1. Pick up sticks.

do all jumps ONCE only in any order

10 points
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2. TUNNNEL GO-ROUND.

Start at cone with dog.

Dog must NOT go in the tunnel.

%

3. Leadout mayhem.
— Leave dog at cone.

call dog over Jumps.
0 points = dog comes

other cone.

20 L Handler runs with dog Eeforke called,misses jump, 20
b nocks jumps.
around the tunnel 3 times . :
= 5 points —_ 1 jump =1 point
f 2 jumps = 5points
BOl\iUSa: It you do_Nl%T int: iggngsp;i&pﬁ%i can
— use food or voice = -9 points walk away with back to
dog and swing the toy
15— or lead around 15
— above your head
7. Puppy pushups. 5. Tricky feet.
(Use either verbals or hands, — = L '
| butnot BOTH) The dog must negotiate -
. . the dogwalk without 4. Pair of weaves. 10
sit-down-sit...down etc knocking over any of the cups. q
repeat 5 times 5 points Leave dog at weave B.
without dog's bottom Handler negotiates weave A
leaving the table = 5 points followed by dog on weave B
=5 points.

I OR sit-down-stand-etc... 6. RING A ROSIE. N
repeat 5 times Handler and dog negotiate | | 5
without dog leaving the Dog goes around a cone different weaves . .
table = 10 points placed 4 m from handler. at the SAME TIME . .

Handler must stand beside = 10 points . .
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