Showmanship

WITYouth, WIT Open, Green Horse, Inhand
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Begin at A
1. Walk until even with judge
2. Trot circle to left and half way to judge
3. Break to walk, Walk to judge
4. Set up for inspection
5. When dismissed, pivot 90*
6. Back 1 horse length
7. Pivot 270, exit at jog
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1. Walk until even with judge
2. Trot circle to left
3. Stop when even with judge
4. pivot 270* back one horse length, pivot 180
5. trot to judge
6. Set up for inspection
7. When dismissed, pivot 90*
8. Exit at jog as shown
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Working Horsemanship
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1.Walk three horse lengths
2.Jog half circle as shown
3.Extended jog two corners
4.Break to jog
5.Stop, 180 Right and back 4 steps
6.Jog until even with A
7.Sidepass one horselength left
8.Exit at walk or jog



Working Horsemanship
(reen Horse, L1 Adult Youth, Open
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Begin at A
1. Walk two square corners
N\ 2. Pick up right lead
3. Switch leads(Simple or flying)
4. Lope circle to the left
5. Stop, Pivot 270* right, Back one horse length
6 jog square corner and half of line
7. Extended jog two square corners
8 Break to jog
9. Stop, sidepass left
10. Exit at walk or jog
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* WalkTrot Classes Extend jog, do not ope @ o
* WalkTrot Green horse Classes Do ot pick up bucket e
*Justbreak fo walk and walk round harres, Noneed to stop) 7 g S
* Lead ine-Tottng and picking upthe bucket s optionl, ;—@)—'?%:“

*Youwilnot ain orlose points for trotting/not rotting i

1. Jog over logs and to box as shown
2. Stop outside of box, sidepass to center of box
3. Enter box, 270* left
4. Walk into chute
5. Back through as shown
6. Pivot 180* Right
7. Right lead over log
8. Break to jog around cones as shown
9. Stop at barrel, Pick up bucket and walk around barrels.
10. Replace bucket on the same barrel
11. Walk past barrels, Extend walk two corners
12. Break to walk, walk over bridge and exit
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