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General Rules:  
Food can be used, but must be delivered by hand outside of the working arena (usually marked with 
flags and tape or field paint). In the case of the Obstacle Course, rewards may be given on the course, 
but must not touch the ground/obstacles/balls. Judges may give faults or dismissals if the 
contamination is excessive. 
 
Judges can dismiss teams before, during, or after a class at their discretion. Reason for dismissal can 
include but is not limited to: aggression, eliminating in the working area, extreme stress, rough 
handling, excessive contamination. 
 
Regardless of official time limits, the judge may excuse the team if the dog has stopped working. 
 
Bitches in season are permitted, it is up to the host to determine how they are handled at a trial. 
 
Handlers should avoid physical contact with the balls. If the handler appears to be controlling (including 
blocking/stopping) the ball with any part of their body they may be faulted or be cause for dismissal. 
 
Faults (food faults, stepping in the arena, physically “helping” the ball, etc.) are a -½ point deduction per 
occurrence. 4 faults in a single class will result in a DQ for that class. 

Definitions: 
 
Balance: The dog orients itself opposite the ball to the handler, so that if the dog were to push the ball, 
it would move directly toward the handler. 
 
Arena: The designated area of play, may be any size or shape as determined by the judge 
 
Push: Contact made to the ball, intentional or otherwise, by any part of the dog 
 



Classes 

Tests 

Balance Test: 
 
3 balls arranged in any manner by the judge in the arena. Balls will be at least 4 feet from each other 
and in hula hoops. The judge will designate the order that the dog will balance on each ball. 
 
When the dog balances on the first ball, the judge will begin counting down from 3. When the judge 
signals the handler can send their dog to the next ball to repeat the process. After the judge signals on 
the third ball, the exercise is complete. 
 
If the dog leaves balance before the count has ended (even if directed to do so by the handler) the dog 
must rebalance on the ball and the count will start over from 3. The balls must not leave their hula 
hoops during this exercise. Time starts when the dog enters the circle and stops when the judge signals 
on the third ball. 
 
Time Limit: 2 minutes 

Push Test: 
 
There will be 1 ball in a hula hoop 10 feet from a designated handler box or area. The handler directs 
the dog to push the ball out of the hoop and into the handler area.  
 
Time starts when the ball leaves the hoop, and ends when the ball finishes entering the handler area. If 
the dog and handler take too long to push the ball the time may be started before the ball leaves the 
hoop, at which point the judge will inform the competitor of this decision.  
 
Time Limit: 2 minutes.  

Course Test: 
Ball starts between 2 cones or posts in a hula hoop. Dog and handler maneuver the ball to make a 
figure 8 around the cones crossing through the center twice. Handler can move freely through the area, 
but must be careful not to let the ball touch them.  
 
Time starts when the ball leaves the hula hoop and ends when the ball has completed the full figure 8. 
 
Time Limit: 2 minutes.  



 
Teams must have passed the tests to be eligible to compete in the Games. 

Games: 

Shedding Arena 
 
In this game the handler will have a set time to bring balls out of the arena in the correct order. 2 
Qualifying scores are required to advance to the next level.  
 
Level 1: 
 
Arena: 30ft diameter circle, 3 balls.  
Time Limit: 3 minutes.  
Points: 2 points for fetching each ball. -1 point if a ball is brought out in the wrong order. 6 points 
needed to qualify 

Speed Bowling: 
1 ball, 10 objects. Goal: Knock over as many objects as possible in 1 minute. 
Time Limit: 1 minute.  
Points: 1 point for every object knocked over by the ball. objects knocked over by the dog or handler do 
not count. 

Bull(dog) in a China Shop: 
This game is the opposite of Speed Bowling.  
 
1 ball, 10 objects. Goal: Fetch the ball within the time limit while knocking over as few objects as 
possible.  
Time Limit: 1:30 minute.  
Points: 2 points for fetching the ball, -1 point for each object knocked over.  

Obstacle Course: 
 
Have the dog fetch one ball through a course. The handler may enter and move around the course, but 
may not enter the marked area of the individual obstacles.  
 
Level 1: 4 obstacles 
 
Obstacles: turns, ramps, walls, pillars, tunnels, corners, chutes, pen. 
 



Time Limit set by judge. 

Push Against the Clock 
 
Push as many balls as possible out of the arena. There will be 5 balls in the arena to start. As the balls 
are fetched by the dog, they will be re-set by the steward. The most balls fetched in the fastest time 
wins. 
 
Time Limit: 1 minute. 
 
 


