Basic orienteering Rule.
NEVER LEAVE WHERE YOU ARE WITHOUT PLANNING HOW YOU ARE GOING TO GET TO WHERE YOU ARE  GOING.

Nearly all orienteering errors begin by setting off without being sure how you are going to navigate to the next point. Just running off in hope and relying on 

luck.


IF

· You know where are you now

· You know where you want to go

· You know how you are going to get there

· And you know how you will know you have arrived.

Then you cannot be wrong

Compass is not primery navigation tool! Follow features on the map. Read the map! Using compass is not nessesary untill well after you have learned proper map-reading skill

Route Choice

There may be several different ways to go on an orienteering leg. You have a choice of routes-the key is to know ( decide) which is the FASTEST ROUTE FOR YOU. There is no absolute best route –only the best route for an individual orienteer.

1.A common choice is between a direct route and a longer route which avoids climbing..

2.Between a safe easy route, with no risk of navigation errors, and a shorter more direct route, but with harder navigation and more risk of errors.

To be able to make the best choice needs experience of yourself-your navigation skills and running speed over different types of terrain.

· How fast do you run onpaths, how fast on rough ground.

· How much extra should you go to avoid a climb.

· Do you navigate slowly off path.

· Have you confidence to go fast –rough orienteering across country with no line features.

· It is early in a race(play safe)

· Have you just made a mistake(lost concentration-be safe)

· Are you tired-physically or mentally.

A good rule is to go the shortest way possible unless there is a positive reason to make a detour. Positive reasons may be any of:

-a good path system-fast and easy safe navigation

-easy attack point

-better catching features

-avoiding marshes

-avoiding areas of slow run, walk or fight

-avoiding climb

-making the control simpler to find.

The detour will then save time- either navigation time of running time-or mean less risk of taking extra time by makimg a mistake.

And again, there is no absolute best route-only the best route for you.The only aid you have to make the choice is experience and knowledge of your own abilities.

Attack points.

Most controls are on nearby point features rather than actually on the line features you are using for navigation. If you proceed as though the easily recognisable point on the line feature was the control and go from there to the actual control.This is using the easy feature as an ATTACK POINT.  An attack point is an easily recognisable and easily found feature as near the actual controlas possible. you use an attack point when it is easier than finding the control feature directly. If the harder feature very near the easy feature then these is no difficultyfinding the control.

Catching Features.

The best way to use catching features is to find a feature that will tell you when you have gone nearly far enough-before you reach the control. When you are planning your route try and notice features that will tell you this – and notice what feature will tell you if you have gone too far.

They can help you navigate on a lond direct route. Using intermediate catching features can divide up a long difficult leg into a series of short easier stages.

Navigation  on direct routes combines compass for direction, map reading on large features and using catching features.Youshould aim to develop confidence in being able to identify potential catching features on the map which you know you will recognise on the ground.

Sit at home at leisure and look at old courses you have completed and find where you could have split legs up and used catching features. Particularly  find where you could have used rough compass and catching features to save time otherwise spent on slow and detailed navigation. It is harder to pick good catching features under pressure of competition but it will develop into a skill you use automatically. Then your routes will lead from one catching feature to another untill you reach youre attack point and so to the control.

Orientating the Map.

The map matches the groun but on a smaller scale.you should always try and prientate your map as you runalong and look first at the map, and then at the ground in front of you,

The two will always correspond. As you change your direction so you shoud turn your map in your hand to keep it orientated to the ground. Good orienteering style is to always  travel with your map orientated and pointed in the direction you are travelling.


NEVER BELIEVE THE COMPASS IS WRONG- IT IS NOT-IT IS YOU THAT ARE ON THE WRONG ROAD. 


Aimimg off.

This is a classic navigation technique. It is used in combination with a catching feature and is one way of allowing for the error inherent in following in a bearing. It means deliberately aiming for a point to either the left or right of the place you want to be. Then when you hit the catching feature you know whşch way to turn. You will decide for yourself how far to aim off – it depends on the sort of error you make following a bearing.

Distance  Judgement-Judging Distance on the groud

The scale of the map allows you to measure the distance between points:

1:10 000  1cm on the map is 100m on the ground

1:15 000  1cm on the map  is 150m on the ground

Having measured how far you need to go the next need is to be able to estimate the distance you have covered on the ground. There are standard techniques for this:

· Pace counting

· Estimating distance by eye

Pace  counting is the simplest and for most orienteers, the most accurate way of judging distance. Pace counting still has limitations-it is only accurate for short distances, up to a couple of hundred metres. It is most accurate walking on flat easy going. As you run and as the ground gets hilly and the going gets rough so pace counting becomes less accurate. In a forest of poor visibility you can expect an error of about + or –20m after 100m when running, or +or+10m if walking.pace counting is really good to let you know you are in the correct area and within about 15% of the correct distance. It  prevents you stoping to start to look for a control feature after 100m instead of the correct 200m-a mistake it is easy to make if you are not pace counting. You have to take different numbers of paces per 100m depending on the terrain and how fast you are going.

Double paces per 100m:

Walking on the flat

Running fast on the flat

Running steadily on the flat

Running uphill

Running in rough ground

Running uphill in rough groung

Walking uphill in rough ground.

If you need to measure distance accurately- such as going 100m in low visibility to find a boulder with no other features to navigate by-THEN YOU WALK (or run with a highest possibility to miss the feature).

Lastly remember when counting paces to make allowances for minor deviations, falling in ditches etc.-allowance is easily made by not counting a couple of paces as appropriate.

Pacing gets less accurate in dense or extremely rough terrain – when pace lengths vary and you have to follow a zig zag course. In that case keep looking for some feature you can judge by eye to be 5m or 10m ahead. Then proceed from one feature to another “ticking”off the distance covered as I go.

Accurate distance judgement is only required when you are near a control or there is no obvious catching feature. With all distance judgement- if, as you are counting, you pass a recognisable feature that you can identify on the map – then knowing where you are start counting from 0. Always measure the distance from as near the place you want to be as possible-the shorter the distance you estimate the smaller will be any error you make.

Using Contours

Contour on a map show you the shape of the ground. If you can picture this shape form the map then you can use this shape for navigation-superimposing all other map information onto the ground shape. Contours are very reliable information-both in terms of accuracy and because they do not change.

Sometimes it is possible to use contours as a line features.

For example

1. To follow contour line just keep at the same height. On any well defined slope this is easily done. 

2. Reentrant and ridges are ideal line features to follow.

 You can follow these contour features as line features-but you also can use them as catching features when you are going at right angles to them.

Rough and Fine Orienteering.

Rough orienteering is the art of crossing ground quickly, simplifying  the navigation and avoiding having to read all the detail on the map. Used to get as near as possible-the attack point.

Once you get to your attack point you have to be mpre careful. It is moreimportant to know exactly where you are. This means you have to take more notice of detail on the map and often go carefully from feature to feature  by careful map reading is called staying in contact with the map – you know precisely where you are on the map as you move. This is Fine Orienteering. You know exactly where you are all the time and can navigate accurately to a precise point. 

Mentally divide an orienteering coures up into rough orienteering bits and fine orienteering bits- with some transition bits.

A very important skill – and discipline –in orienteering is knowing when to slow down. Run fast and use rough prienteering when you don’t need to know precisely where you are. Relocate(confirm your exact position) using a large or easily recognased feature-attack point. From the attack point to the control slow down and go carefully using fine orienteering. 

By using these fine orienteering technique-especially:

· İmagining the control site

· Going initially for a big feature and then to the actual control feature

· Planning how to get there from your attack point

you should  be in the position to find every control without wasting time making mistakes.

Once extra ingredient is needed –CONCENTRATION-making sure you do what you now know you should be doing. Losing consentration is a frequent cause of mistakes-especially as you get tired. Be aware of this and guard against it-be alert and ready to react to any stimulus.

Relocation.

It is all about what to do to minimise the time wasted when you get lost.

As your skills develop you can deliberately allow yourself to be lost when using rough orienteering. You know the approximate part of the forest you are in but your exact position. You can run fast, orienteering very roughly-rough compas and approximate distance judgement only. Then when you are nearing the control you relocate, it’s the transition from rough orienteering to fine navigation. It means using the map to find out your exact position, and then attack the control.This is used when it takes less time to relocate than it would have taken to navigate more carefully and keep in touch with you exact position on the map.This is a development from the idea of pre selected  attack point-instead using a pre selected area –and finding your position within that area. Then fine orienteering  to the control. Sometimes this technique is the best, sometimes a precise attack point is best.

Both instances use similar skills-called relocation. Its about being able to recognise what features you can see will be unique on the map and recognising them on the map. This will involve forming a total picture of your surroundings, the combination of features, their relationship to each other  and their orientation(direction).

Logical stages of relocation.

· Ask yourself –what big features have I crossed(streams, valleys, hills, paths etc.) since I last knew where I was.

· What obvious features can you see

Pathes/tracks/junctions

Slopes

Hills

Valleys

Forest

Open

Marsh

· For the obvious features ask

How big it is

What direction does it run

How does it relate to the other big features

· Look at the map. Start from where you last knew with absolute certainty where you where.

· Use memory  of the approximate distance (0.5;1;2;km etc) you have travelled since then, the direction if known to try and see the big features you remember crossing.

· Decide which area of the map you should be looking at.( may be 1x1km or more).

· Look for the matches to the combination of big features you cansee.

· Don’t accept the first one you see-lookfor alternatives.

· Do not try and distort the map or ground in your mind to make them fit each other. Admit you are wrong and look again 

· Having found the best possibility –or several possibilities –decide how to confirm where you are. This will usually involve something like –if I go 50m to the west I will come to a track/marsh/clearing etc.

· Do this and confirm where you are. Or eleminate one possibility and start again.

STOP STOPPING

Normal walking pace is 10 to 12 minutes a kilometre. Typical orienteering speeds range from 5 minutes to 20minutes a kilometre. Most orienteers run yet many take longer per km than slowish walking speed. Why?

A lot of time is spent stopped: stopped to look at the map, stopped to look at the terrain, stopped to make a decision, stopped to look at control description sheets. Stopped besause you don’t know where to go...

There are techniques which enableto make possible to navigate without stopping-

· PLAN AHEAD
First  of all by planning ahead you never get to a point where you do not know what to do next. So you can keep moving. Next is to learn to read the control descriptions and the map on the move.

· READ DESCRIPTION WITHOUT STOPPING

Hold your map so that youe thumb points to the place on the map where you last knew your position. Orientate the map in the direction you are travelling- the bit of map above your thumb is then the bit of ground you are about to cross. When you glance at the map your eye is attracted to this bit above your thumb-the bit your want to “read”.

So by a combination of short glances and some memory from glance to glance so that you know what you are looking for, you can get all the information you need from the map without stopping. By looking at the ground between glances you can keep moving – walking, jogging or running.

· PRACTISE READING THE MAP

Take a map with you when you are out for a training run. Practice map reading your wayaround old course while you train. Your skill at map reading on the run –and seeing and making route choices-will improve vastly.

· USE THE TERRAIN TO MAKE TIME TO LOOK AT THE MAP

If it is possible take a path route early in a course - so you can do a lot of map reading while you run. This lets you look for legs needing a bit of thought – either difficult navigation, tricky control sites or complicated roete choices. If you have a steep hill – walk up it and spend the time map reading and planning the next few legs in detail.

SOME OTHER TIMESAVERS

· Sometimes it is worth deliberately overshooting a control and coming back from an easy catching feature – rather then going slowly for some distance before the control.

· You are a bit lost near your control and fing another control – pause and see where it could be on your map. Remember if a feature has a control on it then the feature must be on the map.

· Attack most controls form above - (except cragfoot) – you see a greater area looking downhill than looking uphill. If lost you can often relocate by going to the top of a hill or knoll.

· You are sure you are in the right place but there is no control. Don’t waste more then 1 or 2 minutes looking. G back ot your attack point. Check it is correct. Could you have mistaken  a similar, parallel, feature for the one you wanted. If still no control look carefully at the map. Is there a similar parallel feature to the control feature - that you may have gone to – if so go to the right one. Or perhaps the planner and controller have put the control on this other feature – go and look.

· If your attack point might be wrong  - then go out of the area you are in to the nearest unmistakable feature – large and unique – and start navigating again from there. On a short leg go back to the previous control.

· Taped controls – such as the final one in the course. Remember that you can use the tapes as a catching feature or an attack point.

· Simplify  controls as much as possible – don’t end up looking for the marker. Look for a big  features first, then the smaller control feature and then the flag.

· In open areas look a long way ahead . You will be able to see big features a long way off – even the control feature. If you can not actually see the feature you may be able to pinpoint exactly where it will be.

·  Don’t  go to fast after going from forest into an open area. Distance judgement may be difficult – get the feel for it first  - then accelerate. Also remember to slow down when you go back into low visibility forest.

· On legs across valleys – look across the valley before dropping down into the valley. Features such as vegetation boundaries, clearings, reentrants may be obvious from a distance. Again can help you pinpoint exactly where a control will be.

· Controls in thickets, green etc. there is probably an easy way in or the mapper and planner would not have found the feature. Unles you are a very eary starter – there is always an easy way out as everyone tends to leave by the same route and create the path. So either look for the extraction  lane the mapper found or approach from the exite side and use the path people are making  as they leave the control.  

