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Stuff Happens Cards are designed to print on plain 8.5”x11” white card stock. 
 
This file contains 5 pages of cards. Print all 5 pages, then cut them into 4 cards each, which 
will give you a total of 20 cards in the set. 
 
The first page of cards is an optional “back side” for the cards. You can just print the card 
pages and leave the back side of each card blank – but we like the name of the card set on 
the back to help keep things organized. 
 
If you choose to add the back side, print 5 copies of that back page, then set those pages in your 
printer so that the remaining pages will print on the reverse side. When you cut them apart, you 
should have the name of the card set on the back of each card. 
 
 
REMINDER:  Make sure your printer settings for the PDF file are NOT set to “shrink to fit”! 
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GREEN LEVEL



You hurry to the barn after school, eager to 
get in a ride. It gets dark in less than an hour, 

and you really want to jump. After walking one 
lap of the arena, you get straight to trotting. 
You don’t want to waste all your time on the 

warm-up!

Oh no - you’re running late for your lesson! 
You grab your halter and lead rope, put on 

your helmet, and head out into the pasture to 
catch Peek A Boo. As you approach, he pins 
his ears, swings his hindquarters toward you 

and walks away.

You finally catch Peek A Boo and get ready to 
bring him in from the pasture. When you get 
to the gate, there are five tall Thoroughbreds 
standing around the latch. It’s almost dinner 

time, and they’re all practicing their aggressive 
faces.

You just learned to canter circles, and you 
can’t wait to practice. As you lead Zip Away 
into the arena, you notice that the recent 

downpour has turned the arena into a giant 
puddle. The mud is so deep, Zippy leaves skid 

marks when you turn him to shut the gate.



Since you spent so much time trying to catch 
Peek A Boo in the pasture, you’re running 

really late for your lesson. Unfortunately, he’s 
not going to be winning any beauty contests. 
There are huge clumps of mud drying all over 

his body.

You are warming up for your lesson, and you 
notice the ground seems hard as a rock - you 
can hear Marshmallow’s hoof beats ringing 

out with every step. As soon as you ask him to 
canter, he takes a few awkward, choppy strides 

and then lurches back to the trot, his head 
bobbing slightly.

You just learned how to back a horse up, 
and want to show your friend your new trick. 
You put pressure on the reins, but Zip Away 

just throws his head in the air instead of 
stepping back.

You just started a lease on the barn’s pudgiest 
pony, Marshmallow. You can’t wait for your 
first lease day, where you plan to practice 
LOTS of cantering. As it happens, this day 

falls on the hottest day of the summer. 
Marshmallow starts sweating before you even 

finish warming up!



You enjoy cantering, but are still getting used 
to the speed - it can be a little scary as well 

as exciting. After a particularly exciting canter 
down the long side, you ask Zip Away to trot, 

but he just keeps on cantering.

You are cantering around on the rail and turn 
across the diagonal to change direction. Your 
instructor says you’re supposed to trot in the 

middle of the ring to change lead, but Zip 
Away just slows down his canter instead of 
trotting. You decide not to worry about it - 

Zippy doesn’t seem to think the wrong lead is 
a problem!

You are trying to canter Marshmallow around 
a circle. Every single time, he breaks to the trot 

before the circle is complete. 

Your instructor says you’re good enough at 
cantering that you don’t need to be on the 
longe line anymore. The first time you ask 

Marshmallow to canter on your own, he just 
gives you a big, bone-rattling trot.



You’ve been spending a lot of time lately 
practicing trotting without stirrups. Posting is 
HARD work, but you’ve figured out a trick to 

make it easier - just grip tight with your knees!

You are riding Zip Away bareback and your 
instructor says you are ready to trot for the 
first time. You’re a little nervous, so you grip 

tightly with your legs.

Your instructor says that before you can 
jump REAL fences, you need to demonstrate 

riding over a grid of poles with both arms 
outstretched. Every time you let go of the 

reins, however, you crash back down into your 
saddle. Has she given you an impossible task?

You are riding Marshmallow bareback and 
he turns more quickly than you expect. You 
slide sideways and find yourself hanging off 
his back by one knee. You grab mane, and 

Marshmallow helpfully stops, but you’re not 
sure you can sit up without kicking him in the 

ribs.



You are working on trotting through a ground 
pole course and you know you’re supposed to 
check your posting diagonal after each “jump.” 
You have three jumps in a row, all on a straight 
line, before your turn to approach the fourth 

pole. Do you need to check your diagonal 
between all of them?

You are cantering Zip Away over a single 
ground pole placed on the ground. You’re 

excited because your instructor says this feels 
a lot like jumping! After two easy hops over 
the pole, you approach for a third time. This 
time, Zip Away leaves the ground before you 
expect it. He LAUNCHES over the pole and 

you lose both stirrups. 

At last, your instructor says you can jump 
decent-size crossrails! She raises the rails and 
you trot eagerly toward the jump. In the final 
stride before takeoff, you feel Marshmallow 

hesitate. Instinctively, you lean forward to grab 
mane, looking down at the jump.

You just finished a GREAT trip around 
a complicated ground pole course. 

Marshmallow even gave you a lively trot! You 
want to reward him and let him rest, so after 
the final pole you let him go straight to the 

gate and stop there.


