
August Obstacles for In Hand Class 

 

1. Park your horse (time) – Mark an area 2m x 2.5m. Place markers midway down each long side. You have 10 

seconds to position the horse between the markers and to step out of the marked area. The horse must 

remain still for 10 seconds once you move away. You can hold on to the reins/rope but it must not be tight. 

Timing stops when the 10 seconds is up or when you or the horse move. 

 

2. Gate (style) – you can use your own gate or set up 2 upright poles/wings between 2 & 3 metres apart. Tie a 

rope between the uprights. Make sure the rope is not too long and is clear of the ground. 

 

3. S Bend (style) as diagram (width is 1m). Touching the poles is an effectiveness fault. Horse or rider stepping 

out of the S bend scores 0.  

                        

 

4. Corridor – (gait). Lay out a corridor of poles 8 m long and 70 cm apart. Touching the poles is an effectiveness 

fault. 

 

5. Rein Back (style) – make a corridor longer than the specified length and 80cm wide. Then mark out the 

specified length within this of 2m. The horse’s front feet must be over the front line of this measurement 

and you then rein back to beyond the second marker. Touching the poles is an effectiveness fault. 

 

6. Simulated mount (style within a time limit) – use the “Park your horse” area and place a mounting block 

along one of the long sides. Lead the horse up to the mounting block, step onto the block and reach over 

your horse’s back and give it a pat. To be done on the off side of the horse. Horse moving one or more feet 

is an effectiveness fault. From entering the area, giving the horse a pat and leaving the area you have 30 

seconds. Do not move the mounting block.  

 

7. Ditch (style) - place two poles on the ground 40cm apart. Can be negotiated at any pace.  Touching the poles 

is an effectiveness fault. 

 

8. Bending (gait) – set up a line of 5 cones or posts 6m apart. The line must turn through 90 degrees as shown 

on the course map.  Touching any cone/post is an effectiveness fault. 

 

9. Turnaround (style) – Mark out a box on the ground measuring 3m square. Lead your horse into the box at A, 

towards B then turn a full 360 degrees before exiting at the opposite side towards C. Must be done in walk.  

Knocking the sides whilst performing the turn, refusals or change of gait are effectiveness faults. Horse or 

rider stepping out of the area will score 0. 
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10. Side pass – (style) choose one of the poles from the rein back. The horse’s front feet are over the pole and 

they then must move sideways along half the length of the pole. Start at the half way point and move to the 

end. Touching the pole is an effectiveness fault. 

 

       End 

Judging notes 

All obstacles are judged on effectiveness i.e. did you perform the task requested with or without faults. Added to this 

score is either a style or a gait score.  The only exception is immobility. 

Style – Obstacles are marked on style and the judge is looking for free flowing movement, discreet aids and 

willingness of horse. For led obstacles, a “smile” on the rope or reins between you and the horse is ideal. 

Gait – scored on the gait you choose to use. If fault free for effectiveness (i.e. not touching poles or barrels) a walk = 

5 points, trot = 7 points and canter = 10 points. If led, walk = 7 points and trot = 10 points. If you change gait within 

the obstacle, you will get marked down. 

Time – e.g. mounting, immobility – these obstacles have a set time to complete your task. You have a set time to set 

up for the task then the task itself is timed. If you exceed the set up time then you score 0 for the obstacle. For 

immobility, you score 1 point for every second the horse stays in the circle with no rein contact. Mounting also has a 

style score. 
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