2022
ARENA HANDBOOK

PALO CEDRO RIDERS

PCR’s Playday and Obstacle Course Event Rules & Information
PCR sponsors Club-only playdays once a month January – August and OPEN playdays
September – November. We also normally have 1-2 Jumping Clear Rounds, 1-2 Obstacle
Courses, a poker ride, and various clinics throughout the year! Playdays will consist of two
(2) Performance (untimed) events, two (2) Gymkhana events and two (2) Fun Game events.
Pee-Wee events will be Walk/Trot and two (2) other Fun classes.
All members participating in playday or other equestrian events on Arena Grounds will sign a
yearly release of liability to be present on arena grounds.

Performance (Untimed) events
Pee-Wee Walk/Trot: class for young children, generally under the age of 8 years. An
adult can lead the horse in-hand, while the child that is judged sits on the horse and holds
the reins. The horse is shown at a walk and a trot, and the riding child is judged on their
equitation, limited to proper seat, leg and hand position. The judge may also ask the children
simple questions about themselves or their horse, primarily to gauge the child's poise and
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manners more than equine knowledge. The Pee-Wee child may also be unassisted without a
handler.
Musical Ground Poles: Riders will walk/trot/lope around the arena rail while the music
plays. When the music stops the last rider to have their horse over a ground pole will be
placed. This continues until the class has a winner.
Go as You Please: A variation of a traditional pleasure class. Only two gaits are ridden:
the walk, and the rider’s choice of gait (slow trot, posting trot, canter). The strategy is in
choosing the gait that will best show your horse’s ability
How High Can you go: Starting with a ground pole the class will go around the rail
and go over the rail. Any contact places until a winner is left. After each pass the pole will
get wider or higher.
Red Light/Green Light: Start with everyone along the starting line, When the judge
says, 'Green Light' everyone will move towards the finish line, When the judge says 'Red
Light' everyone must immediately stop. If players are still moving when the judge calls 'Red
Light', they are placed.
Simon Says: The judge will call out commands, if the command is not preceded with
“Simon says” the class will be disqualified if they follow the command. Class will place as
they make mistakes.
Showmanship: focuses on the exhibitor's ability to fit and show a horse at halter.
Judges evaluate the grooming and fitting of the horse and the expertise of the exhibitor in
presenting the horse to the best of his or her ability. Contestants must work a
predetermined pattern consisting of maneuvers such as walking, trotting, pivoting, backing,
and setting up. Horses may be tacked or not.
EGG AND SPOON RACE: The participants each get an egg on a spoon and it will be run
as a typical pleasure class – walk, trot and lope – although other maneuvers may be added.
The last person with an egg win. Can be played with tennis balls or potatoes or anything
else, just don’t let the horse eat it.
Mini Obstacle Course: Horses and riders individually navigate a series of trail obstacles
including any: backing through poles, picking up and carrying an object, navigating through
cones, riding without stirrups, riding over a low jump. Gaits judged: the walk. Entrants are
judged on the manners and performance of the horse while negotiating obstacles.
Trail Pattern: Horses and riders individually navigate a series of trail obstacles
including backing through poles, picking up and carrying an object, navigating through
cones, side passing, pivots. Gaits judged include the walk, trot, and canter. Entrants are
judged on the manners and performance of the horse and on their equitation skills as riders.
See Trail Pattern for instructions

For Walk/Trot
1.
2.
3.
4.
5.
6.
7.
8.
9.
10.
11.

Work gate
Walk to cones
Back thru cones
Walk to and over bridge
Trot to poles
Walk over poles
Trot to pole
Sidepass to right
Take mail out of mailbox
Sidepass to left
Walk out
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Ranch Pattern: Horses and riders individually navigate a series of trail obstacles
including any of backing through poles, picking up and carrying an object, navigating
through cones, side passing, pivots. Gaits judged include the walk, trot, and canter. Entrants
are judged on the manners and performance of the horse and on their equitation skills as
riders. See Ranch Riding Pattern for Instructions
Walk/Trot
1.
2.
3.
4.

Walk
Extended Trot
Collect Trot
Stop, 360 right

5. Extended Trot
6. NA
7. Continue extended trot
8. Collect trot

9. walk
10. Walk over logs
11. walk
12. Stop and back

Discipline Rail: Disciplined Rail is an advanced pleasure class which tests the skills of
both horse and rider, as they execute specific gaits, transitions and movements as requested
by the judge. In this class, competitors are asked to do things other than just go around the
rail- you may be asked to side pass, hand gallop, pivot, back up, roll back, lead change,
extend trot, counter canter (lope) etc.- The class is judged on performance and manners.
Competitors in this class can be dressed in either English or Western attire.
Walk/Trot/Lope/Lead: During this event the mounted riders walk from the start to a
predetermined point. They then turn and trot back, to the start, where they turn again, lope
to the same point as before, dismount and lead their horses back to the finish line. Judging
will be based on the rider’s equitation, control, and correctness for each gait and on ground
manners for the leading portion. Mounting block will be provided for use if needed to
dismount.
Pleasure: Which horse looks like the most pleasurable to ride? They should look
smooth, comfortable, agreeable, pleasant, fun, and easy to control. It is up to the rider to
make them look this way. Horses are judged at the walk, trot, and canter. Relax and SMILE
and have fun!
Equitation: Classes containing this word in the title means that they will be judging
the rider’s skills, form, balance, and control. An Equitation class would group riders together
in the ring while they perform the walk, trot, and canter in each direction.
Horsemanship/Equitation Patterns: The western horsemanship event is judged both on
how the horse performs for the rider and the rider’s skill. The judge: evaluates the rider’s
position and tests the ability of the rider and the horse to perform a prescribed pattern. The
class must work at all three gaits at least one direction of the arena. The ideal
horsemanship pattern is extremely precise with the rider and the horse working in complete
unison, executing each maneuver with subtle aids and cues. The following maneuvers are
acceptable in a pattern: walk, jog, trot, extended trot, lope or extended lope in a straight
line, curved line, serpentine, circle, or figure eight, stop, back in a straight or curved line,
turn or pivot, including spins and rollbacks on the haunches and/or on the forehand, side
pass, two-track, flying or simple lead change, counter canter, or ride without stirrups and a
back should be asked for at some time during the class.
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Walk/trot:
1.
2.
3.
4.
5.
6.
7.

Trot A to B
Stop at B and turn 90 degrees to left on forehand
Trot half circle to C
Continue trotting another half circle to D
At D walk a half circle to C and continue another half circle to B
Stop at B and back 4 steps
Perform a ¾ turn to right on hindquarters

Costume Parade: Judging will include best costumes in a variety of categories as well
as judging how the horse reacts to the costume and the other costumes in the arena. Judges
will be looking for a horse that is calm and mannerly and non-reactive to the costumes as
well as judging on the rider’s abilities to manage the horse at the walk and halt. This is the
only event where placings will not follow the standard placings outlined and all riders who
win a category will receive 1st place points. Costume categories: Scariest, Most Original, Best
Group, Funniest, Overall Best, and Best Couple.
Turkey Trot: For this race all the competitors line up at one side of the arena. When
the race starts the object of the game is to trot as fast as possible to the other side of the
arena. The first one to cross the line wins. If your horse decides to walk or canter when they
aren’t supposed to than you are placed.
Snail Race: Not all races are about speed. The snail race tests a rider’s control in any
gait. The object of the game is to go as slow as possible in a walk, trot, or canter. For this
event breaking gait from what the judge asked for will place the rider, otherwise the last
rider across the finish line will win the class.
Gymkhana Events
Big T: The rider crosses the start/finish line passing Pole 1 and then weaves poles 2 and 3.
After passing pole 3 the rider continues toward the inside of barrel 1, executes a turnaround
barrel 1, and then continues in a straight line to barrel 2. The rider executes the same turn
around barrel 2 and then proceeds to the opposite side of pole 3.
The rider weaves back
through the poles until he crosses the start/finish line.
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Birangle: This course requires two turns in the same direction around the two poles. The
rider crosses the start/finish line towards the inside of pole 1, executes a turnaround pole 1,
passes in a straight line towards pole 2, executes the same turns around pole 2, and then
rides back across the start/finish line.

Cloverleaf Barrels: The rider crosses the start/finish line and proceeds to the inside of barrel
1, executes a turnaround barrel 1, proceeds to the alternate side of barrel 2, executes a
turnaround barrel 2, proceeds to barrel 3, executes a turn in the same direction around
barrel 3, and then proceeds in a straight line back across the start/finish line.

Skill Barrels: The course requires two right turns and two left turns. Both turns around
barrel 1 shall be in the same direction and the turns around barrels 2 and 3 will be in the
opposite direction. The rider crosses the start/finish line towards barrel 1, executes a
turnaround barrel 1, continues to the alternate side of barrel 2, and executes a turnaround
barrel 2. The rider then proceeds to weave past barrel 1 to the alternate side of barrel 3.
The rider executes a turnaround barrel 3 and then continues past the back of barrel 1. The
rider then executes a turn at barrel 1 and continues back across the start/finish line.
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Hurry Scurry: The rider proceeds in a straight line over the jump(s), around the pole, over the
remaining jump(s) and back across the start/finish line.

Poles I: The rider crosses the start/finish line by passing pole 1, weaving the remaining poles
to pole 6, executes a turnaround pole 6 and then weaves back through the poles until
crossing the start/finish line.
Poles 2: The rider crosses the start/finish line by passing pole 1 and proceeds in a straight
line towards pole 6.
The rider then executes a turnaround pole 6, weaves the poles back to
pole 1, executes a turnaround pole 1, with all parts of the horse remaining on the course
side of the start/finish line, then weaves back through the poles to pole 6, executes a
turnaround pole 6 and then proceeds in a straight line back across the start/finish line.

Single Stake: The course requires a single turn around a single pole. The rider crosses the
start/finish line and proceeds in a straight line towards the pole. The rider executes a
turn around the pole and continues in a straight line back across the start/finish line.
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Speed Barrels I: The rider crosses the start/finish line, passes barrel 1, weaves the remaining
barrels until he reaches barrel 3. The rider executes a turnaround barrel 3 and then weaves
back through the barrels until he crosses the start/finish line.
Speed Barrels 2: The rider crosses the start/finish line, proceeds in a straight line to barrel 3,
executes a turnaround barrel 3, then weaves the remaining barrels back to barrel 1,
executes a turnaround barrel 1, with all parts of the horse remaining on the course side of
the start/finish line, weaves back through the barrels, executes a turnaround barrel 3 and
then proceeds in a straight line until he crosses the start/finish line.

Scramble Barrels: The rider crosses the start/finish line and proceeds past barrel 1,
executes a turnaround barrel 1 and proceeds to the barrel directly across, executes an
opposite turn around this barrel, proceeds to the barrel behind their first barrel,
executes the same turn as done on the first barrel, executes a turn around this
barrel, proceeds to the barrel directly across and executes an opposite turn around this
barrel, proceeds to the back barrel and executes a turn in the same direction, and then
proceeds in a straight line back across the start/finish line.

Gated Keyhole: Left- or Right-hand pattern may be used. Four Poles and 1 barrel are to be
used. The rider crosses the start/finish line and proceeds between the 4 poles, turns the
barrel either left or right, and proceeds in a straight line back across the start/finish line.
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Fun Timed Events
These are fun timed events where you may have to pick something up, drop something off,
and are not standardized. These events are also sometimes holiday or special event related
or themed. Pattern and description will be included in the monthly newsletters.

First
Second
Third
Fourth
Fifth
Sixth
No Place

11
9
8
7
6
5
0

Points/Awards
We have an annual high point award system based on points
accumulated at our monthly playdays. Points accrue throughout the year
and the presentation of High Point awards coincides with the annual
Christmas Party.

Points are accumulated as follows:
We are too small of a club to have speed divisions so instead our
categories are based on the rider’s age on the 1st of January of each
season! Our age groups are Pee-Wee (Assisted and Unassisted, 8 and
under), Youth (9-12), Juniors (13-17), Junior Senior (18-39), Senior (40-54),
and Golden Senior (55+). Each age division can have up to 6 placings that will get points
accumulated towards year-end awards.
Each age division is working towards year-end awards. We award overall High Point in each
age division for all riders (who qualify by riding at least 3 playdays) up to 5th place!
All year-end awards are accumulated on a one horse/one rider combination. Every rider must
declare the horse they will be using for their points at their first playday. Points will ONLY
be tracked for 1 horse per year, even though you may ride more than one horse at events.
Exceptions to the declared horse will be if that horse is sold, dies, or is lame. Riders may
speak with Arena Director and declare a new horse to accumulate points for the rest of the
year. This decision is at the Arena Directors discretion, but farrier or vet records may be
submitted as well for evaluation. In the case of a lameness exemption: To return to the
original horse after a period of lameness the Arena Director must be notified that the horse
is sound and able and will be the declared horse for that rider again.
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For OPEN events only, club members will place 1st-6th without giving weight to any nonmembers who may have placed for a ribbon or for open show series points. This is for yearend awards points only.
No-time rides will be defined as a ride that has been disqualified for either rider misconduct
or for going off course. Rider Misconduct that would result in a no-time ride. 1.Not
acknowledging the judge or waiting for the “Ride when Ready” signal before running event.
2.Hitting, whipping, striking, kicking the horse in any way in front of the cinch. 3.Not having
clear control of the horse during the event. Off-Course ride will be determined by Arena
Director or specific event judge appointed. Not completing the pattern as written will be an
off-course no-time. However, a rider that catches the mistake and corrects it can get a
timed ride as long as it is fixed before going on to the next obstacle or timing line.
Equipment Rules
For playday events you must have a saddle and bridle on the horse to ride in arenas and you
must be wearing boots and jeans or other appropriate riding attire. Western, Australian, or
English tack and equipment is allowed. Any equipment that is broken or unsafe will be
removed from use while on arena grounds, this is at the determination of the Arena
Director. Any rider not exhibiting control of the horse can be disqualified from competition
due to it being a safety hazard. This determination is at the Arena Directors discretion.
It is required that all youngsters participating on the grounds be accompanied by a
parent/guardian for the safety of everyone involved. No youngsters are allowed in the arena
on foot while horses are being worked for everyone’s safety. We understand that we cannot
require helmets for the youngsters, but we do encourage their use at events, again safety is
important to us and we are a family-oriented club.
Since we are an equestrian based club, its standard to either have a horse or to at least
have access to a horse to ride, however, everyone in the family is very important to us so
hopefully the whole family will come out to support those “horse crazy” members! All family
members on the application can help at events!

All members who help at each event NEED to check
in with Arena Director to make sure that I have
notated you on the list of people who have helped at events. If you
do not check in with me and work either the Arena or Snack Shack
you may not get credit! You can also make sure that your names are
listed on the rear side of the cash box forms for each event by
speaking with Snack Bar Director or Arena Director!
Missed work-days count as missed meetings to the club!

Feel free to check our website and social media
for reminders of meetings and club events!
www.palocedroriders.com  Facebook: @PaloCedroRiders
Any questions / comments / concerns / input / requests / etc.
Please contact:
Arena Director: Denise Lawes
Cell: 530-338-7777 (Text preferred)
Denise.lawes1985@gmail.com
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