
HorseSense Learning Levels
ALL LEVELS

EQUIPMENT
  HorseSense Level Up Question Cards or Flashcards (or lists) – printed or viewed in a browser

  big package of fresh baby carrots - 5-10 carrots per student

  clean 8-qt feed bucket or 5-gallon water bucket

  colorful duct tape

  measuring tape or yardstick or instructor’s ability to pace off  distance  ;o)

  scorekeeping supplies - pen and paper or dry erase board

  timekeeping device - stopwatch or smartphone app

PREP
 z Decide on your game rules and bonus points.

 z Set bucket in center of open space, leaving at least 5 feet of open space behind bucket and 12 feet of space in front of 
bucket. Use larger bucket for younger students as appropriate.

 z Measure your Toe Line at an appropriate distance from the bucket: Rainbow Level/younger students = 5-6 feet from the 
bucket, Red Level and up = 8-12 feet from the bucket. Use a 3'-foot piece of duct tape to mark line.

GAMEPLAY
Students take turns answering verbal questions. Each correct answer earns one point, and the student may 
earn bonus points by tossing a baby carrot into a feed or water bucket. 

 z Instructor will discuss all rules and ask for questions before play begins.

 z One student steps up to Toe Line to receive a question.

 z Instructor reads question twice before student begins to answer.

 z Student’s answer will be judged correct by the instructor and one point will be awarded to that student/team.

 z If student has answered correctly, he may try to secure bonus points by tossing a carrot into the bucket.

 z Suggested rules:

 Carrot must stay in the bucket – if it bounces out no points are awarded.
 Student must remain behind the Toe Line at all times.
 At the end of the game, the ponies get the carrots, of course!

CARROT TOSS QUIZ

LEVEL UP GAMES

VARIATIONS
 z Rainbow Level students might fi nd it easier to toss carrots into a hula-hoop laid fl at on the ground.

 z Very young students should have assistance with their throwing. Adjust as necessary for these kids to make it a positive 
experience.

 z Instructor may set a time limit for the answer.

 z Students could have the option to confer with their teammates if they are unsure of their answer – for half of the bonus 
points.
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