
 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
presented in order of utilization 



 

Warm Up Hunters 
 

 

 
Note: The drawn description of this pattern is intended only for the general depiction of the of the pattern. 

Contestants should use the space as needed to best exhibit their equines. 



 

Working Hunters 

 

 

 
 

Note: The drawn description of this pattern is intended only for the general depiction of the of the pattern. 
Contestants should use the space as needed to best exhibit their equines. 



 

Jumpers 
 

 

 
 

Note: The drawn description of this pattern is intended only for the general depiction of the of the pattern. 

Contestants should use the space as needed to best exhibit their equines. 
 



 
 

Dressage Tests 
 

 
 
 

English Dressage 

Open Donkey Dressage – 2023 USEF Training Level Test 3 

Open Green Mule Dressage – 2023 USEF First Level Test 1 

Open Bridled Mule Dressage – 2023 USEF Second Level Test 1 

Amateur Mule Dressage – 2023 USEF First Level Test 1 

Youth Mule Dressage – 2023 USEF Training Level Test 3 

 

 

Western Dressage 

Open Donkey Dressage – WDAA 2022 Western Dressage Basic Level Test 4 

Amateur Mule Dressage – WDAA 2022 Western Dressage Level 1 Test 1 

Open Green Mule Dressage – WDAA 2022 Western Dressage Level 1 Test 1 

Youth Mule Dressage – WDAA 2022 Western Dressage Basic Level Test 4 

Open Bridled Mule Dressage – WDAA 2022 Western Dressage Level 2 Test 1 

 

 

 

 

 

 

 

 

 



 

Super Reinsmanship    
 
 

 



 

Timed Obstacles 
 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

Be ready at start. Walk or trot only. After passing the starting line, the driver proceeds through 
each obstacle in order to the designated finish line. Course faults are assessed as penalty seconds 

and added to the driver’s elapsed time. Placings are determined on a low total time basis. 

 
Note: The drawn description of this pattern is intended only for the general depiction of the of the 

pattern. Contestants should use the space as needed to best exhibit their equines. 
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Progressive Obstacles 
 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

 

 

Be ready at start. Trot only. Obstacle clearance decreases with each set. After passing the starting 

line, proceed through each obstacle in order. Time to be recorded when an obstacle is dislodged, 

there is a break in gait or when the rear axle clears #6. Points are accumulated to that point count. 
For a disobedience, for going off course or for a groom down, points are accumulated to that 

point count; however, no time will be recorded. Two points will be given for each set of obstacles 
cleared. No points given for dislodged obstacles. Placings are determined by points in descending 

order with ties for points broken by fastest time. Entries with accumulated points and no 
recorded time are placed after those with equal points and recorded times. 
 
Note: The drawn description of this pattern is intended only for the general depiction of the of the 

pattern. Contestants should use the space as needed to best exhibit their equines. 
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Gambler’s Choice Driving 
 

 

 

 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Be ready at start. Choose obstacles in any order. Maximum time allowed is 150 seconds. A whistle 
will signal thirty seconds remaining. Bridge may be crossed from either direction at a walk. For 

the pole bump, start with carriage outside the box. Back to the rear pole and bump off. Approach 

the L and walk or trot through. Approach the barrel with basket on driver’s left side. Take basket 

through weave starting to left of first cone. Leave basket on barrel at opposite end. Basket must 
remain on barrel when leaving. Approach the barrel with can on driver’s left side. Take can to the 

other barrel and leave. Can must stay on barrel when leaving. Approach the barrel with bean bag 
on the driver’s left side. Pickup bean bag at first barrel and toss in basket. If the basket tips over 
with bean bag still inside, points count.  

 
Note: The drawn description of this pattern is intended only for the general depiction of the of the 

pattern. Contestants should use the space as needed to best exhibit their equines. 

L - 100 pts 

Basket Weave - 100 pts 

Bridge - 50 pts Pole Bump - 200 pts 

Start Finish 

Can Delivery - 100 pts 
Bean Bag Fling - 250 pts 



 

Teamster Delivery Challenge   
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Be ready at start. Exhibitors must cross the starting timers at a walk and may not break 
their gate above a strong trot. The driver is to come to a complete stop prior to the swamper 
dismounting wagon and remain at a stop until the swamper is mounted back on the wagon with 

the cargo. Cargo to be loaded in order (A, B, C) and delivered as follows: Item A is to be dropped at 

B, Item B is to be dropped at C, Item C is to be dropped at A. The wagon may not proceed until the 
swamper is aboard. Time stops when the vehicle clears the finish line. 
 
Note: The drawn description of this pattern is intended only for the general depiction of the of the 

pattern. Contestants should use the space as needed to best exhibit their equines. 

Start/Finish 

A 

B 

C C 

B 

A 

Start/Finish 



 

In-Hand Trail 
 

 
 
 
 
 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

 

 

 

  

4 – Walk into chute. 

Back straight. 

2 – Jog 

serpentine. 

3 – Work gate as right 
hand push. 

Be ready at start. Equines shall work individually. Failure to negotiate the obstacles in the 
prescribed manner will result in a disqualification. 60 seconds per obstacle or three refusals are 

allowed prior to needing to move on. 
 
Note: The drawn description of this pattern is intended only for the general depiction of the of the 

pattern. Contestants should use the space as needed to best exhibit their equines. 

Start 

1 – Jog over 
poles and 

around cone. 

5 – Walk into box. 

360˚ turn right. Walk 

out of box and 

through ladder box. 

6 – Jog to bridge. Walk 

over poles and bridge. 
Pattern is complete when 

feet clear the bridge. 



 

 

Youth & Donkey Western Trail 
 

 
 
 
 
 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

 

 

 

  

2 – Jog 

serpentine. 

3 – Work gate as right 

hand push. 

Be ready at start. Equines shall work individually. Failure to negotiate the obstacles in the 
prescribed manner will result in a disqualification. 60 seconds per obstacle or three refusals are 
allowed prior to needing to move on. 
 
Note: The drawn description of this pattern is intended only for the general depiction of the of the 

pattern. Contestants should use the space as needed to best exhibit their equines. 

Start 

1 – Jog over 
poles and 

around cone. 

4 – Lope left lead into 
chute. Back straight. 

5 – Jog into box. 360˚ 

turn either direction. 
Walk out of box and 

through ladder box. 

6 – Jog to bridge. Walk 

over poles and bridge. 

Pattern is complete when 

feet clear the bridge. 



 

Green & Amateur Western Trail 
 

 
 
 
 
 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

 

 

 

  

5 – Back straight. 

2 – Jog 

serpentine. 

3 – Work gate as right 

hand push. 

Be ready at start. Equines shall work individually. Failure to negotiate the obstacles in the 
prescribed manner will result in a disqualification. 60 seconds per obstacle or three refusals are 

allowed prior to needing to move on. 
 
Note: The drawn description of this pattern is intended only for the general depiction of the of the 

pattern. Contestants should use the space as needed to best exhibit their equines. 

Start 

1 – Jog over 
poles and 

around cone. 

6 – Lope right lead 
through box, around 

and into box. Halt. 

4 – Lope left lead. Break to walk to 

walk into chute and through zig zag. 

7 – 360˚ turn either 
direction. Walk out of 

box and through 

ladder box. 

8 – Jog to bridge. Walk 

over poles and bridge. 
Pattern is complete when 

feet clear the bridge. 



 

Bridled Western Trail 
 

 
 
 
 
 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

 

 

 

  

5 – Back zig zag. 

2 – Jog 

serpentine. 

3 – Work gate as right 
hand push. 

Be ready at start. Equines shall work individually. Failure to negotiate the obstacles in the 
prescribed manner will result in a disqualification. 60 seconds per obstacle or three refusals are 

allowed prior to needing to move on. 
 
Note: The drawn description of this pattern is intended only for the general depiction of the of the 

pattern. Contestants should use the space as needed to best exhibit their equines. 

Start 

1 – Jog over 
poles and 

around cone. 

6 – Lope right lead 
through box, around 

and into box. Halt. 

4 – Lope left lead 
into chute. 

7 – 360˚ turn either 
direction. Walk out of 

box and through 

ladder box. 

8 – Jog to bridge. Walk 

over poles and bridge. 
Pattern is complete when 

feet clear the bridge. 



 

Bridled & Green Working Cow, 

Intro to Boxing 

 

 

 

 

 
Note: The drawn description of this pattern is intended only for the general depiction of the of the pattern. 

Contestants should use the space as needed to best exhibit their equines. 



 

Gambler’s Choice Western Trail 
 

 

 
 
 
 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

 

 

Be ready at start. All equines will have the same amount of time to earn points within the time 
allowed. Each obstacle may be ridden twice but not in succession. If ridden a third time, no points 
will be awarded. If any obstacle is disturbed, no points will be awarded and said obstacle shall 
not be re-ridden. If obstacle is not disturbed but equine steps off or out of the lines, zero points 

will be awarded. Obstacle can be attempted again after proceeding to a different obstacle first. 

There shall not be partial points awarded. The judge will declare obstacle dead by sounding a 
whistle once. Time is finished when double whistle is sounded. Rider may finish the current 

obstacle they are working if started prior to whistle blowing. 
 

Note: The drawn description of this pattern is intended only for the general depiction of the of the 
pattern. Contestants should use the space as needed to best exhibit their equines. 

20 points – Open 
gate, walk through, 

close gate, either 
direction. 

35 points – Pick up 
object, jog over poles, 
place object on other 

barrel, either direction. 

50 points – Lope 
all four sides of 
square without 

breaking gait, lead 

not judged. 

15 points – Walk 
over bridge long 

way, either 

direction. 

25 points – Jog 
over all four poles 

without breaking 
gait, either 

direction. 

40 points – Walk 
through haunted 

swamp, either 

direction. 

45 points – Walk 

over teeter 

totter, either 
direction. 

35 points – Drag log at a walk 
around barrel to the left, cross back 

over your own path and replace. 



 

Western Riding 

 

 

 
 

Note: The drawn description of this pattern is intended only for the general depiction of the of the pattern. 

Contestants should use the space as needed to best exhibit their equines. 



 

Mulemanship 
 

 

 
 

Note: The drawn description of this pattern is intended only for the general depiction of the of the pattern. 
Contestants should use the space as needed to best exhibit their equines. 



 

Amateur & Amateur Walk/Jog 

Showmanship  
 
 

 
 
 

Note: The drawn description of this pattern is intended only for the general depiction of the of the pattern. 
Contestants should use the space as needed to best exhibit their equines. 

Be ready at start. 

Walk halfway from A to B. 

Trot to and around B and to the Judge. 
Stop and back four steps. 

Walk to Judge and set up for inspection. 
When dismissed, perform a 270˚ turn and trot away. 



 

Youth & Youth Walk/Jog 

Showmanship 
 

 
 

 
 
 
 
 

Note: The drawn description of this pattern is intended only for the general depiction of the of the pattern. 

Contestants should use the space as needed to best exhibit their equines. 

Be ready at start. 
Walk from A to B. 
Trot around B and to the Judge. 

Stop and set up for inspection. 
When dismissed, perform a 270˚ turn and walk away. 



 

Using Ranch 

 
 

 
 

 
 
 
 
 
 

 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 

 

  

#2 Walk or trot to trailer. Dismount. 

Load mule. Shut door. Open door. 

Unload mule. Close trailer door. 

Mount from off side. 

Be ready at start. Time starts when rider crosses the start line. A five-minute time limit will be 
enforced to complete as many of the obstacles as possible. Each obstacle is scored accordingly 

with deductions given for faults. The exhibitor with the highest point total in five minutes will be 
the winner. If a tie occurs, the total time taken to cross the start/ finish marker will determine the 
winner.  

 
Note: The drawn description of this pattern is intended only for the general depiction of the of the 

pattern. Contestants should use the space as needed to best exhibit their equines. 

#1 Pickup slicker. 

Sidepass left. Sidepass 

right. Return slicker. 

#3 Walk to log drag. Drag 

log clockwise around 

cattle pen and return. 

#4 Walk or trot to 

gate. Work gate. 

#5 Lope left lead 

around bridge. Walk 

to and over bridge. 

#6 Trot to mailbox. 

Retrieve mail then 

replace. 

#7 180˚ turn to the right. 

Back through logs. Pattern 

is complete when front legs 

clear logs. 
Start 



 

Log Skidding     
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Be ready at start. Time starts when the mule’s nose crosses the starting line and continues until 

the end of the log crosses the finish line. Contestants may start on either side of the first pylon, 

weave in a serpentine pattern to the last pylon, go around the end and weave back down the side 
in the same serpentine pattern and out the start finish markers. If the course is not driven 
correctly the contestant will be disqualified. Contestant must come to a complete stop after log 

crosses finish line and acknowledge judge. 
 
Note: The drawn description of this pattern is intended only for the general depiction of the of the 

pattern. Contestants should use the space as needed to best exhibit their equines. 

Start/Finish & Stop 



 

Reining 
 

 

 

 

 

 

 

 

 
Note: The drawn description of this pattern is intended only for the general depiction of the of the pattern. 

Contestants should use the space as needed to best exhibit their equines. 



 

Ranch Riding     
 

 

 
 

 
 
 
 

 
 
 
 

 
Note: The drawn description of this pattern is intended only for the general depiction of the of the pattern. 

Contestants should use the space as needed to best exhibit their equines. 

Walk. 

Trot serpentine. 

Lope left lead around the end of the arena and then diagonally across the arena. 

Change leads (simple or flying). 

Lope right lead around end of arena. 

Extend lope on the straight away and around corner to the center of the arena. 

Collect to a trot. 

Trot over logs. 

Stop. 360˚ turn each direction (either direction first). 

Walk, stop and back. 



 

Bridled Working Cow FINAL 

 

 

 

 

 
 

Note: The drawn description of this pattern is intended only for the general depiction of the of the pattern. 
Contestants should use the space as needed to best exhibit their equines. 



 

Chariot Campfire Race    
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Be ready at start. Upon whistle or buzzer, fire starter will load up on the chariot and when fully 
mounted, the driver may begin. Racers will compete the set course and at the finish, chariots are 

to come to a complete stop. The fire starter will dismount and start their campfire. Fire must be 
seen from top of bucket which will stop time. 
 
Note: The drawn description of this pattern is intended only for the general depiction of the of the 

pattern. Contestants should use the space as needed to best exhibit their equines. 

Start Start 

Campfire 
Finish 


