THE AGILITY COURSE


Agility courses are made up of various obstacles. The dog and handler run the course together, and the dog does not wear a collar or leash, nor can the handler touch the dog. Courses can include from 14 to 24 of the following obstacles:





JUMPS – Most jumps are single bar jumps, either with or without wings. There can also be double or triple bar jumps, and sometimes broad jumps and a tire or window jump. Jumps are set at a height according to the dog’s measurement at the withers (shoulder). Dogs must clear the jump without knocking the bar off.





TUNNELS – Two types of tunnels are used. Open tunnels are a long open tube, while a chute has a barrel opening with a collapsed fabric tunnel attached. Dogs must push through the fabric or run through the tunnel.





CONTACT OBSTACLES – The contact obstacles are named because of the yellow zone at each end. The dog walk, A-frame, and teeter or see-saw must all be negotiated by the dog so that at least one paw touches in each of the up and down zones. This rule is for the dog’s safety.





WEAVE POLES - This is a set of twelve upright poles in a straight line, spaced evenly apart. The dog must enter to the right of the first pole, and zigzag through to the end. They must not miss a pole. This is the hardest obstacle for most dogs to master and is not a natural movement for the dog. This can be the most fun to watch, especially with really fast dogs.


 


PAUSE TABLE – The dog must land on the table and assume either a down or a sit, and hold the position for a count of five seconds until released by the judge. If the dog breaks the down or sit, the count is restarted.


�THE JUDGE


The judge designs the course and supervises the set-up. They referee the dog and handler’s performance and indicate mistakes or faults. Watch for their hand signals indicating faults.





FAULTS


Faults occur when the dog does not perform an obstacle correctly, leaves the course, or takes an obstacle out of sequence. They also occur if the handler touches the dog, or the dog eliminates in the ring. Time faults can be incurred if the team exceeds the allotted time.





WHAT HAPPENS AT AN EVENT


Today’s event is a Show and Go, sort of a “dress rehearsal” for a trial.  There are no ribbons or titles today, and treats and collars are allowed in the ring. This allows newer teams to get the feel of a real trial without any pressure. You will see:





JUDGE’S BRIEFING – Once the course is set up, the judge will explain any specific rules (whether a down or sit is required on the table, what constitutes a ‘missed’ contact, etc.) to the handlers.





WALK THROUGH – A set amount of time is allowed for the handlers to walk through the course without their dogs, memorize the sequence, decide where to change sides with the dog, and any other potential trouble spots. Some handlers will run as though their dog is actually with them, including giving commands. As many walk throughs as time allows are permitted. 





COMPETITION RUNS – The dog and handler teams run the course. The Timer lets them know when to start, using a stopwatch to time the run from when the dog crosses the start line, until the dog crosses the finish line. The Scribe writes down the faults as the judge indicates them, and then records the time from the Timer at the end of the run. The Gatekeeper is responsible for having the next team ready on the line, and keeping the class moving. Classes are run in either low to high heights, or high to low. 





LEVELS OF AGILITY


There are usually three levels to agility classes. Novices are dogs that have never earned an agility title. They then move up to Advanced and then Masters levels, depending on their lifetime achievements. Today will be run in reverse experience order, so the harder longer course with the most experienced dogs will run first. For the Show and Go we are also offering a Pre-Novice level, for dogs that are so new to the sport they may not be performing all of the required obstacles yet. This is not offered during regulation trials.








TYPES OF CLASSES


Today we are running only a standard agility course. At trials you will see Jumpers classes (jumps and tunnels only), and various Games classes (Gamblers, Snooker, Pairs Relay, etc.) using the same obstacles, but very different rules. Games are lots of fun, and very competitive.  Games require the handler to develop strategies that work for their dog, and to plan for responses from the dog different from what they expected.








ADDITIONAL INFORMATION


If you would like to know more about agility, please contact our Training Director, Teri Callahan, at 610-941-4230, e-mail her at trngdir@keystoneagility.com, talk to any club member today, or visit our website at www.keystoneagility.com.














Live to Run Again… DON’T DRIVE DROWSY!
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WELCOME!


Keystone Agility Club was founded in 1990 to promote the sport of dog agility for all dogs, regardless of breed or pedigree. Agility is a sport where the dog, directed by the handler, runs through a timed course of obstacles. Agility strengthens the bond between handler and dog, but most of all,


IT’S FUN!








YOUR ROLE AS THE SPECTATOR


Feel free to speak with any handler who is not preparing to run. We love to share our enthusiasm! 


Supervise children and pets at all times, and always ask permission before reaching toward a dog. Never offer food to a dog without asking.


Sit or stand ringside to observe, but please keep back a reasonable distance, and do not do anything (especially eating) that will distract a dog. Please do not call out their name, or indicate the next obstacle to be performed.


Please cheer and applaud for the teams at the end of their run!





