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GAMES CLASS 

Student Notes - Week 3  

Take this one … NOT that one! 

Snooker is one of the more challenging games in Agility. Like Gamblers it is also 

a two part game, with an Opening and a Closing.  The course can consist of any 
of the agility obstacles, but there are always 3 or 4 special “Red” Jumps. The 
“Reds” are worth 1, and other obstacles are assigned a value from 2 – 7 points 
by the judge.   In the Opening, the dog must first attempt to navigate a Red 
obstacle. If the dog successfully navigates that red they can try to perform one 
of the other numbered obstacles or series of obstacles for points (if successful 
they will get the points assigned by the other judge to that obstacle).  

Once they have tried and or succeeded with the numbered obstacle or sequence, the dog must attempt to do a 
second of the red obstacles. Again, if they are successful they can try another numbered obstacle or sequence for 
points (either the one they have done already, or another one).    

This continues until the dog has attempted either 3 or 4 red obstacles (handler’s choice, but they can never do the 
same red obstacle twice), in conjunction with the numbered obstacles or sequences.   As soon as the dog/ handler 

team has completed Red-Numbered-Red-Numbered-Red-Numbered, they can go on to the Closing.  The Closing 
consists of the other Numbers in order (2-3-4-5-6-7). 

The dog/handler teams have 55 – 60 seconds to obtain as many points as possible.  The winner in each height 
category will be the one with the most points, regardless of whether they finished the Closing sequence.  

NAVIGATING A SAFE PATH______________________________________________ 

The easiest way to start looking for a path is to start with the closing.  The closing is worth 27 (2+3+4+5+6+7), so 
first determine whether your dog is likely to get successfully all the way through the closing (ie, if your dog is not as 
good with weaves yet, and weaves are 7, then assume you will only get 20 points in the closing …27 – 7). 

Once you know how many points you are likely to get in the closing, you will know how many you need in the 
opening (Qualifying score (minus) what you are likely to obtain in the closing), so you can start to evaluate the 
potential paths.  First look for high pointed obstacles that your dog really likes, and does quickly.  Then look for red 
obstacles that can lead into, or are close to that obstacle.  Start with a path that includes those obstacles, then look 
for any obstacles and reds that flow from or to the path you have chosen.  

According to Snooker rules, you must attempt at least 3 red obstacles, but often the judge uses 4.  If your dog is 
likely to get all the way through the closing and only three reds will qualify, then the wisest course may be to stick 
with only 3 reds.  If you try for a forth red it may take so much time that you will not be able to get through the 
closing, and will lose the end 7 points, which may be costly.  However, if your dog is not likely to make it through 
the closing anyway, it might be wise to do the 4th red, in order to get a higher pointed obstacle in the opening. 

GOING FOR IT!_________ ______________________________________________ 

Some people are looking for more of a challenge than just qualifying, and want to try to get a perfect Snooker (59 
points).  This is 4 reds, and 4 sevens, and then all the way through the closing.  If that is the plan, there are some 
tips that will generally help to accomplish that goal… 

 Try to do the red first that is farthest from the 7, and closest to the start line. 

 Look for paths that allows the dog to see the 7 as early as possible, so the dog can be sent ahead to the 7 

 Look for traps on the path you have chosen, that the dog may be tempted to take.  Have an alternate plan 
in case the dog does take an obstacle you haven`t planned on.  Be sure to warm up not taking obstacles, as 
much as you are warming up taking them. 

 If your dog knocks a numbered obstacle in the opening, it will not be reset, so you will lose the opportunity 
to do that obstacle in the closing, so if possible stick to contacts/weaves/and tunnels in the opening. 


