        Cattle Handling Competition Rules
This event is judged not timed.  Team is judged on cattle handling skills, horsemanship, and teamwork.
Objective:  Sort off 3 head of cattle in numerical order moving them from one pen into another pen.  After cattle are standing quietly in both pens, (unchallenging the riders) the run is over.
RULES
1. Abuse of cattle or horses or use of foul language and will be cause for disqualification for the run without refund of entry fees. 

2. A team will consist of 3 riders 
3. Start number for each team will be drawn when the team is in the arena.

4. There will be 10 head of cattle located in a pen inside the arena marked with visible numbers from 0-9. 

5.  If one cow has a number that is faulty or missing, that cow can be used provided that the faulty cow is identified by the announcer over the PA system. If more then one cow has a number that is faulty or missing, then the faulty cows will be replaced or renumbered. 

6. Cattle will be settled after each run by the judges or designated personnel. 

7. "Team Sorter" will be designated by the team.  The "Team Sorter" will signify the team is ready by raising his or her hand. At that time the starting number will be announced. The number will be announced 2 more times for a total of 3 times.

8. It is the responsibility of the team, before working the cattle, to pull up and call for an arena judge, if, in their opinion, there is an injured or unusable animal in the herd. Once the cattle are worked, no excuses are accepted. 

 9. You are to start with the starting number and continue in numerical order. For example, if your number is 6, you must first sort out number 6, then 7, then 8.
       a. If any cattle are sorted from one pen into the other pen out of numerical sequence, the team will be judged a "no run".

       b. If any cattle already sorted out gets back into the original sorting pen, the sorter will continue to sort the cattle in numerical order and will then sort off the cattle that crossed back over into the original sorting pen.   
 10. After the cattle are sorted off the team will ensure the cattle are settled (unchallenging the riders) in both pens. At that point the designated Team Sorter will raise his/her hand to indicated to the judges that the team has finished their run and that the cattle are settled.  At that time the team will exit the arena.
11.  Team members are allowed to change positions during their run.  
12.  You will stop sorting if judged a "no run" 

13. Teams are judged on the number of cattle sorted, not on the time it took to sort them.  It is permissible to sort off less than three head.  However, the team will loose points for each head of cattle not sorted.  For example, each cow sorted successfully and placed in designated holding area will receive 10 points for each head. 
14. Hazing of cattle with hats, romal, or ropes will be cause for disqualification. Slapping hand to leg or romal to leg is permitted. 

15. In the case of a "down cow", any team member can stop the clock by raising their hand.  In the case of a down cow, the options include but are not limited to:*
1. If the cow is useable, allow the team to continue.

2. Remove the faulty cow, replace with another cow, resettle the herd, and continue run.

3. Remove the faulty cow, resettle the herd, and restart the run from the beginning. 

*The decision is based in part on the time during the run that the animal went down and under what conditions. Judge 1 will make the call.
16. In the case of a "down cow", any team member can stop the clock by raising their hand. (A “down cow” shall be defined as any animal that leaves or partially leaves the arena, or whose legs or body becomes entangled in the arena structure.)
17.  Appeals of decisions of the flagger, if allowed, must be made before leaving the arena. 

18. "Running down" of escaped cattle will be cause for disqualification. 

 (“Running down of escaped cattle” shall be defined as the chasing of an animal down in the arena at high speed.)
19.  A tie breaker will be settled by another run.
