
Volunteering at an Agility Show 

SCRIBING (Part 1) 

YOUR MISSION 

Ensure the correct score and time is recorded for each dog. 

Operate the electronic timing console. 

WATCH THE JUDGE 

It is the judge’s job to watch the dog and handler running and signal any faults. 

At the start of the class, communicate with the judge what his/her signals will be. 

It is your job to watch the judge and write down what they signal. Sadly, this means that 

you probably won’t get to see much actual agility! 

TAKING NUMBERS 

Each agility dog has a number consisting of a letter followed by three digits (e.g., A704). 

Be as loud as necessary to remind handlers if they forget to tell you their number before 

they start setting their dogs up. 

TYPES OF MISTAKES 

There are three types of mistakes that a dog and handler might make: 

A fault – signalled by an open hand 

A refusal – signalled by a closed fist 

An elimination/disqualification – signalled by crossed arms (an “X”) 

WHAT TO WRITE WHERE 

Scribe sheets usually have a section for recording faults, a section for recording refusals, 

and a section for writing the dog’s time. 

For a clear round, write a C or a 0 in the faults section 

For a fault, write an F or a tally mark in the faults section 

For a refusal, write an R in the faults section or cross off a box in the refusals section 

For an elimination, write a large E or D in the faults section 

The judge will stop judging after the dog is eliminated. 

RECORDING THE TIME 

You need to record the time for every dog, unless it was eliminated. 

IF THINGS GO WRONG... 

Never interrupt a run in progress unless it is a safety issue. Wait until the dog has 

finished and then ask the judge. 

Thank you for your help! 
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Volunteering at an Agility Show 

SCRIBING (Part 2) 

AFTER EVERY RUN 

1. Look at the judge – they will hold up fingers to signal how many faults, or clap if it 

was a clear round. Make sure what you’ve written down matches. 

2. Write down the dog’s time. 

3. Check that the timer is stopped. Press the big black rectangle button if not. 

4. Take the number for the next dog. 

5. Double-check that the timer is still stopped. Sometimes people accidentally start it 

when they are changing the jump height or replacing a knocked bar. 

IF SOMEONE STARTS BEFORE YOU’RE READY 

If a competitor has actually started and you haven’t written down their number, wait until 

they’ve finished and then ask them as they leave the ring. 

IF THE TIMER STOPS BY ITSELF 

Sometimes you will hear the little beep of the timer stopping all by itself, while the dog in 

the ring is still running. If this happens you need to press the “Restart” button in the top 

right-hand corner immediately. 

You can practise this a couple of times before the class starts. Press the black button to 

start the timer, and then again to stop it. Wait a few seconds and then press restart – the 

timer will magically resume as if it was never stopped at all. 

IF THE TIMER STARTS BEFORE YOU’RE READY 

Sometimes the timer will start again before you have written down the time for the previous 

dog. 

If this happens, press the “Prev Choice” button on the bottom row of buttons. The time 

will display in the smaller screen at the bottom of the console. You can press “Prev 

Choice” and “Next Choice” to scroll through all the previous times. 

LOOKING AFTER THE CONSOLE 

The timing console is not fully waterproof. If it’s raining, please wrap it in a sandwich bag, 

or keep it under shelter. Be careful that you don’t put it down on a wet surface either. 

If you notice a flashing icon in the lower screen, this means that the batteries in the console 

are going flat. 

Thank you for your help! 
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Volunteering at an Agility Show 

CALL STEWARDING 

YOUR MISSION 

Make the day go faster by ensuring there is always a competitor ready to run. 

Make sure everybody knows when they are supposed to be running. 

SETTING UP 

Position the running order board a few metres away from the ring entrance. 

Angle the board so that it is visible from several directions – without people having 

to stand in front of the ring entrance. 

Stand beside the board rather than in front of it, so that you don’t block the view. 

Call the first few handlers just before the class is about to start. If they are there, 

draw a dot above their number on the board. 

AFTER EACH DOG STARTS THEIR RUN 

Cross off the dog’s number off on the board. 

Check that the #1 next person to run is moving into the holding area. 

Make sure the #2 and #3 next handlers are near the ring and look alert. 

Call the next few competitors if they haven’t turned up yet. At most shows you need 

to have about five dogs lined up. At a big multi-ring show you might need more. 

If the #4 or #5 handler hasn’t turned up yet and you’ve called them several times, 

draw a circle around their number and carry on without them. You can run them 

later in the class if they turn up. 

MOVING PEOPLE AROUND 

It is more important to keep the ring flowing smoothly than to run everyone in order. 

People can’t be in two places at once, so sometimes they will need to move. 

You can move their number either by drawing arrows, or crossing it out and 

writing it in the new position. 

If somebody wants to run as soon as possible, offer to put them in front of the first 

person who hasn’t checked in yet, unless it’s very urgent. Never move 

somebody in front of the #1 or #2 next handlers to run, unless they agree. 

If a handler has three dogs (Fluffy, Rover, and Fido), they must run those dogs in 

the same order relative to each other – Fluffy first, then Rover, then Fido. 

HELP PEOPLE DO THEIR BEST 

People and dogs need time to mentally prepare for a run. Most people like to know exactly 

who the 2-3 people before them are, and to concentrate while these dogs run. Try not to 

interrupt them during this time, or to rush people into the ring with no time to prepare. 

Thank you for your help! 
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Volunteering at an Agility Show 

LEAD RUNNING 

YOUR MISSION 

Make sure the dog’s lead and other items are waiting for them at the finish line. 

Assist with height changes if you have time. 

Pick up knocked jump bars (first and last jump) if you have time. 

AT THE START 

Most clubs use buckets to keep each handler’s belongings together. Ideally you should 

have three buckets – one for each end plus the one that you’re carrying. The handler will 

put their dog’s rewards into the bucket. 

Some handlers will take their dogs into the ring on lead and throw their leads back. 

You need to pick the leads up and put them in the bucket. Always check that 

there is a lead in the bucket before you take it to the other end. 

The handlers will be concentrating on their run – please don’t initiate conversation. 

AS THE DOG IS RUNNING 

You can take the bucket away as soon as the handler has put everything in it – 

including the lead. 

Be careful not to walk in front of the scribe. They need a clear view of the 

judge. You can walk through the holding area if there is space behind the scribe. 

UNEXPECTED DELAYS 

If the next handler’s start is delayed after you’ve taken their bucket away, ask them if they 

would like it back. They might want to play with their dog to get “in the zone” again before 

they run. 

AT THE OTHER END 

Place the bucket on the ground and take the empty one back. 

The best place for the bucket is in the middle of the exit area, in a direct line with 

the last two obstacles. Leave some space between the bucket and the “outside 

world” in case the dogs overshoot. 

At this end the handlers will be more relaxed so you can admire their dogs or their 

run – but remember that some dogs are afraid of strangers. 

SPECIAL REQUESTS 

Some handlers will ask for their bucket to be put somewhere else (e.g., out of sight behind 

the scribe’s tent). You should accommodate these requests within reason. 

Thank you for your help! 
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Volunteering at an Agility Show 

JUMP STEWARDING 

YOUR MISSION 

Replace jump poles that are knocked over after each run 

Change the jumps to new heights when needed 

Adjust other equipment (e.g., tunnels) as needed 

WHAT TO DO, WHEN 

Sit about 2m back from the edge of the ring, near as many jumps as possible 

Watch the first couple of dogs to find out roughly where the course goes 

You can enter the ring to fix a jump as soon as the dog has finished with that section 

of the course and won’t be coming near that obstacle again later 

If you see something unusual, point it out to the judge between dogs 

JUMP HEIGHTS 

 
There are five jump heights in agility 600 500 380 320 240 

Number of long jump elements 5 4 3 2 2 

 
Wing jumps often only have five cups – if they have more than the competition height 

cups may be marked with paint or tape 

Long jump corner poles often have a ruler drawn on them to show the right length 

Hoop jumps usually only have five holes 

TUNNELS 

Tunnels often shift back out of their bags or straps as the dogs run through them. 

This can be dangerous as it leaves gaps where a dog might catch its foot. 

Keep an eye on all tunnels near you. You may need to adjust them periodically, particularly 

when large dogs are hitting them at speed. 

ELECTRONIC TIMERS 

When you are changing the height of the start or finish jump, you may need to adjust the 

timers. If the timer is a full-height vertical wand, you don’t need to do this. 

 
If the timer has a smaller wand Velcroed onto a support post: 

Hold the connector between the wand and the upright. Don’t undo the Velcro. 

Slide up or down until the bottom is roughly even with the jump bar. 

Use the ruler on the uprights to make sure the two wands are level. 

You should see a little green light on one wand, and a red one on the other. 

Thank you for your help! 
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