THE NATIONAL CAVALRY COMPETITION

 COMPETITION RULES AND SCORING

CLASS RULES – PART B

CLASS RULES are specific to each of the five mounted classes.  Scoring and breaking a tie will be explained under each class listing. Points (10-6-3-2-1) are given to eligible riders placing first through fifth in Classes I-V to determine high score and champion awards.

Class I - Mounted Saber Competition - Levels 1, 2 and 3
This class is a demonstration of the competitor’s skill with the saber over a prescribed course that will require engaging targets and negotiating various obstacles on course.  Method of scoring: Time and Faults.


a. The contestant’s base score is the elapsed time on course.

       

b. For each target missed – add 5.0 faults.

                
c. Failure to execute the proper cuts and strokes – add 5.0 faults.

  
d. For each refusal at an obstacle or target – add 5.0 faults.  Four (4) cumulative course
      
     refusals and/or runouts -- Elimination.


e. For each knock-down of an obstacle – add 5.0 faults.

         
   
f. Dropping the saber – Elimination.

          
g. Cutting the horse – Elimination.

                  
h. Leaving the line of the course or failing to engage the course in the correct order – Elimination.

                  
 i. Halting or backing (Loss of forward motion, other than a refusal) – add 5.0 faults. Four (4)

              cumulative occurrences or any one more than sixty (60) seconds – Elimination.


j. Targets that fall or pop prior to engagement will be engaged with the correct saber cut as if the

 
    target was there.  Failure to engage – add 5.0 faults.


k. If the event timer fails during a run, the competitor will be halted and allowed to try the course

 
    again without penalty.

          l. Knocking the timer over - Elimination

    
m. Passing through electronic timer, other than start and finish - Elimination.

n. Ties will be broken at the discretion of the judge.

  Class II – The Paul Scholtz Mounted Pistol Event – Levels 1, 2 and 3
        This class is a demonstration of the contestant’s skill in the use of the military revolver

         over a prescribed course.   The contestant will engage six (6) targets on a timed course. Method of

         scoring: Time and Faults.
   

a. For each target missed – add 5.0 faults.

               
b. For each refusal at an obstacle or target – add 5.0 faults.  Four (4) cumulative course refusals



    --Elimination.
                          c. For each knock-down of an obstacle – add 5.0 faults.
             d. Dropping the revolver – Elimination.
                          e. Leaving the line of the course or failing to follow the course in correct order – Elimination.
f. Halting or backing (Loss of forward motion, other than a refusal) – add 5.0 faults. Four (4)
   cumulative occurrences or one of more than sixty (60) seconds – Elimination.
                          g. Misfire at target – add 5.0 faults.  At judge’s request, Range Officer will inspect the misfired
                              weapon and inform the judge.  In the case of faulty cartridge, no fault will be added if the
                              weapon was directed at the correct target at the time of misfire, and in the opinion of the judge,

                              there is reasonable expectation that it would have scored a hit. Failure to cock the weapon is
                              not a misfire - scored as a miss.

            h. Targets that fall or pop prior to engagement will be engaged with the correct pistol shot as if the
                 target was there.  Failure to engage – add 5.0 faults. 
             i. If the event timer fails during a run, the competitor will be halted and allowed to try the course
                 again without penalty.       
j.  Knocking the timer over – Elimination.
                          k. Passing through electronic timer, other than start and finish – Elimination.
                         l. Ties will be broken at the discretion of the judge.
         Class III – The Harry Chamberlin Military Horsemanship Event - Levels 1, 2 and 3
              Military Horsemanship is a formal event, and riders are to wear the period uniform that was the then 
 
 equivalent of today’s Army Class A or the Marine Corps Service Alpha uniform. This class is a 
 
 
 demonstration of the contestant’s skill at military equitation and horsemanship at
 various gaits over a prescribed set of patterns in a 20m x 40m letter-marked arena. The basic test
 
 
 movements will include circles at trot and canter, halts, and transitions, stressing accuracy of test     
 
 figures, impulsion, obedience and free forward gaits. 
                      Level 1 - Trot work will be sitting or posting and should be on the correct diagonal if posting.

                       Incorrect canter leads, if not corrected, will be penalized.  Halts may be made through the walk.


          Circles will be 20m in diameter using the width of the arena.
       Level 2 - Trot work will be specified sitting or posting and must be on the correct diagonal if
        posting.  The canter must be on the proper lead.  Trot circles will be 15 m and canter circles will be
        20 m in diameter.  All movements and transitions should be accurate.
Level 3 - Trot work will be specified sitting or posting and must be on the correct diagonal if posting. The canter must be on the correct lead. Trot circles will be 10m and canter circles will be 15m in diameter.  All movements must be accurate, following directions printed on the test sheet.  Transitions must be smooth and accurate; horse should be fully obedient to the aids.


Saddles will be stripped and no weapons will be carried.
Method of Scoring:  Numerical points from 0 to 10 for each movement.  0 = not performed.  5 =      satisfactory.  10 = perfect. 

Some movements have a co-efficient of two (2) indicating a higher value score.

         a. Use of voice or clucking to horse - minus two (2) points each time.

                      b. Going off-course, first time – minus 2 points off final score; second time – minus 4 points;   

                           third time – Elimination.
             
           
         c. All four horse’s feet leaving the line of the arena - Elimination.

           
         d. At the bottom of the test sheet are collective remarks for scoring rider’s use of aids,

            
             obedience of horse to aids, military bearing and overall performance of horse and rider,

 
             scored from 0 – 10, with co-efficient of 2 for each.

         
         e. Ties are broken by the highest collective remarks score. If these scores are also equal, ties

                          are broken at the judge’s discretion.

 Class IV – The William Steinkraus Military Field Jumping Event - Levels 1, 2 and 3
        
Military Horsemanship is a formal event, and riders are to wear the period uniform that was the 
then equivalent of today’s Army Class A or the Marine Corps Service Alpha uniform. Contestant 
will demonstrate skill at negotiating fences over a prescribed course of plain and striped post and rails, 
gates, ladders and barrels on a relatively flat field.  A minimum of 30% of fences will be set at maximum 
height. All distances between fences are based on a twelve (12) foot stride, and may be altered for terrain, 
footing, speed or weather.
             Saddles will be stripped and no weapons will be worn or carried.

             Method of scoring:  Adding faults incurred.  Courses will be timed; however, time will be

             used only in the event of a tie.  Further ties will be broken at the discretion of the judge.

              Level 1 - Course of 6 - 8 fences at maximum height of 18 inches will be rolling and straight-forward 

              with at least two changes of direction.  Course may be taken at the trot or canter – walk is not
              recommended.

       Level 2 - Course of 8-10 fences of 24” height. Will have at least one in-and-out with                
             elements set 36 feet apart – this distance requires the horse to take two canter strides between the 
            elements.  If the second element is refused, both parts must be retaken. Course will have at least one    

            spread fence 2’ wide and at least two changes of direction.

             Level 3 - Course of 10 - 12 fences at maximum height of 2’ 9” will be tight requiring judgment and speed         

             control.  Will have at least one in-and-out with elements set about 24’ apart (one stride between fences);       

             course may include a bounce combination. If the second element is refused, both parts must be    

             retaken. Course will have at least one spread fence (oxer) 2’ 3” wide and at least two changes of direction.

             Scoring faults:

                        Knockdown – 4

                       Refusal - 4 

                        Run-out - 4


         Loss of forward motion - 4 

                        Unnecessary circling - 4 

                         Elimination:
                                         - Failure to cross the start line within 60 seconds.

  - 4 cumulative refusals or run-outs on course.

  - 4 losses of forward motion or one more than 60 seconds.

                                         - Riding off course.

                                         - Failure to complete the course and cross the finish line.

  - Jumping a fence other than during the judged competition.

                                         - Fall of horse or rider.

                                         - Passing through electronic timers other than start and finish.

         Ties will be broken by the shortest fault-free time. In the case of an identical number of faults and         

time, the tie will be broken at the discretion of the judge.
Class V – The Ray Thomas Combat Horsemanship Event – Levels 1, 2, and 3
      This competition is a demonstration of the contestant’s skill at military equitation and horsemanship.  It also      

      includes proper handling of the pistol, saber and carbine or rifle on horseback or dismounted.  The contestant     

      shall ride or walk designated stations of the course at the direction of the judge.  The judge may ask a  

      contestant questions about military commands, weapons and their function.  



Elimination:

· Dropping the saber, pistol, carbine or rifle.

· Leaving the course area.
· Fall of horse or rider.
      Ties will be broken at the discretion of the judge.
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