HopseMAVSHIP W /T
SHOWMANSHAP  IN-HAND

staRl &

Iz SKRlW
2: Jog CrRUEL



LoPSEMANSHIP  BEGINVER

[+ 104
2: HiGER GAROPP CIRKEL

3: 304
o sTo PP -RIGAA



HoRseMANSHIE  OPEN

3

JoG Tkt MITION —VANSTER CIRKEL

sTo PP viD KoW
GrloPP HogeR ClIRKEL

<ToPP - RYGHH



WESTERN RIDING BEGINNER—EEE ol [t

& T an e ----—-!-~
. <

[4
o r""S\

/ |
1: ° %; ar::'g::::

TN

ol B K LY P ———

lo IE

1.  Skritt, dver bommen
2. Overgang till tray, serpentin i trav

4. Avbrott till trav
5. Rid forbi mittmarkeringen, stop och rygga tillbaka Gver mittmarkeringen
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Skritt, 6ver bommen
Overgang till trav, serpentin i trav .
Galoppfattning hd ger galopp

Passage av bommen i galopp

Avbrott till trav
Rid f6rbi mittmarkeringen, stop och rygga tillbaka
Over mittmarkeringen.




WESTERN RIDING MONSTER NR 10
1. Skritt, 6ver bommen
2. f)vergano till trav, serpentin 1 trav
3. Galoppfattning héger galopp
4. Forsta galoppombytet
S. Passage av bommen i galopp
6. Andra galoppombytet
7. Avbrott till tray '
8. Rid forbi mittmarkeringen, stop och rygga tl]lbakal
over mittmarkeringen.
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YouTH £ BeGINNER

REINING PATTERN A

Appraved only for Level | Youth & Amateur, Youth i3 & Under

FINISH

Horses.may walk or jog to the center of the arena. Horses must walk or stop prior to sfarting the partem. Beginning at the center of

the arena facing the left wall or fence.

1. Beginning on the left lead, complere two circles to the left. Stop at the center of the arena. Hesitatc.

2. Gomplete two spins to the left. Hesitate.

3. Beginning an the right lead complete two circles to the right. Stop at the center of the arena. Hesitate,

4. Complcte two spins to the right, Hesitate.

5. Beginning on the left lead. go around the end of the arena, run down the right side of the arena past center marker, stop and roli
back right.

6. Continue around the end of the arena to run down the left side of the arena past the cenrer marker. Stop. Back up. Hesitate to

demanstrate completion of the pattern.
Revised 01202



REINING PATTERN 5 oven
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Horses may walk or jog to the center of arena. Horses must walk or stop prior to starting pattern. Beginning at the center of the arena
facing the left wall or fence.
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Beginning on the left lead, complete three circles to the left: the first two circles large and fast; the third circle small and slow, Stop
at the center of the arena. Hesitate.

. Complete four spins to the left. Hesitate.
. Beginning on the right lead, complete three circles to the right: the first two circles large and fast; the third circle small and slow.

Stop at the center of the arena. Hesitate.

. Complete four spins to the right. Hesitate.
. Beginning on the left lead, run a large fast circle to the left, change leads at the center of the arena, run a large fast circle to the

right, and change leads at the center of the arena. (Figure 8)

. Continue around previous circle to the left but do not close this circle. Run up the right side of the arena past the center marker and do a

right rollback at least twenty feet (six meters) from the wall or fence—no hesitation.
Continue around previous circle but do not close this circle. Run up the left side of the arena past the center marker and do a left
rollback at least twenty feet (six meters) from the wall or fence—no hesitation.

. Continue back around previous circle but do not close this circle. Run up the right side of the arena past the center marker and do

a sliding stop at least twenty feet (six meters) from the wall or fence. Back up at least ten feet (three meters). Hesitate to demon-

strate completion of the pattern.
Revised 01-202I



