Angelcare K-9 Academy
Modular Listings & Descriptions
No Pre-Requisite Required for the following:

· Puppy Play Day – Geared for puppies 20 weeks and under, this is simply a play session for puppies to socialize with other puppies and for parents to get together and establish resources, meet staff, etc.
Pre-Requisite for all other Modules:

· Clicker 101/102 Module –This module is still be 2 ½ - 3 ½ hours long…with intro to behavior and learning theory, people games, demonstrations and homework assignments, for the first session (2-2 ½ hours). There will be a second session requirement (45-60 minutes) where more games will be played, questions answered and timing can be worked on. This is a pre-requisite for ALL other modules. The module will teach the owners how to teach their dog focus and the start of name recognition from all directions/pictures. This has an origination fee of $60.
· Evaluations for previously clicker trained pets can be held by appointment only. One-on-one with an instructor, these evaluations will allow your pet to join any module, providing you both can show a thorough understanding of positive reinforcement training via the clicker. If your understanding is a little shaky, it’s been awhile since you’ve used the clicker, the instructor may require you to take the Clicker 101 module before moving on. It takes about 15 minutes and the cost is: $21.
Starter Modules:

· Puppy Basics (2 hr. Lecture / Certain puppies chosen for Demos) (House training, making the crate a den, The Chewing Factor, proper toys and play, Hide and Seek Game) Puppies up to 16 weeks. – This module is designed to help establish good rules and schedules, redirect normal puppy behaviors that are considered unacceptable by humans, and help the new puppy fit into the strange new world with encouragement and fun games to play.
· Name Recognition Module – This module is designed to help owners reinforce Name Recognition and to promote an Automatic Recall.
· Door Exercises - Designed to stop the bolting dog: “Wait” at open doors, walk through doorways slowly.
· Proper Greetings – Designed to teach the dog to keep all four paws on the floor when someone walks up to them on leash or off. Basically: “Say Hi” But Keep Your Paws to Yourself
· Follow / Walk Nice (Level 1-3) – Most companion dog owners want a loose leash and not necessarily a focused heel. This module was designed for those owners. Level 1 is based on teaching your dog that being with you is fun, even with minor distractions (Catch Me & Make Like a Tree Games). Level 2 is adding more distractions and increasing the criteria for being with you (Follow & Penalty Yards Games). Level 3 is proofing the concepts so that walking around the block is no longer a hassle, but a nice, relaxing walk. Your dog learns that walking with you is a privilege.
· Importance of Play – This module will go into the benefits and proper techniques of playing & the myths associated with certain games. We will show you how to how to play with your dog, what toys are yours and which are your dogs, show you how to teach the Out (or Drop It) and also what to do to prevent possession issues.
· Stays (Level 1-3) (Distractions, Distance, Time) – Stays are broken down into baby steps so that your dog will understand each new concept. We start with a Stay with movement from you first. Then add distance and time. Distractions are added in every step; minimal first, then more and more enticing ones.
· Sit Modules (Level 1-3) - Designed in Levels, this module will Capture the Sit, put the Sit on cue, reinforce the Sit for stays, and finally teach the Sit in Motion. Distraction increases are based on level.
· Down Modules (Level 1-3) - Designed in Levels, this module will Lure and sometimes Capture the Down, put the Down on cue, reinforce the Down for stays and finally teach the Down in Motion. Distraction increases are based on level.
· Stand Modules (Level 1-3) - Designed in Levels, this module will Lure & Capture the Stand, put the Stand on cue, reinforce the Stand for stays and finally teach the Stand in Motion. Distraction increases are based on level.
Intermediate Modules:

· All Level 2 Modules

· Swing / Finish– We start by luring the finish and then (as with any lure) taking away the lure as fast as possible, thus creating the behavior we want. Then, we’ll start to add a cue and finally get the behavior on cue.
· Leave It, Get It – Designed to teach pets how to not attack a piece of food that is accidentally dropped, or to leave your favorite shoe alone, or even to not look at or chase another animal. We also teach the Get It, meaning you can have it.
· Say What?! Teaching a Reliable Recall (Level 1-2) This module is designed for proofing the recall amidst distractions and adding the beginnings of a formal recall. We play games like Ping Pong Puppy, then add interesting things like jumps and tunnels to reinforce the joys of coming when called. A long line is required for this module.
Advanced Modules – (Working toward Competition)
· All Level 3 Modules

· Competition Recall - Teaching your dog a fast and straight Recall is important if you’re planning on entering the ring or trial field. We make the recall fun, so the dog is fast and then slams on the brakes, which is a sight to see!
· Focused Heeling (Level 1-5) Attention Steps, Attention Yards, Attention Doodles, Attention Back, Attention Routine – Also designed for competition, we can help your dog get that beautiful heeling posture that judges love to see.
Broadening Horizons:

· Canine Good Citizen Test Preparation – This module will provide a mock CGC test and help the handler learn which exercises for the test are sufficient and those that may need improvement. Individual game-plans can be discussed after class so that owners can join the appropriate modules. (CGC Testing is offered at Angelcare…Ask about the next date and time.)
· Pet First Aid – Minimum of five attendees required. By request only. Taught by the American Red Cross at Angelcare K-9 Academy.
· Beyond Basics: Taking it on the Road (Bi-monthly sessions at designated areas to help real-life obedience exercises) - This is a modularized scheduled field trip. Call for the next available session and destination.
· Intro to Rally – We’ll set up a beginner rally course and go over the basic rules for you to start a class in Rally. A newer sport, it’s fun and fast paced…Come Rally with us!
· Intro to Agility (Intro to exercises/classes starting soon) - We’ll set up a mini-beginner course and go over the basic rules for you to start a class in Agility. A favorite sport of all breeds.
· Intro to Tricks (Intro to exercises/classes starting soon) – A mini demo session filled with various “stations” to try. Classes are usually walk-in, so call ahead for the next sessions’ theme!
· Tracking (Level 1-8) Level 1 includes Orientation/Scent Pads. Level 2 is teaching Articles Level 3 is Scent Pads with Dial Outs to an article. Level 4 is teaching Serpentines to an article. Level 5 is teaching Straight Tracks to an Article. Level 6 is adding Corners to a straight track. Level 7 is Article to Article Indication. Level 8 is beginning a Competition Track consisting of: starting the track at the flag, tracking, multiple article indication and the end of the track.
· Car Fun – Lots of obedience cues are forgotten in a car environment. Let us help you reinforce cues in the car!
· Doggie Yoga – This class will teach the benefits of relaxation touch that can help calm your dog, and also help redirect any space issues.
· Retrieving (Level 1-3) - These modules will teach: Shaping the Retrieve, Proofing the Retrieve on Cue, & the sequence of the Formal Retrieve
· Husbandry Skills (Series 1-5) The series includes: Holding your pet’s Nose in Air & teaching the Bird Mouth for Pilling, Eyes & Ear Ointment application or Cleaning, Nail Trims, Lifting & Kid Proofing, and finally Brush outs & Grooming.
Specialties:

· Digger Dogs – Breaking the Habit – Lecture for owners of dogs who dig in the yard or their crates.
· Building Trust: The Adopted Dog (By Request only) – Designed to help an adopted dog fit into its new home. 
· Barkers Anonymous – An ongoing series for the dog that likes to bark: in the crate, at squirrels (etc), at other dogs or even people!
· AH! Don’t Leave Me! (Or Hide Me!) – An ongoing series for the shy dog. Whether your pet hides behind you, is scared of other people or even around other dogs, this module is designed to boost your dog’s confidence and shows YOU how (and how NOT) to react when things seem a bit scary for your pet.
· Fiesty Fido (The Hyperactive Dog) – This module is designed to evaluate your dog and teach your dog some fun and fast-paced focus. Games, toys, food, and more!
· Growlers (Calming Aggression) (Series of 3) (Dog-People, Dog-Dog, Possession) – Pick the module that fits your dog’s current issues. We’ll help teach you calming signals and how to click to calm. For an additional fee the textbook Click to Calm can be purchased or it can even be rented from our Pet Library.
Games:

· Games Night This module designed to bring owners and pets together for a night of fun. Games stations include: de-sensitizing to strange surfaces, scent discrimination, tunnels, jumps, egg on spoon relay, down stay relay, musical mats, etc!
· Games to Play Designed to help you build a creative, thinking dog. Games include: 101 things to do with (a cone or box) & other Shaping Games (head nod, circle, go to mat)
Kitty Modules:
· Kitty Kindergarten - We’ve structured a module to help socialize your cat & start reinforcing wanted behaviors.
· Kitty Agility – Agility courses designed for cats! Yes! It CAN be taught!
