
UK Agility Grand Finals 2019 Snooker Briefing 
Sponsored by Clear Q's Agility Camps 

Judge: Robin Pealing 

All rules in Section 3.2b of the UK Agility Rules & Regulations 2019 apply to the Snooker class. This briefing contains 

reminders as well as additional information specific to this course.  

❖ Course Time 52 Seconds. 
 

❖ Reds can be taken in either direction. Each Red can only be completed once. 
 

❖ Colours and combinations can be taken in any order and direction in the OPENING. 
 
❖ Colours and combinations MUST be taken in the designated order and direction in the CLOSING sequences. 

 
❖ Once in or on a coloured obstacle or having completed the first element of a combination in the opening 

sequence and the dog and handler: 
a) Takes an obstacle out of sequence 

b) Faults an obstacle in the sequence 

c) Refuses any part of the sequence  

No points will be awarded and you should go onto the next Red or go to the closing sequence if all the reds have 

been attempted.  If you continue to complete that coloured obstacle no faults will be given with just time being 

wasted. 

 

UK Agility Grand Finals 2019 Gamblers Briefing 
Sponsored by Clear Q's Agility Camps 

Judge: Jillian Sawyer 
 

All rules in Section 3.2a of the UK Agility Rules & Regulations 2019 apply to the Gamblers class. This briefing contains 

reminders as well as additional information specific to this course.  

General Rules 

❖ Time for the opening period will be 30 seconds at which time a whistle/buzzer will sound and one of the two 

gambles shown on the course may be attempted.  

❖ Handlers have 12 seconds to complete either gamble 1 or gamble 2.  

❖ Handlers must begin by taking the Start jump in the correct direction, which is into the ring.  

❖ The Start jump is worth 1 point and can be attempted again for points during the opening.  

❖ Handlers must end by taking the Finish jump—the last jump in the gamble—to stop the clock—regardless of 

whether or not a successful gamble is achieved. If the Finish jump is taken during the opening period or prior 

to completion of a gamble attempt, the run is over and no more points may be scored. The Finish jump must 

be taken from the correct side to score gamble points. Failure to take the finish jump will result in 0 points 

being scored. 

❖ There are no refusals judged during the opening period, but refusals do apply in the gamble period. 

❖ There will be no penalty if the dog takes additional obstacles, including running through the weave poles,   

en route to the Gamble.  Any obstacles taken will not score. 

 

 



Opening Period 

❖ If completed successfully, obstacles are worth the points shown in the table below.  Points can only be 

awarded twice for each obstacle. 

Points Obstacle 
1 point Jumps 

2 points Tunnels 
Long jump 
Spreads 
Wall 

3 points Seesaw 

4 points A-frame 

5 points Dogwalk 
Weave poles (12 poles) 

 

 

❖ Obstacles that are 1 directional, e.g. See Saw, Spreads and Long Jump will only score points when taken in 

the correct direction indicated with an arrow. 

❖ You cannot do contact - contact or weave - weave.  You can do contact - weave or weave -  contact.  

❖ BONUS - 10 points if all four tunnels are completed in the opening. Bonus may only be earned once. 

 

Gamble 

❖ Either gamble may be attempted after the buzzer/horn.  

❖ Gamble #1 = 10 Points – Complete successfully the obstacles labelled with white squares A-D in order in the 

specified direction. No handler restriction 

Gamble #2 = 15 Points – Complete successfully the obstacles labelled with white circles A-D in order in the 

specified direction behind the handler restriction line 

❖ Refusals will be marked in the Gamble. 

❖ Time - 12 seconds. 

❖ Gamble Points will not be awarded if: 

▪ The judge deems the handler is loitering waiting for the gamble horn 

▪ The dog fails to complete the sequence within the allotted time and/ or incurs faults. 

▪ The handler steps on or over the line in gamble 2. 

 

 


