Indy Dog & DiscClub League Games – Rules and descriptions.
Time Trial
One dog, one thrower, and one disc.

Object of the game: To get two catches beyond 20 yards in the shortest amount of time.

Thrower has to stay behind the start line until the disc is thrown each time. You can cross the line to coax your dog back across the line.

The dog must land past the 20 yard line with all four paws.

No side out of bounds.

Maximum time limit is 60 seconds.

Team Time Trial

Same as time trial except there are two throwers.  The throwers alternate for each throw
Rapid Fire

One dog, one thrower, 12 discs.

Object of the game: To see how many discs your dog can catch in 30 seconds.

Dog and thrower start out behind the start line. The first throw is made and must be caught in the end zone. (distance to the end zone to be determined by the size of the venue.) The dog stays in the end zone and the thrower continues to throw discs to the dog. The dog can come back to the thrower each time without penalty but must catch each disc in the end zone to be counted. If the thrower runs out of discs they may go onto the field and get more. The team with the most catches is the winner.
Triple Zone 

	Start
	
	Zone 1

	
	
	Zone 2

	
	
	Zone 3


One dog, one thrower, one disc.
Object of the game: To get a catch in each zone, in order (1-2-3) in the shortest amount of time.  In other words you can’t try for a catch in zone 2 until you have a catch in zone 1. You can’t try for a catch in zone 3 until you have a catch in zone 2. The dog has to bring the disc back across the start line after each catch. The dog has to have at least one paw in the zone to count. Time stops when the dog crosses back over the start line after the last catch. The distance to each zone is to be determined by the size of the venue.

Freestyle
Each dog and handler performs a routine of trick throws and canine acrobatics to the music of their choice. The routine can be 1-1/2 or 2 minutes in length (handler’s choice) and they must use multiple discs with minimum of 5 and a maximum of 10. The music must be kid friendly with no profanity.  Freestyle is not judged but the dog will receive an activity point. Music must be on a CD marked with the handler and dog’s name and what track number is to be played.
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-Teams have 60 seconds to make as many throws/catches as possible.

-Time permitting, each team will allowed to have 2 practice throws.
-Points are awarded for catches as shown in the diagram above.
-There are no “out of bounds”.

-A one point bonus is awarded if a catch is made with all paws in the air at the time of the catch.

-The thrower and the dog must begin the round completely behind the throwing line, but may venture onto the field at any time after time has started.

-Time begins when the judge says start.

-Stepping on or over the line at the time the throw is released is a fault and will result in no points for that throw.

-All four paws must be on or beyond a yard marker in order for points to count for that distance.  If the dog is in the air when a catch is made, the landing point is used in scoring the catch.

-Only one disc may be used per round.

-If a throw is released before time runs out, the throw will count if caught.
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