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GAMES CLASS 

Student Notes - Week 2  

Plan the course, and send your dog! 

Gamblers courses are two part affairs, and both parts have 
a number of unique challenges. The first half of the 
Gamblers course (Opening) is for point accumulation; the 
dog gets points for each obstacle performed, with the 
handler determining an order for their particular dog.  The 
second half of a Gamblers course (Closing) consists of the 
handler having to send the dog over a specific set of 
obstacles from behind a line, in a limited amount of time.   

WHAT TIME IS IT?___________________________________________________________ 

In order to maximize the amount of time the handler has to try to get through the “Closing” gamble, the timing of 
the first half of the course is critical.  Dog/Handler teams have 40 seconds to accumulate points in the “Opening”.  
When the whistle blows to signify that the “Closing” has started, the dog/handler will have approximately 20 seconds 
to get to AND complete the closing Gamble.  If the dog/handler team are on the other side of the ring when the 
whistle blows, they will eat up their 20 second Gambler time just getting across the ring to the Gamble, and will not 
have any time left to do the obstacles.  So it is critical to end the Opening sequence in the area of the Gamble.  

Because the 40 second 1st half time limit is constant from trial to trial, handlers should start to recognize how many 
obstacles their dog can complete in 40 seconds.  That will enable them to design an Opening that will allow them to 
finish in the right spot, leading right into the closing Gamble. 

Some things to keep in mind when designing the path and strategy for the opening...   

 Know what your goals are going into the class… these may be different from day to day or trial to trial or 
dog to dog.  Some examples of varied goals are: 

o A fast flowing course to increase the dogs speed and confidence or a chance to add some tight 
technical challenges to the course, to test the dog’s focus 

o An opportunity to repeat an obstacle the dog is having trouble with or an opportunity to get some 
course time without having to do a particular obstacle the dog is having trouble with 

o A chance to let an overly enthusiastic dog run off some steam at the beginning of the day, while still 
having the opportunity to be successful, since the dog can take the obstacles in any order 

o To gain enough points to qualify in the class 

 If your goal is to create a fast flowing course, list all the types of obstacles on the course in order of how 
comfortable that your dog is with them.  Map out a plan that avoids the items at the bottom of the list, and 
does as many of the items at the top of the list as possible. 

 If your goal is to create a technical challenge, look for opportunities in the layout that will lend itself to the 
challenge you are trying to create (speed over jumps without doing the tunnel at the end etc) 

 Whatever your plan is, remember to keep in mind where the 4 and 5 point obstacles are, and if possible, 
include them twice in your plan. 

 It is generally faster to do big circles (tunnel, jump1, jump2, frame, weave – tunnel, jump1, jump2, frame, 
weave) than to sequential obstacles 2 times each (tunnel, tunnel, jump1, jump1, jump2, jump2, frame, 
frame, weave, weave).  However, if the space between obstacles is very large, this may not be the case.   

 It is generally not cost effective to go out of your way to do jumps (unless it is a 4 point obstacle).   
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 You should not plan to do the dogwalk or weaves within the last few obstacles, because you don`t want to 
have to pull your dog out of the weave poles or off the dogwalk when the closing whistle blows. 

 Keep in mind that you are not allowed to hang around the gamble line and wait for the whistle, so be sure 
that you have not used up all of the obstacles around the entrance to the gamble in the opening plan.  That 
way if the whistle has not blown yet, and you have finished all of your planned set of obstacles, you will 
have some obstacles to fall back on while you wait for the whistle. 

 Remember that you are not allowed to do two of the Gamble obstacles in the correct order, in the opening, 
so ensure that a fast flowy course will not cause a dog to go over two Gamble obstacles in a row.  Also keep 
in mind that if your dog knocks down a Gamble jump in the opening it will not be 
reset, so it is generally a good idea to keep away from Gamble obstacles that could 
fall down. 

 Make sure to watch which way the teeter and spreads are set, so your plan doesn’t 
have your dog going over them backwards. 

WHEN THE WHISTLE BLOWS_________________________________________________________ 

If you have planned your 40 second path well, you will be somewhere around the Gamble line, not on a Dogwalk or 

in a Weave, when the whistle blows.  You have been working on sending your dog over obstacles from a distance … 
you are ready for the Gamble!  Beware, there are still two very common mistakes in handling the Gamble, that will 
reduce your chances of success 

1. “HURRY UP, WE ARE ALMOST OUT OF TIME!”  Many handlers simply underestimate the amount of time 
available in the gamble, and so they rush the process. Instead of taking the time to set the dog on a line 
that will help them be successful, they throw the dog into the gamble on a poor line, so the dog is not set 
up for the second or subsequent obstacles, and so are not successful. 

2. “WATCH OUT, THERE IS THE LINE!”  Many handlers get so close to the line that they have to abruptly stop 
their forward momentum, causing the dog to hesitate, stop, turn in to see why the handler stopped, and so 
miss subsequent obstacles. 

Be sure to take the time to set your dog on a line that will increase their chances of success on at least the first two 

obstacles.  Keep in mind that a smooth line will be faster in the long run, so even 2-3 seconds at the beginning to 
get your dog in the right direction will pay off in the end. 

If you have a dog who doesn’t yet like to work away, look for an opportunity before the Final gamble whistle blows 
to put your dog on a running smooth path that will slingshot the dog into the Gamble when the whistle blows. 

Be sure when you are planning your final Gamble path, that your plan does not carry you right into the Gamble line.  
Ensure that you have some wiggle room to push forward, in case your dog hesitates going to an obstacle.  

 Remember that your dog will generally attempt to follow a parallel path, so figure out the path you want your dog 
to take, and then determine how to set a parallel path from behind the line. 

If your dog is clearly not going to be successful in the Gamble, step over the line and quickly show them what you 
wanted. You will not qualify in the class, but you will be ending on a good note. 

Keep in mind that the dog actually has to cross the Gamble finish line in order to qualify, so if you have gotten the 
gamble get your dog across the line as quickly as possible, otherwise you might be overtime, and loose the qualifier. 

MINI GAMBLES__________________________________________________ 

Mini Gambles can be a great way to work on your Gamble skills in the opening.  If there is a mini Gamble you can 
either do it from across the line, in which case each obstacle is awarded only its point value, or from behind the Mini 
Gamble line in which case the point values are doubled.  However, don’t fall into the trap of trying so hard to get a 
mini gamble that you fail to do enough easier obstacles to qualify. 


