
 

 

EVENTING 
 
Cross Country Guidelines  
 
These guidelines detail the core skills that are required to compete at each level as well as what types of fence 
you can expect. This can then be translated and used as part of your pre-competition training to give you the 
best possible preparation.  
The philosophy behind the guidelines is to ask questions in order to find out what horse and rider ‘can do’ 
rather than what they ‘can’t do’. You will see that there is a development pathway up through the levels, 
naturally building on what you have done already.  
Below are the core elements that a rider/horse combination should master prior to competing cross country at 
each level. They should be able to:  
 
Levels 1 and 2  

 Canter at a speed of 435 metres per minute, for up to five minutes, over gently undulating grassland.  

 Jump a variety of single cross-country fences in balance and at a correct pace for each fence e.g. logs, 
brushes, hedges, huts, seats, palisades, tyres, post and rails, etc.  

 Ride the horse in a straight line into, over and after a fence.  

 Negotiate in a controlled way reasonable turns to the left and right.  

 Jump a single step up and a single step down including a bank.  

 Jump a small open ditch and single fences with a small and very shallow ditch on take-off, underneath, 
or landing.  

 Go through the water splash e.g. a dew pond with a ramp in and a ramp out of the water.  

 Jump combination fences of two elements with one or two non jumping strides in between. 
Combination fences should not appear before fence 4.  

 Jump fences on a related distance of three strides or more.  

 Jump related fences on a shallow curved line.  

 Jump a narrow fence, minimum width 2.40 metres.  
 
Level 3  

 Canter at the correct speed of 435 metres per minute, for up to five minutes, over undulating grassland.  

 Jump on a bounce distance two steps up and a single step down including a bank.  

 Jump a small open ditch and a single fence with a small ditch on the take-off or landing.  

 Go through a simple water complex e.g. ramp in and ramp out and a jump no closer than two non-
jumping strides before the water and two non-jumping strides after the water.  

 Jump a small step out of the water.  

 Jump combination fences of two elements with one or two non-jumping strides in-between. 
Combination fences should appear after fence 4.  

 Jump a narrow fence, minimum width 2.00 metres.  
 



 

Level 4  

 Canter at the correct speed of 450 metres per minute, for up to six minutes, over undulating grassland.  

 Jump a bounce distance up a step to a fence.  

 Jump a water complex that could include a step into water and a step out of water.  

 Jump a fence with one non jumping stride prior to going into water, and a fence on two non-jumping 
strides after coming out of water or up a step out of water.  

 Jump combination fences of three elements with one or two non-jumping strides in between. 
Combination fences should appear after fence four  

 Jump combinations where elements are partially offset or placed on a gentle curve.  

 Jump a simple narrow fence, minimum width 1.80 metres.  
 
Level 5  

 Canter at the correct speed of 520 metres per minute, for up to six minutes, over undulating grassland.  

 Jump spread fences with a top spread fences with a top spread of 1.40m.  

 Jump on a bounce distance two or three steps up and two to three steps down including a bank.  

 Jump an open ditch and single fences with a ditch at the take-off or landing.  

 Jump a water complex that could include two steps or a fence into water, a step out of water or a fence 
in the water.  

 Jump a fence with one non-jumping stride prior to going into water, and a fence on one non-jumping 
stride after coming out of water or up a step out of water.  

 Jump a narrow fence (minimum width 1.50 metres) as part of a combination fence


