
Ellerker TREC PTV talk round 

You have 15 minutes to complete the PTV course. Everything is optional. If you want to miss out an obstacle you must HALT at 

the obstacle, tell the judge you will be missing it out, and then ride on to the next one. If you are struggling with an obstacle and 

your horse is saying ABSOLUTELY NOT, don’t waste time on it, just move on to the next one.  

CHECK THE PTV MAP AT THE VENUE CAREFULLY 
Beware of rabbit holes – area marked on map after obstacle 7. Just after the area of rabbit holes there is a COMPULSORY WALK 
section.  This is where it is alongside a public footpath and you may not be able to see if a walker is approaching.  If you do NOT 
walk, you will be eliminated from this phase. The footpath does continue further - please be courteous to walkers and give them 
the right of way.  There is plenty of room – riders keep to the LEFT. 
 
Each obstacle is judged on effectiveness and style. Effectiveness faults cost three points each and include refusing, circling 

between obstacles, knocking a pole, stopping or changing pace within an obstacle. Some obstacles must be done in walk 

otherwise you will score 0 for the obstacle so if they start to jog you must bring them back to walk. If you step out of an 

obstacle, you will receive a score of 0 for that obstacle. 

Style points are awarded from -2 (very poor) to +3 (excellent) for consistent rhythm, balance, responsiveness to aids, calmness, 

correct position of rider. Bending, low branches and corridor base the style points on the lowest pace observed. 

The full rules for each obstacle are available on the TREC GB rulebook http://www.trecgb.com/rulebook.html 

Off to walk the course? Take a photo of this talk-round and the course plan on your phone so that you can refer back to them.  

1. Gate – line up parallel to the gate, with your horse’s head nearest the handle and heels to the hinge. The gate opens either way. 

To score perfectly you shouldn’t let go - your horse will need to stand while you take the rope fastening off the gatepost, move 

over for you to open the gate, pivot and walk calmly through the opening before backing up to allow you to fasten the gate 

again with the same hand. Each time you let go of the gate is an effectiveness fault (the rope counts as part of the gate), but you 

can still score some points if you push the gate right open, let go, walk through the big gap calmly and re-position, then hold on 

and close it. If it’s all going wrong just let go of the gate!  

2. Ridden incline – you should ride a straight line between the entry and exit flags, no zig-zagging. It’s up to you which pace to use, 

but you don’t get any extra points for going faster. Aim to keep a steady rhythm the whole way through, and stay in balance 

with your horse. 

3. Ridden Ditch – this can be jumped from walk, trot, canter or a standstill. If safe to do so, it can also be walked through. Pick 

something to look at on the horizon, don’t look in to the bottom of the ditch or your horse will think you have seen a hazard 

down there and may refuse.  

4. Ridden footbridge *Walk* - make sure you have a straight approach, nice positive riding and look at something on the horizon. 

If your horse isn’t sure then quietly let them sniff it first, before looking up and asking them forward.   

5. Ridden bank – you should complete the whole bank in the same pace. You will have to shift your weight slightly forwards on the 

up and slightly backwards on the down to remain in balance.   

6. Ridden S Bend *Walk* – to give you the best chance of getting round it, slow the walk down on approach and don’t try to turn 

too early. Remember that it’s only the horse’s feet that have to stay inside the poles, the head and neck can overhang – a quick 

glance down will let you know whether you have cleared the inside bar. On each bend, turn your head the way you want to go, 

and keep your chin up, don’t throw away the outside rein on the turn. Try not to stop, but it’s better to pause and regain 

balance than to end up stepping outside the poles. 

7.  Ridden Immobility - countdown from 10 will start as soon as your horse enters the circle. By 0 you must have dropped the 

contact. You can hold the buckle of the reins but there must be a loop in them, so if he puts his head down, move your hand 

forwards and down the neck to keep the reins slack. As soon as you have dropped the contact, the timer starts and each second 

that the horse stays within the circle with the reins slack will get you one point. If the reins become taut or the horse leaves the 

circle, the timer stops. If the horse is just shuffling around inside the circle, resist the temptation to use the reins and just use 

your voice ‘stand’, as you may just get a few extra points before he leaves the circle completely!  

*BEWARE rabbit holes & riding alongside public footpath with compulsory walk section after this obstacle* 

8.  Ridden corridor – here you have a choice of gaits. Walk scores a maximum of 5 points, trot maximum of 7, canter maximum of 

10. Each time a pole is knocked you will lose three points. Treat it like you would a jump – get them straight on the approach 

then look up, and ride away straight too – turning too soon risks them hitting a pole with a back leg. If you change pace, you will 

be judged at the lowest pace and penalised for breaking, although you can resume the original pace without further penalty. 

http://www.trecgb.com/rulebook.html


9. Bending - here you have a choice of gaits. Walk scores a maximum of 5 points, trot maximum of 7, canter maximum of 10. Think 

of just changing the bend rather than steering through, as you need to stay within the corridor of markers 2m either side of the 

poles and if you steer too much you will end up outside the markers. Most people go for a safe trot here. You can slow the trot 

to a jog, and it’s up to you whether you sit or stay rising. If you change pace, you will be judged at the lowest pace and penalised 

for breaking, although you can resume the original pace without further penalty.  

10. Low Branches – these will be set at 35cm above your horse’s withers for level 1. You have a choice of gaits, but if you haven’t 

done this before, stick to walk and try to practice the position in the warm up! Shorten your reins and push your hands forward 

& down the horse’s neck to maintain your contact, rotate your elbows to point to the floor (rather than propping you up off the 

neck) and lean forward and down. Put your head down one side of the horse’s neck and tuck your chin in – if you try to keep 

your head up to look where you are going, your hat will be the highest point and will knock the branches off. Keep your bum in 

the saddle and your legs forward so that you don’t tip forward off the horse’s shoulder. Talk to your horse to encourage them to 

stay in the pace you have chosen. If you change pace, you will be judged at the lowest pace and penalised for breaking, although 

you can resume the original pace without further penalty. 

Now ride up to somewhere near the led corridor, dismount, cross/run up your stirrups and either take the reins over the horse’s 

head or sort out your leadrope. If you use a martingale you must lead with a rope, not the reins. 

11. Led Corridor – you can walk for maximum of 7 and trot for maximum of 10. You must both face forwards and both go between 

the poles. Try putting your reins in to one hand and that hand behind your back to ensure your horse is directly behind you. If 

you change pace, you will be judged at the lowest pace and penalised for breaking, although you can resume the original pace 

without further penalty. 

12.  Led Trailer *walk* – both ramps will be down and there will be no partition. Your horse should follow slightly behind you & to 

one side on a loose rein, walking calmly through the trailer not rushing on or off. His muzzle should not overtake your shoulder.  

13. Led S bend *walk* – you both have to follow the course of bends in this obstacle. Stay in front of your horse (his muzzle should 

not overtake your shoulder) & swing your leading arm out wide on the bends to stop him overtaking you. Keep walking 

purposefully and try not to stop because if you stop he will either walk into you, get stuck halfway round a turn or end up 

stepping out of the obstacle to avoid you. 

14. Mount from block (nearside) – you have 25 seconds from the first footstep inside the mounting area to be on board with both 

feet in the stirrups. Whichever side you lead in from, try to establish a square halt before getting on. Every foot your horse 

moves while you have one foot in a stirrup will cost you an effectiveness fault. Every second you take over the 25 seconds 

allowed is a 1 point penalty so you need to be efficient and safe in your method. 

15. Rein back – you will rein back in a corridor approx 1m wide.  There will be two sets of markers along the poles, you have to walk 

in forwards until your horse’s front feet are in front of the front markers, and then rein back until their front feet are behind the 

back markers. The judge will tell you when your horse’s front feet are past the front markers. Go forwards through the exit flags 

after reining back.  

16. Log jump - this will be a maximum of 2 ft high, and can be jumped from trot or canter. 

 


