purpose and that is to make entering 

multiple weights, traits or procedures as easy as can be. There are 2 steps in setting up an action template.  

 

Step 1 

 

Select Setup |Action Templates. You will be presented with the screen below.  
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To create new templates press the Add button. You will be asked to enter a name for the template. Then 

you have done this press the ok button. 

 

What you will need to do now is enter the weights, traits or procedures you want to record with this 

template. To do this you click on the template and press the details button. You will then get presented with 

the following screen. 

 

To add information to this screen press the Add button and you will need to  

1. Select the Relevant Template 
2. Click the Add Template Item button 
3. Click in the first blank cell of the column headed Line Type. A drop down menu is available, select 

relevant option (ie. Procedure, Trait or Weight). 
4. Click in the Name cell and assign the Template Line a name. 

 
a. Relevant if you have selected PROC as the Line type (see diagram on following page) 



 

1. Click in the Proc cell and select the relevant Procedure 
2. Click in the Cost cell and assign a value to the procedure 
3. If you have procedure batches setup select the relevant batch code. 
4. Assign a quantity of the procedure to be administered. 

 

b. Relevant if you have selected TRAIT as the Line Type. 

 

1. Click in the Obs cell and select the relevant Observation Code 
2. Click in the Trait cell and select the trait to be measured. 
3. Click in the Perf cell and select Performance group relevant to the animals measured. 

 

c. Relevant if you have selected WEIGHT as the Line Type. 

 

1. Click in the Obs cell and select the relevant Observation Code 
2. Click in the Perf cell and select Performance group relevant to the animals measured. 

Reminders 

 

Reminders have been incorporated into HerdMASTER so that you can set up particular events you want to 

be notified about. You can set reminders up against any animal, contact or just anything you would like to be 

reminded about. You can set reminders to run for a particular length of time and have them appear on a 

particular day. There are 2 ways a reminder can be cancelled these are by letting the reminder period run 

out or by marking the reminder as done. Some useful examples of reminders you can setup are for sending 

information to BREEDPLAN or submitting your registrations. When reminders are triggered the reminder 

screen will be the first screen you see when you open HerdMASTER and will be letting you know what you 

are due to do or what is due to happen.  
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There are 2 ways to view reminders in the system other than the screen that opens when they are due in 

HerdMASTER. The first is: 

 

1. Select Setup | Reminders | All Reminders. This will bring up a screen like below. 

 

2. The second is to select Setup | Reminder | Reminders for Today. This will give you a screen like 
below. 

 

 

Both of the reminder screens work the same way. To add a new reminder press the Add button. When you 

do this you will be able to enter the message you want to show up and the date you want the message to 

start and the day you want the message to end. 

 

²ƘŜƴ ȅƻǳ ǿŀƴǘ ŀ ƳŜǎǎŀƎŜ ǘƻ ǎǘƻǇ ŀƴŘ ǘƘŜ ǊŜƳƛƴŘŜǊ ƛǎƴΩǘ Ǉŀǎǘ ǘƘŜ ŜȄǇƛǊȅ ŘŀǘŜ ǎŜƭŜŎǘ ǘƘŜ ǊŜƳƛƴŘŜǊ ƳŜǎǎŀƎŜ 

you want to stop and press the Mark Done button. 



 

To view the list of reminders you have to do or that are coming up press the Report button and you will be 

able to print out a list with the reminders on it.  

 

To delete a reminder from the list select the reminder and press the Delete button on the right tool bar. 

 

Worksheets  

 

A worksheet is a powerful tool, unique to HerdMASTER. A worksheet allows you to group together a 

selection of animals/Contacts that may not necessarily have anything in common. Once you have created a 

worksheet you can continue to re-select that worksheet throughout HerdMASTER.  

 

Worksheets are more powerful than filters, as they allow you to not only select a range of animals/contacts, 

but also to select individual animals/contacts within that range. When you have a Worksheet selected on 

the Animal list window, the selection of animals becomes global throughout the program. That is, when you 

access the data entry windows, the animals within the Active Worksheet will be the animals that are 

displayed, this is the same for using the View/Edit windows and also when running reports.  

 

The animals that are displayed throughout the program can be changed by selecting from the Active 

Worksheet drop-down menu. The Active Worksheet option, "None Selected" means that All Information will 

be displayed, regardless of whether they are a member of a Worksheet or not.  

Some examples of Worksheets could include breeding groups, weaner groups, age groups of animals, etc.  
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A worksheet is best used as a management tool, like you manage your animals on the farm. Setup 

worksheets to group together animals that are weighed together, moved from pasture to pasture together, 

and have their health treatments at the same time, so that data entry is quick and easy.  

Note that any animal or contact can be a member of an infinite number of different worksheets.  

¶  

 
¶ Worksheets are created on the Animal List window.  

Select Animal | Animal List.  

¶ Once a worksheet is setup, it can be modified by selecting Setup | Worksheets. Then either 
select the contacts or animals worksheet you wish to modify. 

¶ Contact Worksheets are created in the Contacts | View/Edit Contacts screen 

¶  
 ¶ You can access the Worksheet Wizard by clicking on the Worksheets button on the Animal 

List or Contact list windows.  

¶  
 ¶ Note that you must select the animals/contacts to be added to the worksheet from the 

relevant screen before you can access the Worksheet Wizard. 

Creating New Worksheets 
 

Creating an Animal Worksheet 

1. Select Animal | Animal Listing or click on the  Icon on the Quick Select Toolbar  
 

2. Select all animals on the list by clicking on the  button.  
 
Or  
 
Select animals on an individual basis by clicking with the mouse to the left of the Animal Tag of the 
animals to be selected,  
Note: To select multiple animals, yet not all animals on the list, you will need to hold down the Ctrl 
key whilst clicking to the left of the Animal Tag  

 

3. Click on the Worksheet button to open up the Worksheet Wizard.  
 

4. You can nominate to Add these Selected Animals to an existing worksheet, by selecting the 
Worksheet Name from the Worksheet Name drop-down menu;  
 
Or 
  
You can create a new worksheet with the selected animals, by simply typing in the new Worksheet 
Name in the Worksheet Name field.  



 
5. Click on the Ok button to add the animals to an existing or new worksheet or click on the Cancel 
6. button to exit out of the Worksheet Wizard without making any changes. 

 

 

 

 

 

Creating a Contact Worksheet 

1. Select Contact | View/Edit Contacts or click on the  Icon on the Quick Select Toolbar  
 

2. Select all Contacts on the list by clicking on the  button. 
 
Or 
  
Select Contacts on an individual basis by clicking with the mouse to the left of the Contact Code  
Note: To select multiple animals, yet not all animals on the list, you will need to hold down the Ctrl 
key whilst clicking to the left of the Contact Code.  

 

3. Click on the Worksheet button to open up the Worksheet Wizard.  
 

4. You can nominate to Add these Selected Contacts to an existing worksheet, by selecting the 
Worksheet Name from the Worksheet Name drop-down menu;  
 
Or 
 

mk:@MSITStore:C:/NextGen/HerdMASTER.chm::/Add_worksheet.htm
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You can create a new worksheet with the selected Contacts, by simply typing in the new Worksheet 
Name in the Worksheet Name field.  
 

5. Click on the Ok button to add the contacts to an existing or new worksheet or click on the Cancel 
7. button to exit out of the Worksheet Wizard without making any changes. 

Adding Animals or Contacts to Worksheets 
 

Animals can be added to an existing worksheet by:  

1. Selecting the relevant animals from the Animal List. 

2. Clicking on the Worksheet button. 

  
4. Selecting the Worksheet Name that the animals are to be added to from the Worksheet Name 

drop-down menu. If you wanted to create a new worksheet simply type in the name of the 
new worksheet and HerdMASTER will create a new worksheet for you.  
 

5. Clicking on the OK Button to update the Worksheet with the additional animals. 

Contacts can be added to an existing worksheet by:  

1. Selecting the relevant contacts from the Contact Listing 

2. Clicking on the Worksheet button. 

  
4. Selecting the Worksheet Name that the contacts are to be added to from the Worksheet 

Name drop-down menu. If you wanted to create a new worksheet simply type in the name of 
the new worksheet and HerdMASTER will create a new worksheet for you.  
 

5. Clicking on the OK Button to update the Worksheet with the additional contacts. 

Removing Animals or Contacts from Worksheets 
 

Animals can be removed from an existing worksheet by:  

1. Selecting Setup | Worksheet and then select either the animals or contacts worksheet 
menu to open up the Worksheet Maintenance window.  

2. Select the relevant worksheet from the Selected Worksheet drop-down menu. The 
animals/contacts that are currently associated with the Worksheet will appear in the in 
worksheet list.  

mk:@MSITStore:C:/NextGen/HerdMASTER.chm::/Add_worksheet.htm


4. Select the Animals/Contacts for removal.  

5. With the animals/contacts to be removed from the Worksheet selected, click on the 
arrow that points to the right to transfer them across to the remove from the current 
worksheet list.  
 

 
 

6. To remove the selected animals from the current worksheet click on the Update 
button.  

 
 

Deleting a Worksheet 
1. Select Setup | Worksheet. Then either choose the contact worksheet or Animal worksheet.  

 
The Worksheet Maintenance Window will appear.  
 

2. Select the Worksheet you wish to delete from the Worksheet list.  
3. Using the mouse click on the Button entitled Delete and it will delete the worksheet for you. 
4. A display box will appear advising you of the successful deletion of the selected worksheet. 

 

Filters 

 

A Filter is a powerful tool, allowing you to group together a selection of animals/contacts that have 

something in common, whether this is a Group Code, disposal code for animals or Post code or state for 

contacts. Once an animal or contact is part of a Filter, you can continue to re-select the Filter to record 

information quickly or to quickly change details or records.  

 

mk:@MSITStore:C:/NextGen/HerdMASTER.chm::/delete_worksheet.htm


Doc-To-Help Standard Template Filters  ¶  57 

When you have a Filter selected that filter becomes global throughout the program. That is, when you 

access the data entry screens, the animals within the Active Animal Filter will be the animals that are 

displayed, this is the same for using the View/Edit screens and also when running reports.  

 

The information that is displayed throughout the program can be changed by selecting from the Active Filter 

drop-down menu. The Active Filter option, "All" means that All information will be displayed, regardless of 

whether they are a member of a Filter or not.  

 

Some examples of animal Filters could include breeding groups, weaner groups, age groups of animals, etc. 

Some examples of Contacts filters are postcode or state groups etc. A Filter is best used as a management 

tool, like you manage your information on the farm. Setup Filters to group together animals that are 

weighed together, moved from pasture to pasture together, and have their health treatments at the same 

time, so that data entry is quick and easy.  

 

Note: Any animal or contact can be a member of an infinite number of different Filters 

Create a New Filter 
 

A Filter is a powerful tool, allowing you to group together a selection of animals or contacts that have 

something in common. Once an animal or contact is a part of a Filter, you can continue to re-select that 

Filter throughout HerdMASTER.  

 

To Create an Animal Filter 
 

1. Select Animal | Animal Listing and click on the drop down arrow and choose Add/Update.  
 
Or 

2. Select Setup | Filtering | Animal Filter and click on the  button to create a new Filter 
Name 
 

3. Enter a name for the filter. This should be something that is easily recognizable to you. For example 
Heifers. 



 
4. Nominate the range criteria, for example, select a sex from the drop down box and then type 

Female in the data entry section. You can range on as many of the Filter Fields as required. Simply 

click the button and then choose the next selection criteria you want to range on. Do 
this until you have entered all the selection information you are after then press the close button. 

5. Click on the  button to finish creating the Filter 
 

6. You are now able to select the Filter Title throughout the program. 
 

NOTE: If you want to see what animals are in the filter before you close this screen press the Test filter  

To Create a Contacts Filter 
 

1. Select Contacts | View/Edit Contacts and click on the drop down arrow and choose Add/Update. 
 
Or 

2. Select Setup | Filtering | Contacts Filter and click on the  button to create a new Filter 
Name. 
 

3. Enter a name for the filter.  This should be something that is easily recognizable to you.  For example 
Australian clients. 

 

4. Nominate the range criteria, for example, select post code from the drop down box and then type in 
the post code you are after in the data entry section.  You can range on as many of the Filter Fields 

as required.  Simple click the  button and then choose the next selection criteria you 
want to range on.  Do this until you have entered all the selection information you are after then 
press the close button. 

5. Click on the  button to finish creating the Filter. 
 

6. You are now able to select Filter Title throughout the program. 
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NOTE: If you want to see what Contacts are in the filter before you close this screen press the Test filter 

Changing a Filter 
 

An animal Filter can be modified by:  

 

1. Select Animal | Animal Listing and click on the drop down arrow and choose Add/Update.  

Or  

 Select Setup | Filters | Animal Filter.  

2. Click on the drop down arrow on the field titled Selected Filter and choose the filter that you 

wish to modify from the list, or simply type the required filter name into this field.  

3. Make any required changes by selecting the relevant fields. If you wish to remove parts of the 

filter select the line you wish to remove and press the  button. 

4. Click on the Close button to update the changes to the Filter. 

  

A Contact Filter can be modified by:  

 

1. Select Contact | View/Edit Contacts and click on the drop down arrow and choose Add/Update.  

Or  

 Select Setup | Filters | Contacts Filter.  

2. Click on the drop down arrow on the field titled Selected Filter and choose the filter that you 

wish to modify from the list, or simply type the required filter name into this field.  

3. Make any required changes by selecting the relevant fields. If you wish to remove parts of the 



filter select the line you wish to remove and press the  button. 

4. Click on the Close button to update the changes to the Filter. 

Deleting a Filter 
 

A Filter is a powerful tool, allowing you to group together a selection of animals or contacts that have 

something in common, whether this is a Group Code or postcode etc. Once an animal or contact is a part of 

a Filter, you can continue to re-select that Filter throughout HerdMASTER.  

An Animal Filter can be deleted by:  

1. Selecting Animal | Animal Listing and select the Add/Update option in the filter menu.  

2. The Filter Maintenance screen will appear.  

3. Select the relevant Filter from the Selected Filter drop-down box.  

4. 

Click on the  button and then press the Close button. 

 A Contact Filter can be deleted by:  

1. Selecting Contact | View/Edit Contacts and select the Add/Update option in the filter menu.  

2. The Filter Maintenance screen will appear.  

3. Select the relevant Filter from the Selected Filter drop-down box.  

4. 

Click on the  button and then press the Close button. 
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Animal List 

 

The animal list is where you can view a full list of your animals. To get to the animal list you can select 

Animals | Animal List or you can press the Animal List button on the left hand side of the page.  

 

 

 

When you have selected the animal list you will be presented with the following screen  

 

 



 

Fields on the Animal list 
 

Search Term and Search Field  

These two fields are used together. You can select the Field you wish to search on in the search field and 

then type in the search criteria you are looking for in the search term. See pictures below for examples of 

fields you can search on.  

 

 

 

The Delete button 

The   button allows you to select an animal you wish to delete from your system.  

 

The Add Button 

The add button allows you to add new animals to the system.  

 

The Details Button 

¢ƘŜ ŘŜǘŀƛƭǎ ōǳǘǘƻƴ ǿƛƭƭ ǘŀƪŜ ȅƻǳ ǘƻ ŀƴ ŀƴƛƳŀƭΩǎ ƳŀƛƴǘŜƴŀƴŎŜ ǎŎǊŜŜƴ ǿƘŜƴ ȅƻǳ ƘŀǾŜ ƛǘ ǎŜƭŜŎǘŜŘ ŀƴŘ ǇǊŜǎǎ ǘƘƛǎ 

button. When you have an animal selected press the details button and go to the animals maintenance 

screen. 
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The Print Button 

The Print button will give you a quick list of your animals in the animal list that can be printed.  

 

The Change Button 

The change button allows you change information in bulk on a group of selected animals.  

 

The Pedigree Button 

The Pedigree button allows you to bring up a pedigree for the animal you have selected in the animal list.  

 

The Worksheet Button 

For information on the worksheet button and worksheets please see the worksheets section.  

 

Adding new animals to the 
system 

Adding new animals 
 

There are 2 ways you can add animals to HerdMASTER. The first is: 

1. Select Animals | Add Animal(s) you will be presented with the following screen.  
 



 

 

2. Fill out the information you want to record and then either press the Next Animal button if you have 
more to record, or press the Save and Finish button to exit the add animal screen.  
 

The second way to enter a new animal is via the animal list and to do this you: 

 

1. Select Animals| Animal List. You will get the screen below. 
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2. Press the Add button at the bottom of the screen and choose the Add Animal option.  
 

 

 

3. You will now be presented with the following screen. 
 



 

 

4. Fill out the information you want to record and then either press the Next Animal button if you have 
more to record, or press the Save and Finish button to exit the add animal screen.  
 

Adding new Calves  
 

There are 2 ways you can add Calves to HerdMASTER. The first is: 

 

1. Select Animals | Add Calf (Calves) you will be presented with the following screen.  
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2. On this screen choose the dam of the calf and the mating if there is one available. If there is no 
mating available you can choose the Record Without Mating option and you will be able to enter 
the calving information. When you have finished press the Continue button and you will be taken to 
the screen below with the dam information already filled in. The sire information will also be filled in 
if you have recorded that the calf was the result of a mating.  



 

 

3. Fill out the information you want to record and then either press the Next Animal button if you have 
more to record, or press the Save and Finish button to exit the add animal screen.  
 

The second way to enter new calves is via the animal list and to do this you:  

 

1. Select Animals| Animal List. You will get the screen below. 
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2. You can now press the Add button at the bottom of the screen and choose the Add Calf option. 
  

 

 

3. You will now be presented with the following screen. 
 



 

 

4. On this screen choose the dam of the calf and the mating if there is one available. If there is no 
mating available you can choose the Record Without Mating option and you will be able to enter 
the calving information. When you have finished press the Continue button and you will be taken to 
the screen below with the dam information already filled in. The sire information will also be filled in 
if you have recorded that the calf was the result of a mating.  
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5. Fill out the information you want to record and then either press the Next Animal button if you have 
more to record, or press the Save and Finish button to exit the add animal screen 

Animal Details 

 

The animal details screen is where you can view all the information entered on a particular animal. 

 



 

 

 

Animal Tag 

The Animal Tag is the main Animal Identifier within HerdMASTER, this field can be used to record the animal 

as you recognize it on the farm. The Animal Tag is a unique identifier consisting of up to 20 numbers and/or 

letters. 
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Sex 

Click on the drop-down menu to select the sex of the animal. Valid sex codes are: Female, Male, Steer. 

 

Birth Date (DOB) 

The date of birth of the animal is entered here. Type in the date of birth, or select the relevant date from the 

Calendar drop-down. It is not compulsory to enter a Birth Date. 

 

Sire 

This is the Animal Tag for the sire of the animal that is currently displayed on the Animal Maintenance 

window. If you need to modify the existing sire, you can click on the Browse Button to take you to the 

Sire Selection window, or simply type in the new Sire tag. Note that you can also double-click on the existing 

sire's Animal Tag to be taken to his Animal Maintenance window. 

 

Dam 

This is the Animal Tag for the dam of the animal that is currently displayed on the Animal Maintenance 

window. If you need to modify the existing dam, you can click on the Browse Button  to take you to the 

dam Selection window, or simply type in the new Dam tag. Note that you can also double-click on the 

existing dam's Animal Tag to be taken to her Animal Maintenance window. 

 

Breeder 

This is the Breeder of the animal that is currently displayed on the Animal Maintenance window. If you need 

to modify the existing Breeder information, you can click on the drop down menu and choose the breeder 

from the list. 

 

Rearer 

This is the Rearer of the animal. If you need to modify the existing Rearer information, you can click on the 

drop down menu and choose the Rearer from the list.  

 

Owner 

This is the Owner of the animal that is currently displayed on the Animal Maintenance window. If you need 

to modify the existing Owner information, you can click on the drop down menu or you can type in the new 

Owner Code. 



 

Prefix 

The Prefix refers to the stud name (ie. commonly the property name) of the animal. This field may contain 

up to 30 characters. 

 

Suffix 

The Suffix refers to the name of your animal, which may be a given name, (eg: Sally), or perhaps simply just 

the animal tag, (ie: S012), or a combination of the two. This field may contain up to 30 characters. 

 

Right Ear 

The Right Ear tattoo refers to the tattoo that you have in the right ear of the animal. This field may contain 

up to 20 characters. 

 

Left Ear 

The Left Ear tattoo refers to the tattoo that you have in the left ear of the animal. This field may contain up 

to 20 characters. 

 

National ID 

This field has 30 characters and is used to store the National identification number of the animal. 

 

Default ID 

This field will generally store your BREEDPLAN, (ie. NBRS BREEDPLAN), number if your Society is not 

integrated with BREEDPLAN. For members of Societies that operate with a herdbook system this field will 

store the membership identification plus the tattoo of the animal. 

 

Electronic ID 

This field may contain up to 50 characters and is used to store the Electronic ident of the animal. 

 

Society ID. 

This field my contain up to 50 characters and is used to store the Registration Number of the animal. For 

herdbook systems this field will be updated at EBV import time with the Society Identification of the animal. 
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Type 

Enter the appropriate mating type code from the drop down list or simply type in the required code. 

Usually:- 

A AI 

E Embryo 

N Natural 

 

Horn Status 

Enter the appropriate Horn status code from the drop down list, or simply type in the required code. 

Usually:- 

H Horned 

P Polled 

S Scurred 

 

Registered 

Use this field to indicate whether the animal is to be registered or not. Enter the Y, N or select these from 

the drop down list. 

 

Colour 

Allows you to enter the colour of the animal. 

 

Grade 

Allows you to enter the Grade of an animal. 

 

Classification 

Allows you to enter the Classification of an animal. 

 

Fate 

The fate of an animal is it's current status in your herd, (ie: alive, dead, sold for breeding, sold to abattoir, 

culled etc..). For example, a blank fate code is always used if the animal is alive and running around in the 

paddock. A code of P is always used if the animal is on file only to provide pedigree information and is not 



owned by you, ie: an AI sire. 

You may access a list of fate codes appropriate to your breed by selecting Setup | Fate Codes 

 

Fate Date 

The Fate date of the animal is entered here. Type in the disposal date, or select the relevant date from the 

Calendar drop-down. 

 

BGC (Breeding Group Code) 

The breeding Group Code allows you to select the breed of the animal eg Angus, Brahman, Hereford etc. 

 

Breed Code 

The breed Code allows you to record the breed codes for animals.  The breed code is generally made up of 4 

2 character codes eg Angus is AA and Herefords are HH etc. 

 

Trait Group 

The Trait Group allows you to group together animals which have something in common. This could be a 

paddock, sire group, sale group, show team, family line, mating group, blood line etc. 

 

Note: It is possible to keep notes about each animal in your HerdMASTER database. The animal notes are 

essentially information that is not stored anywhere else in the program. This could include show results, 

general observations or anything you care to enter. 

 

Group Codes 1-4 

The Animal Group Codes allow you to group together animals which have something in common. This could 

be a paddock, sire group, sale group, show team, family line, mating group, blood line etc. Having the 

animals grouped makes it easier to generate reports and create worksheets for data collection as they are 

easy to range upon. 

 

Note: These Animal Groups do not have any effect on data being submitted to BREEDPLAN.  
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An animal may be a member of up to two groups at the same time. You may use the drop-down menu to 

select an Animal Group code from the list shown, or simply type in the existing code. 

 

To add/modify/delete Animal Group Codes, select Setup | Animal Groups. 

 

Animal Group Codes may contain up to 20 characters in length. 

 

Breed Percentage 

The breed Percentage allows you to track the percentage of each breed that makes up the animal you are 

looking at. If you use breed % in HerdMASTER as soon as you add an animal to the system and select the sire 

or dam it will give you the breed % based on what the Breed % is for the sire and dam. This is a very useful 

tool if you are cross breeding a lot of cattle.  

 

Tabs in the animal details screen  
 

The tabs in the animal details screen allow you to view different information on the animal you have 

selected. Each tab will allow you to view a different lot of information. If you wanted to be able to view 

multiple tabs at the same time simply double click on the tab and it will open a new mini window with that 

tabs information in it. Please see a list of the available tabs in the picture below. 

 

 

 

Overview Tab  

The Overview tab allows you to view a weight graph of the selected animals history. This tab will also display 

some general information regarding total times weighed, days since last weight, and an estimated cost per 

kilo if you record costs against procedures given. 

 



 

 

Additional Tab 

The Additional tab displays extra information you can record against animals. This can be information like 

Group codes, grade classification and colour. 

 

 

 

Weights Tab 

Displays the weight history for the animal you are viewing.  
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Movements Tab 

Displays the movement history for the animal you are viewing.  

 

 

 

Traits Tab 

Displays all the traits for the animal you are viewing.  

 

 

 

 

 

 

Treatments Tab 

Displays all the Treatment/Procedures for the animals you are viewing.  


