
This book covers the conformation, statistics, and physical characteristics of Equestricraft horses,
explaining how these traits effect gameplay and how they are inherited.
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Horse Attributes



This page explains how Equestricraft's horses statistics (stats) function, what each stat controls in
terms of riding and competing your horse and how these stats are inherited through breeding.

There are two types of statistics you can see on your horses stats page. These are labelled as
"Stats" and "Indicators". This page is dedicated to the "Stats" portion of the horses stats page.
"Stats" are genetic values which are inherited from the foal's parents. Each stat has a maximum
value determined from birth. Foals will display a lower "Current Value" and "Base Value" when they
are born, this can be trained up to the genetic "Maximum Value".

For every stat, each horse has two hidden numerical alleles. The average of these alleles
determines the horses visible "Base value", and therefore the function. I.e speed, for each horse.
These values are passed down genetically through breeding, and players are only able to infer the
alleles of each parent by observing foals and their stats.

As mentioned in the overview:

Each stat has 2 alleles (e.g. Speed Allele A and Speed Allele B).
Alleles are hidden and cannot be directly viewed.
The visible "Base value" for each attribute is calculated as the average of both alleles.

Example

(These numerical values do not represent what values will look like in game, and are only used as
an example)

If a horse has:

Speed Allele A: 60
Speed Allele B: 80
The visible speed "Base Value" will be: 70. This results from the calculation (Allele
A+Allele B)/2 so in this case (60+80)/2
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The only way to potentially infer what alleles your horse might have is through breeding results.

When breeding two horses:

Each parent of the foal has a 50% chance to pass down one of their two alleles per stat.
Per stat, the foal receives one allele from each parent.
The foals "Base Value" for each stat is calculated from the average of those two inherited
alleles.

This means:

If you breed a mare and stallion with high stats, it does not guarantee foals with high stats
Two horses with average stats may produce foals that have a lot higher stats.

Example

(These numerical values do not represent what values will look like in game, and are only used as
an example)

If one mare has the following speed alleles:

Allele A: 20
Allele B: 90
The average, and therefore their "Base Value" for speed will be 55

And one stallion has the following speed alleles:

Allele A: 88
Allele B: 40
The average, and therefore their "Base Value" for speed will be 64

If you bred these two horses together, these are the possible stat combinations the foal could have
for their "Base Value" for speed:

Foal "Base Value" Outcomes Mare Allele A  Mare Allele B

Stallion Allele A 54 89

Stallion Allele B 30 65

In this case, you can see that if the foal inherits Mare Allele A x Stallion Allele A or Mare Allele A x
Stallion Allele B; the result is a foal with a lower "Base Value" than either parent. However if the
foal inherits Stallion Allele A x Mare Allele B or Stallion Allele B x Mare Allele B, the result is a foal
with a higher "Base Value" than either parent.

Inheritance Mechanics



There is a 25% chance of each combination of Alleles, so all results are equally as likely. So if you
breed two horses together multiple times, it is possible to see foals with drastically different stats.

A horses "Maximum Value" Can sort of be considered its training potential. It is the highest stat
level a horse can reach through training, on top of its base stats. This value is genetic and set at
birth. The maximum value is calculated using a hidden "Maximum Value Factor", which works just
the same as the calculation for base stats. It is determined by averaging two genetic alleles. This
factor cannot be seen by players.

The "Current Value" Is essentially just the current stat you have trained your horse to, out of the
maximum stat. Using this you can determine how much you have left to train your horse, alongside
looking at the training bar.

Training your horse up to this maximum value does not change a horse’s base stats or the base
stat alleles it passes on. It only affects how much a stat can be improved through training. Since
the "Maximum Value Factor" is genetic, some horses will be able to train higher than others, and
the alleles for "Maximum Value Factor" is passed down to foals. So its theoretically possible to
breed a horse that has a very high "Maximum Value" even if it is born with poor speed base stats.

The calculation for the horses "Maximum Value" is as follows. (You do not need to worry about this
part at all if you don't understand, you cannot ever see the Maximum Factor Value so it is not
important to understand, I have just included it for those that are interested about the calculations
behind the scenes)

1. Add 1 to the Maximum Value Factor
2. Multiply the result by the horse’s base stat

Example:
If a horse has a Speed stat of 0.9 and a "Maximum Value Factor" of 0.3:

0.3+1=1.3  1.3x0.9=1.17

This means the horse’s Speed can be trained up to 1.17.

After a foal’s genetics are calculated, there is a small chance for mutations to occur. These
mutations are rare and unpredictable, representing natural genetic variation rather than inherited
traits from the parents. Mutations may result in subtle changes to the foals stats, but never
anything extreme.

Maximum Value

Mutations

Stat Breakdown



Just to clarify, there are a few stats planned for future release that may slightly change how some
current stats affect a horse. While most of these changes are already planned, they have not yet
been implemented.

The adjustments will be minor and should not significantly impact your horses. When these
updates are released, an announcement will be made and this page will be updated with full
details. The changes mainly affect how stamina works, so there’s no need to worry too much for
now, however all these stats are always subject to change based on feedback and testing. Aside
from that, the current stats are as follows:

Below is a list of all current stats and the effect they have on your horse.

Speed

Controls:

Collected Canter
Canter
Extended Canter
Gallop
Fast Gallop

A horses speed stat determines a horse's maximum movement speed at the gaits mentioned
above. Horses with higher speed stats will therefore move faster and generally outperform slower
horses in disciplines like racing and other speed focused disciplines.

All other gaits' speed is universal across all horses.

Stamina

Controls:

All gaits

Stamina determines how long a horse can maintain gaits before slowing down or tiring. Low
stamina causes a horse to fatigue quicker and slow down.

Acceleration

Controls:

How quickly a horse builds speed after switching gaits

When a horse transitions from one gait to another (e.g. Walk to trot), the gait change occurs
instantly, but the horses actual movement speed increases gradually. A horse with higher

Current Stats



acceleration will reach the gaits maximum speed quicker than a horse with a lower stat.

Unlike acceleration, deceleration is consistent across all horses and is not affected by a stat.

Control

Controls:

Input frequency of pressing the W key required to maintain a gait

Control determines how often you must press the W key to maintain a gait. E.g. A horse with a
higher control stat's gait will flash red (requiring you to press the W gait to maintain it) more
infrequently than a horse with a lower control stat.

Steering

Controls:

Turn speed

Steering affects how quickly/sharply a horse can turn while moving. A higher steering stat allows a
horse to turn quicker than a horse with a lower steering stat.

Jump

Controls:

Jump height

Jump determines the maximum height (in blocks) a horse can jump over. A horse with a higher
jump stat can jump over a higher amount of blocks than a horse with a lower jump stat.

Intelligence

Intelligence is determined by genetics and age, and cannot be influenced by anything else. It
affects how a horse makes decisions and navigates its environment.

More intelligent horses are better at pathfinding and exploration. When wandering or searching for
other horses, they will make more effort to pathfind, find companions and consider a larger number
of nearby horses when choosing a potential mate. Less intelligent horses tend to focus only on
what is close to them.

Intelligence also affects breeding behaviour. Mares with higher Intelligence are more selective and
are less likely to accept breeding if they have already accepted many recent requests. Less
intelligent mares are more likely to accept breeding regardless.

Additionally, Intelligence influences how easily a horse can find a running group and how far it will
search for food. Smarter horses will look farther, while less intelligent horses will stick to nearby



options.

Memory

Memory is a genetically influenced trait that also changes with age. Young horses (under 2 years)
memory is capped at about 60% of their maximum Memory, while older horses (over 25 years)
memory is capped at about 70%. Aside from ageing, the only thing that can negatively affect
Memory is illness.

Memory controls how well a horse remembers past experiences and information. This includes
remembering where food containers were seen recently meaning that they are more likely to go
back there and eat, recognising other horses, and recalling previous interactions. Horses with
better Memory remember if they have interacted with other horses and how many times they
have. 

This directly affects behaviour. Horses that recognise familiar horses tend to show less frustration
and aggression, while poor recognition can increase both. Memory also plays a role in breeding
behaviour: horses are more likely to accept or pursue mates they remember having interactions
with in the past.



In Equestricraft, the training system is designed to reflect realistic progression; a horse cannot be
fully trained within a single ride or over only a few days.

Training activities increase the current value. Training yields diminishing returns. For example,
when a horse gains XP from jumping, performing additional jumps immediately afterward will grant
progressively less XP. Following a rest period, XP gains gradually recover and will eventually return
to their original level. This principle applies equally to jump, speed, acceleration, and stamina
training. 

Each minute of riding (in motion) yields 1 XP towards your player rank progression.

Methods of Training 

Jump: Increased through jumping activities. 

Acceleration: Increased by riding.

Speed: Increased by riding at a canter pace or higher. 

Stamina: Increased by riding at a canter pace or higher.

Increase Stats through
Training



Conformation describes a horse’s physical build and proportions, and is determined entirely
through genetics. Each of the 14 recorded body parts is controlled by two hidden alleles, which
are averaged to produce a final value. This value is then converted into a visible rating label
(e.g. Poor, Good), rather than showing raw numbers.

A horse’s overall conformation score is calculated by averaging all body part values. Once this
overall average reaches 60 (Ok) or higher, the horse begins receiving a stat bonus. This bonus
increases exponentially as conformation improves, meaning higher conformation and base stat
horses gain significantly greater benefits, up to a maximum increase of around 30% of their base
stat limits.

Conformation represents the physical structure and proportions of a horse. It is determined
genetically and influences overall performance through stat bonuses.

Each horse has 14 recorded body parts visible on their stats page:

Head
Neck
Body Length
Body Total Length
Body Height
Front Legs Length
Front Legs Angle
Hind Legs Length
Hind Legs Angle

Conformation
As this is a new system, it may be subject to player feedback and balance adjustments. As a
result, values such as the maximum 30% stat increase may change in future updates,
aslong side other aspects of conformation.

Additionally, you may notice that horses from the Sales Barn and your current horses have
generally lower conformation. This is intentional, designed to create a progression system
where players work towards breeding higher conformation horses rather than starting out
with  high conformation and therefore stat bonuses.

Overview

Conformation



Shoulders
Chest Width
Back
Hindquarters
Hooves

Each body part is controlled by two hidden alleles, functioning identically to stat genetics:

Each body part has 2 alleles (hidden)
The average of these alleles determines the final conformation value
These numerical values are not shown to the player
Instead, values are converted into descriptive labels

This means you will see ratings, not raw numbers, and must rely on breeding to understand
underlying genetics.

When breeding, there is a small element of randomness applied to conformation outcomes.

After a foal inherits one allele from each parent and the average is calculated for a body part, a
random variation between -5 and +5 may be applied to that final value.

This variation is applied per body part
It affects the final averaged value, not the individual alleles
The underlying inherited alleles remain unchanged
This can slightly increase or decrease the resulting conformation rating

This system introduces variability into breeding, meaning outcomes are not always perfectly
predictable, even with strong genetics.

Each body part is assigned a rating based on its averaged value:

0–39 → Very Poor
40–59 → Poor
60–69 → Ok
70–84 → Good
85–100 → Very Good

A horse’s overall conformation is calculated by averaging the numerical values of all 14 body part
values. This overall value determines whether the horse receives a stat bonus.

RNG

Conformation Ratings

Stat Bonuses



If a horse’s overall conformation reaches:

Ok (60) or higher

The horse will receive a bonus to all stats.

The bonus scales exponentially, not linearly
Higher conformation results in significantly larger increases
Bonuses are applied as a percentage increase to the horses base stats
Maximum bonus is currently capped at approximately 30%

Example

For instance, a horse with a base Speed stat of 1.5 that gains a 20% bonus from conformation will
reach a maximum Speed of 1.8 from conformation alone.

NOTE: Players are not shown the exact percentage increase, if conformation is increasing your
horses stats it will only display a message saying that conformation is boosting the horse’s stats,
and other factors may also contribute to the final maximum stats of your horse.

The following example shows how one body part (e.g. Shoulders) is inherited.

Parents Alleles:

Mare (Shoulders):

Allele A: 40
Allele B: 80

Stallion (Shoulders):

Allele A: 70
Allele B: 90

Possible Outcomes

Each foal inherits one allele from each parent, and the average determines the final
conformation value for that body part.

  Mare Allele A (40) Mare Allele B (80)

Stallion Allele A (70) (40 + 70) ÷ 2 = 55 (80 + 70) ÷ 2 = 75

Stallion Allele B (90) (40 + 90) ÷ 2 = 65 (80 + 90) ÷ 2 = 85

Conformation Breeding Example



Resulting possible ratings:

55 → Poor
65 → Ok
75 → Good
85 → Very Good

This is not including RNG. So each body part may vary from -5 to +5.

Key information

Each body part is inherited independently using the same system
Final values, and therefore the rating label, are based on averaging two inherited
alleles
Players only see the rating label, not the numbers
Breeding higher conformation horses increases the chance of producing better-rated
offspring
Strong conformation across multiple body parts is required to raise the overall
conformation score and receive a stat bonus.
There is an RNG element applied to each body part.


