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TEACH MAP AND COMPASS SKILLS

Robert P Larkin, Dceparieient of Geoerephiv, iversity of

Coiorado, Colovado Spron s, Colorado

INTRODUCTION

Students can fearn map and compass shilbs through o series
ofactivitv-onented games. Thes guide to teaching such sKills
mcludes map games and exercises. activities to teach com-
pass ~hills. amdovintroducuon to the sport of Orientecring.
Teachers can use these activatios within the classroom orin

park s and wooded e

I'his grouap of cxercises has been developed to help teachers
and others teach map and compass shills inaway thatis both
cducational and fun. Onby some of the many games and
caercises to teach map and compass shifls areinclwied here:
many of the basic exercises can be modified or adapted to
sl individual needs. Most of the activities inchrded have
been used successtully with both secondary and college stu-
dents: they can be made as simple or as comples as destred
by adapting the materds to the level ot sophistication of the
students.,

The use of map and compass n an expericntial achivity has

applications for prade levels and  disciphines.
Youngsters i the third and tourth grades. pliving these
games in a schoolvard. can learn mathematics and physical
scienees. At the junior high and senior high school levels.
physical saience teachers can wasily relate clissroom ac-
pvities o outdoor map and compiss exercises. Cognitive
sKills inareas such as geography. geology. brology, en-

vironmental studies, and smathentatics can be presented as an

ey

outdoor experience. For example. a good understanding of

topographic maps iy essential in understanding weathering
and erosional processes in geology or carth science classes.
Those who have developed mip and compiss skills canrec-
ognize landscupe features and processes from i tlepographic
map. and locate and map plant communites relative to land-

scape features or other ceofogicad variables.

At fevels above secondary education, the same games and
exereises gin be adapted to the abtlity of the students. In
addition to formal academic relationships o clissroom ac-
tivities. mapind compass skills can be presented for survival
training. feisure time activities. physical thiness, and other

nop-academic applicatons,

cOrenteening s o comed word, regstered o the TS AC and Canada for
services rendered and products distributed by Orienteerimg Service., Box S47,
[.a Poce, Induna and by Canadiao Orientecnng Services, 346 MeNicolls

Avenue, Willowdale, Ontaro

Roger Schoenstein, Nortr Junior Hilh School. Colorado
Springs. Coiorado

THE TOPOGRAPHIC MAP

Most people aie not familiar with the topographic muap: they
usually associate it with a road map. There are. however,
some rather important similarities between the tvwo. Both
Kinds of muaps cenvey some information about the real
world: they erve both printed at some greatly reducad scale:
and both dse svmbols to represent real objects onor near the
surtuce of the carth.

The distinguishing characteristic ol s topographic map is the
portraval of the shape and elevation of the terrain, The road
map plots position and distance of cities wid roads: the to-
pogriaphic map concentrates or the physical features of an
arca. Topographic maps record the physical characteristies
of the terrain. as determined by precise engineering sturveys
and  measurements, in convenient. readable torm. They
show the location and shape of mountains, valleys. and
plains: the network of streams and rivers: and the principal
works of man including roads. towns. bouadaries. and build-
ings. A road map ~shows the shortest route 1o take from one
town to another: the topographic map shows what the terrain
in between s like. including steepness, distanee. kKind of
vegetation, and signiticant hvdrologic features.

Teachers interested in learning more about topographic

maps can obtain an infornative booklet trom the United

States Geological Survey entitled ““Topographic Maps.” The ‘
booklet discusses many elements of topographic maps such ‘
as nup scale. nap symbols, mapping procedures, map ievi- !
sions. as well as information on ordering maps for ckissroom |
e, The booklet is well illustrated and can be obtained free \
of charge by writing to the Map Infornution Office. U.S. |
Geolegical Survey, Washington, DU 20242, pewsnsoion 10 @ERRODUCE Th
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MAP SKILL EXERCISES

Matching Verbal Descriptions and Contour Lines’

This first exercise was designed to help students understand
the nature of contour lines. It is a simple exercise that can
include a variety of contour line figures and verbal descrip-
tions. The object of the exercise is to match the verbal de-
scription with the appropriate contour line figure. (Figure 1)

The figures shown are a rather simple application of the con-
cepts however. other contour lines and verbal descriptions
car be developed to the level of difficulty required. As a
variation of this exercise. have individual students. or groups
of students, draw contour lines and descriptions and have
them trade with other studénts to see if they can match up
contour lines and verbal descriptions developed by others.

VAdapted from Your Way with Map and Compass by John Oisley. Canadian
Orienteering Service. 446 McNicolls Avenue. Willowdale. Ontario. 1973.
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Is a round hill with two summits

Pairing Lines and Profiles?

Like the first one. the purpose of this exercise is to develop
skills in interpreting contom lines and their relationship te
surface features. This is done by matching the contour lines
with the appropriate cross-section diagram. (Figure 2) Itis a
good way for students to get a feel for the relationship.be-
tween contour lines and landscape elements. Students can
develop their own profiles and contour lines in this exercise
as in the previous one.

Ibid.

1. ]
2. Has a steep southern side
3. Has gentle uniform slopes 3 4
4. Has two summiits—the northern one is higher
Letter Number Letter Number

A A

B B

C C

D D

Figure 1 Figure 2
2 '3 ' .
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Pairing Contour Mups and Cross-Sections?
Another exercise concerned with contour lines and cross-
sections involves pairing cross-sections with lines drawn on
actual contour maps. (Figure 3) After drawing the lines on
the map. one has to tmagine thiat you can cut down through
the contour lines and see » cross-section of the terrain. The
object of the exercise is to match the line drawn on the map
with the appropriate cross-section. This exercise has endless
possibilities as a self-study learning experience. Give stu-
dents a topographic map and ask them to draw lines on the
map and make a drawing of the cross-sections involved.
They can then exchange maps and try to match up the lines
and cross-sections developed by other students. .

31bid.

Figure 3




Outline the Square Game*

The basic idea behind this game is simple and many varieties
of-the game can be developed. Divide a classroom into
groups of three or four students. At the end of the classroom,
or out in the hall, post a group of master maps with three or
four squares drawn on them (Figure 4), one for each group of
students. Provide students with maps that do not ha\'/e\l_h\e
squares drawn on them. The students line up in groups, and
on an appropriate signal the first students leave the starting
aPeg and go to the master map set aside for their group. The
student has to concentrate on the map and the position of the
first square on the map. When the student thinks he or she
knows the position of the square on the map, he or she.
returns to the starting area and draws the square on the
group map. The student cannot bring the master map back to
the starting area in order to draw the square, but has to draw
the position of the square from memory. If the first student
forgets the position of the square, he or she can gc back to
the master map as many times as necessary. After the first
student is finished, the second studeni goes to the master
map and draws the position of the second square on the
group map. This process is repeated several times, depend-
ing on the number of students in the group and squares on
the map.

‘The winner is the group that finishes the quickest with the
least number of mistakes. Many times the group that finishes
first is the least accurate; the group that took more time ends
up the overall winner.

Many varieties of this game can be developed. For examgie,
use figures of any shape and number of sides instead of
squares. This, of course. adds to the difficulty. Or, instead of
having each student draw the whole square, 'save him or her
draw only one side of the square; the group as a whole works
on each square to complete it. .

This exercise develops many skills that are appropriate for
an understanding of topographic maps. The students must
look closely at the contour lines and the relationship between
lines. This game has been tried many times with a great deal
of success. Students like the competitive aspect of the game
and usually end up chieering and encouraging their group
members to win.

Flll-in-tHe-Square GameS

This exercise is similar to the previous one and can use the
same squares developed for that game. (Figure 4) The pur-
pose of this game is to thoroughly analyze the nature and
number of contour lines in the square. Place the same master
map on one side of the classroom, and divice the students
into groups of three or four, depending on the number of
squares on the map. The sl@dems line up in.groups, and a.

signal is given to start. The first student goes to the master .

map, looks at the first square, and then returns to the siarting
area. On a blank sheet of paper, he or she draws a square of

" the approximate size of the one on the master map and also

Q
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draws in the co1tour lines and cultural features as they were
on the master map. The student can return to the master map

to refresh his or her memory as many limles as necessary.
\

‘Adapted from Learn Orienteering. Cx_madian Oricnlccr\ing Federation. Box

6206. Terminal A, Toronto. 1973.
s Ibid.

4

,I topographic maps and using maps for Orienteering. As inthe

After the first student completes his or her square, the next
student goes to square number two. This process is repeated
until W}l the squares are completed. This gamc is scored on
both speed and accuracy.

Many variations of this game can be developed depending on
the sophistication of the students. Obviously, for beginning
students, the number and complexity of contour lines in the
squares should be kept simple. Howeve., as students de-
velop more skiil, make the squares more complex by adding
ruads, houses, and other cultural features. Another variation
of this garie, as in the previous exercise, is to change the
shape of the figures from squares to other geometrical de-
sigi»s. An even more exciting modification of the game is to
kave a student go tc the master map and study it. Then,
vhen he or she returns to the starting area.le or she has to
tcll another student what was in the square and that other
student has to fill in the square. This modification develops
communication skills relative to topographic maps and is a
great deal of fun to participate in or observe. .

Circie Route Game® .
This-game-develops several skills necessary for interpreting

previous game, divide the class into groups and have them
line up in a starting area. Master maps (Figure 5) are placed
across the room or in the hall with one master map for each
group of students. The master maps have an Orienteering
course outlined on them. (Orienteering will be discussed in
more detail in the final section.)

¢Adapted from Orienteering Map Memory Game. Canadian Orienteering Ser-
vice. Willowdale, Ontario. 1975. Master maps and blank maps are available
from Orientecring Service, La Porte. Indiana.
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The Orientecring course outlined on the map consists of a
starting arca (triangle). seven control points -lenoted by
small circles and numbered one through seven. and a finish
area denoted by a double circle. The first student goes to the
master map and looks for the starting arca (triangle). When

. he or she finds the triangle. he or she mus: accurately

memorize its position and return to the starting area. At the
starting area each proup has a map identical to the master

* map. but it does not include the outline of the Orienteering

course. The first student must draw the triangle in the appro-
priate position on the map for his or her group. The student is
allowed to return to the master map as many times as neces-
sary. After the first student is finished. the second student
goes to the map and studies where the first control point is
located (circle number one) and then returns to the starting
area to put the circle on the group map. The next student

" then finds control point number two and this whole process

is continued until the group map has all the control points
and the double circle denoting the finish.

This exercise is scored on both speed and accuracy. Many
skills relative to topographic maps and Orienteering are de-
veloped with this exercise. The students must rea.” the map
closely and remember the relationship between contour lines
and cultural features on the map. When a person is actually
walking or running around an Orienteering course he or she

cannot constantly look at the map. but must remnember
where certain topographic and cultural features are located.
This exeicise is extremely effective in developing that skill.

‘A Walk on the Map

This is a-useful exercise because it combines many of the
skills needed to interpret topographic maps. The Orienteer-
ing course outlined (Figure 5) could be used as a basis for the
map walk exercise. The students describe the terrain and
cultural features they would encounter as they walked
around the Orienteering course, assuming they would watk a
straight line between control points. For example, if one

were to describe the terrain and cultural features encoun-

tered on a walk from the starting.point of the Orienteering
course to control number one it would be something like this:

The starting point is near the base of a hill. As you
proceed north toward the first control you have to
cross a broad, relatively flat flood plain. You then
cross the stream and on the northern side of the
stream start to ascend a steep hill. It then levels off for
a little distance before you start to descend and as
soon as you start going down you have to cross a dirt
road. After continuing down for a short distance after
the road, the control point is necr the top of a valley
that runs in a northwest direction.




The above example is a description of only one leg of the
Qrienteering course. Within the individual groups of stu-
dents, each student could take a leg of the Orienteering
course und describe the landscape and cultural features.

, Another method would be to set up a fill-in-the-blanks exer-
cise. For example. if one were to take the first leg of the
Orienteering course described above. the exercise could
read:

We start walking in atn) (Northeast) direction. The
Jirst major physical barrier to be encountered is a(n)
(stream). After we cross the stream we are quickly
confronted by a(n) (steep hilly that must be ascended.
As we walk up the steep hill we can look to our im-
‘mediate west and see a(n) (vallev). We keep going up
Jor a short distance and then start to descend. Almost
at once we have to cross a(n) (road). After we cross the
road it is only a short distance to the control point
which is found in a(n) (valley).

The above procedure can be used with almost any map. For
an interesting variation. the students themselves can develop

the - fill-in-the-blank questions and give them to other stu-
dents.

Imaginary Mao Game ,

The purpose of this exercise is to develop a general under-
standing of how map symbols relate to each other and. de-
pending on the complexity of the imaginary m.p. many other’
map skills can be developed. Essential’v. the imaginary map
game involves the technique of taking a verbal description of
a map and translating that information-onto an actual map.
The map shown (Figure 6) is an example of an imaginary map
drawn from the following description:

The Grand Lake Region

The river Platte flows from the northeast to the
southwst. It has rapids in its upper reaches and
empties into Grand Lake in the southwest part of the
map.

A paved highway running east-west crosse:: the river
(bridge) just below the rapids. Just north of the bridge
on the west siage of the river is u farm with a larce barn.

LEN X
R 7 \
N 1
I’I
7
P
] omme— .
—2 p—— o, »
- g @‘"‘::_‘\‘~\\ :
‘.o | R /A
- A e
t.\ -
(XS
S i
& ‘ \ -~
@\
. ‘\
[em ] a

O

ERIC

Aruitoxt provided by Eic:



Anunimproved dirt road leadsfrom the farm along the
river to the paved road.

South of the highway. on the west hank, is a small
selllemenl with four houses along the river. A dirt road
runs ulung Ilw river from the lake to thé highway with
the four houses between this road and the river. Down -
at the lake, wihere this road ends, is a church.

East of the church and along the shore of the lake
are several summer cottages. A trail is running from
the easternmost cottage. passing the other cottages.,
to the church.

South of the paved highway and directly north of
Grand Lake is a small lake. From *t a small intermit-
tent stream flows southeast where it joins the river
Platte near the settlement with four houses. A trail
leads fram this lake to the settlement.

Al the west end of Grand Lake is a farm with two
large barns. A dirt road ieads north to the paved high-
way. Ahout three-fourths of the distance to the paved
highway is a swamp on the west side of the road.

In the southeast corner of the map. east of Grand
Lake. is a hill with two summits. The northern summit
is higher than the southern one. The southern summit.
however, has a crater or depression at the top.

In the northwest portion of the mayp north of the
paved road. is a hill irending cast-west with a steep
eastern slope. . t

There are several ways to use the imaginary map game. The

. description of the map can be read to the students very

Q
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slowly and they can draw the map as the description is being
read. Another method is to give students c.ipies of the de-
scription and let them draw the map at their own pace. It is
always interesting and exciting to have students compare
maps when they are finished.

-~ 2
| _ \ Add 12¢°

120°

' . Ad

Figure 7

COMPASS GAMES

In teaching compass skills, the instructional sequence can be
rather important. The games presented in this section are in

their teaching order.',and that order_should be followed for

maximum clarity and ease of teaching. The games are de-
signed for use with a compass with a rectangular baseplate
and a maveable compass housing, like the Polaris (Type 7)
by Silva Company. This compass is inexpensive..accurate,
durable, and well-suited to use by elementary and secondary
students. Other compasses which could be used are the
Suunto RA-66 and the Wilkie M-111.

The very basic compass skills can be taught inside or out-
side. buta schoolyard, park, or open field is more fun for the

students. How the compass works, how to read a bearing, -
what the red needle points to, and other basic operations are

explained as quickly as possible. The three operations to be
concentrated on in the first session are setting, taking, and

following bearings, in that order. Setting a bearing is nothing
more than setting the compass housing to a bearing given by

the teacher. For students well familiar with the 360° of the
circle, problems such as **Set your compass at 455°°" can
prove interesting. (Obviously, 455° is equal to the full 360° of
the circle, plus an added 95°; so the bearing is 95°.)

Following bearings is simnlv Lieading in the direction indi-
cated by svhatever bearing the teacher gives. Any suitable
landmark or object can be used: **What object is at a bearing

_of 45°7 **If you were to walk at a bearing of 234° for 100

meters, what would you find?"” .

Taking a bearing is arelated, yet different operation. Often at
about this point someone ‘will ask, **This is easy, but where
are these bearings coming from—out of your head?’’ This is
the time to explain the process of taking a bearing. Again,
nearby buiidings or c:her features can be used: **What is the
bearing to that tall tree?'” **What is the bearing you would
follow to walk from here to the library?’’ The emphasis here
is on how to take a bearing from an object-—that’s one place
where bearings come from.

The Triangle Game” .
In the triangle game, the student is concerned only with a
given set of bearings (directions) to follow. The emphasis is

on compass use, not on distance or map skills. As shown in .

Figure 7, the student picks a spot in an open field or
meadow, marks it with a penny or some small marker, and
then follows a triangular course arriving back, hopefully, at

. the marker in the grass. Say, for example, students start with

a bearing of 60°. They walk 50 meters, or any distance at that
bearing, and stop. They add 120° to the original bearing, walk
that same distance as in the first leg; and stop again. After

repeating this process the third time, they have described an *
- equilateral triang; ., and are back at the starting point. Using
"" a quarter (provided by the student) makes the game a bit
“more interesting, as does using more complex figures than a

triangle. By adding 90° on eacly of four legs, a square is
described. Likewise, add 60° for six legs, and so on. The
more legs, the harder the gamé. For younger children, larger
coleriul discs could be used to make the game easier and
insure success. "

TAdapted from Be Expert With Map and Compass by Bjorn K)el]strom,

Charles Scnbncr s Sons, New York, N.Y. 1975.
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Fhe Compass Rose Game?

Figure 8 shows a sample set-up for the compass rose game.
A center stake is used. and ecight stakes are setout ata given
distance from the center (25 meters is a good starting ¢'is-

tance). Using the bearings shown. sgt each stake 25 meters

from the center. and label it with a letter of the alphabet.
Each student is given a slip of paper. indicating the starting

point for the game. and a series of tive bearings which he or

she is to follow: Figure 9 shows such a course, where the
student is told to start at the stake marked "*T"'. and is then

spelling out the word *"turkey.”* Distance plays no facior in
this game. just the bearing to follow to the next letter-stake.

For variety. the distance of the stakes from the center can be
greatly varied. from 50 meters to a sheet of graph paper.
Setting up the game in a wooded area. with bushes. streams.
and rocks will make ic much more challenging than an open
field. .

—_—_— .
sInstruction cards and answer sheets for this game are available in Schoolyard
Compass Game, Silva Lid., Willowdale, Ontario and Silva Co., La Porte,
Indiana.

directed to follow five bearings to five additional stakes. thus

K o -
34»0\ 32°/ T E
63 .

272
Figure 8 Y 7 ® 10
T 250° 180° 147
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100-Meter String Game
The triangle and compass rose games will give the student
experience in setting his or her compass at given bearings.
and then following those bearings on the ground. The miss-
ing element so far is estimation of distance. and that’s where
the 100-meter string game comes in. As shownin Figure 10, a
string is stretched between two stakes. due East and West,
with a marker every five meters. To begin, the 100-meter
string is used ‘~ estimate the pacc of the student. A pace
represents two steps. and can easily be measured by count-
ing how often the right foot touches the ground over a given
distance. If it takes a youngster 100 of these paces (double
steps) to walk the 100-meter string, his or her pace is then
100 paces per 100 meters, or | meter per pace. N

In operation. the student is given a starting point. and then
he or she is given three routes to follow, each witha bearing
and a distance to proceed. After three legs, he or she is back
on the 100-meter string. and marks down *he point of arrival.
The three legs are of different lengths, and the student does
not arrive back at the starting point. Take Figure 10 for
example: the student is directed to start at point #2. and
follow a bearing of 320° for 155 meters. He or she must
combine the ability to measure distance over the ground with
compass skills. After walking those 155 meters at 320° he or

Figure 9

u

she siops, gets a second distance and direction from the
game card, and proceeds. Finally, after the third leg, he or
she arrives back at the string at point #4. The student should
be given an answer card® indicating where he or she should
have arrived for-that given route, and points are deducted
according to the accuracy of the student’s bearings and dis-

_tance calculations.

For variations, the game may be set up in a wooded area:
thick trees, fences, streams, and boulders make keeping a
straight line course much more of a challenge. Stretching the
string downhill, uphill, or across a steep. slope can be chal-
ienging as well. Distances will vary greatly when placed up-
hill and downhill, and accuracy will suffer unless the student
compensates. In an open field at night, with flashlights, stu-
dents will find the- game quite challeﬁging. Competitive as-
pects can be easily added by having the students compete
with one another or with.the clock. Points are deducted ac-
cording to how long it takes to do the three-leg route. Both
accuracy and speed are important in this game.

*The teacher can construcl rough answer cards using a protractor and ruler
from a scale drawing such as is shown in Figure 10. Accurate calculations of
assigned trails. score cards, elc. are avaitable in **A Competitive Compass
Game." Silva Lid.. Willowdale. Ontario and Silva Co.. La Porte. ndiana.
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Point-to-Point Game'®

In the point-to-point compass game, distance and direction
are combined, as in the 100-meter string game. A course
..should be set up in a wooded area, though *: school campus
can be used. Markers are attached to trees. rocks, fence-
- posts, and building corners, identifying the number of the
point, and giving the directions to the next point in degrees
and distance. '

Look at Figure 11 for an example: The start (S) directs the
student to follow a bearing of 72° for 50 meters to find the

first point. That-point has directions to the next pdinl_ (290°-

for 75 meters), and so on. The distances can be as large or as

small as you choose depending on the amount of time avail-

able. (For smaller children, distances should be relatively
short to maintain interest.) The directior., to the next point
can be varied as well. Marker 8 might read, “"Follow a bear-
ing of 55%1to the big rock along the roadside.”’ The student
does not knew the distance to the road, just the bearins.

perhaps the object is a large tree which he or she can see w .

bzaring of 160°. Again ng¢ distance is given, just the bearing. .
2 3

In a competitive situation, each of the markers on the trees
with directions to the following point is coded. Each marker
might be a different color, or have a code letter written on it.
As *he student moves through the course. he or she writes
down these code letters or code colors, to prove that he or
she has found the point. The person with the fastest time
around the course, with all the points confirmed, is the win-
ner. Rough terrain, longer distances, and thickly wooded
areas all serve to increase the difficulty of this game for older
students. For young children, the distances should be short,
and the markers at each point can be easily seen colored

streamers. ‘It should be noted that this game requires no
sophisticated materials. In a situation where no map is avail-
able, students can still get outdoors, use their compasses.
and find -their way through a’wooded area successfully. Ir.
addition, compass skills and the ability to estimate distances ..
are also strengthened. -

‘°Adapled from Be Expert With Map and Compass by Bjorn Kjellstrom,
Charles Scribner’s Sons, New York, N.Y, 1975,
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To this point the games described have concentrated on the
use of maps or cdmp’usscs. but the two have not been com-
bined. When you do combine map with compass. and ask
students to find their way over terrain using map and com-

pass skllls you h.nvc lhc sport of Orienteering.
1

Orient Your Map Game

Figure 12 represents a sample map of a school campus. The
map is not highly sophisticated, and structures have been
drawn only to an approximate scale. Similar maps can be

“drawn of the inte ior of a large room. the interior of a build- .

ing. or of an area of several blocks surrounding a school. In
the game the student is supplied with a copy of the map. and
asked to locate points circled on a master map.

To begin. then. he or she must transfer these circles as
shown in Figure 12 onto a blank map. Euch point circled on
the tnap Has a letter-coded marker for the student to find.
The markers can be large and clearly hung for youngsters.
smaller and harder to find for older studeats. The route
choice can be left {o the student as in Figure 12, or the points
can be numbered and a certain sequence required. The com-
pd.ss is used to orient the map. that is. to make it reflect
reality. If there is a cluster of trees on the right side of the
map. then the correctly-oriented map will show the trees on
the right-hand side of the map. No complex compass skills
are used, just the technique of orienting the map. This game
has worked well with adults on a colicge campus with3 x §
cards for markers. and with elementary students in an-au-
d.torium with Green Stamps as markers. The possibilities are
«ndless.

The competitive aspects of thi. gane are clear: fastest time
with all the correct points wins. Note that a sophisticated
map is not required; contour lines. dccurate scales. and very
specific details are net necessary. I

'

Score Orienteering Gamse

The same kind of map could be used in Score Orienteering as’

well: the number of points to be found can be greatly in-
creased and placed in positions harder to locate than others
(hard-to-find points have higher point values). The student
can be given a card which indicites the relative value in
points of each of the: ma kers to be located. A specific time
limit is given (e.g., 30 minutes) with points deducted for
going over the time limit (e.g., one point penalty for each 15
seconds late). The purpose of the game is to see who can

gather thie highest point value in the time limit prescribed.
d - .

The skills are the same, but the focus of the game changes.
The question becomes: *'I can get three five-point markers
really quickly on the $outh side of the campus but would it be
better to try for that one 25-point marker way out on the
other side of the campus?’’ In addition to map and compass
skills, a whole series of judgement decisions is now called
for, involving how fast the student can run, how far the
distance is, how long.it will take, and how tired he or she will
be after covering thezdistance. *'Is it worth coming in four
minutes late for an extra 10-point morker?"” That is the kind
of problem solving tnvolved in this type of schoolyard Orien-
teering. '

Cross-Country Orienteering

Most of the games described so far have been compromises
to a certiun extent: What can you do with a compass but no
map? What about 2 map and no compasses? Whit about
compasses. but a roughly drawn schoolyard map? Well. if
you have compasses and a good topographic map, then
you're ready for cross-country Orienteering.

Much like the { vo games above. the point is the same: Find a
series of markers shown on a master map, and do it as
quickly as possible. Take a look at the map and route shown
in Figure 5 as a good example. Figure 5 is exactly what the
student would see on a master map: a series of markers to be
found, and a ioute to foliow to find them. The student trans-
fers this information onto his or her copy of the map, and is
off. '

In setting up this kind of an Orienteering course, the teacher
should keep a number of things in” mind. First, the point is
not to hide the markers so they can’t be found! Actually, the
markers should be relatively casy to find; the problems for
the student should occur between the markers in the choice
of various routes. Look at the first leg of the course in Figure
5. Starting from the lfiqulc. heading to marker #1, the stu-
dent should see two immediate choices: a straight-line route
right up the steep slope in front of him or her.Aor‘around to
the East to follow the road up the valley.and take the first
fork to.the left. This is what cross-country Orienteering is
about—making the corrett choices based on the ability to
‘read a map and use a compass.

1
' As with most of the other games mentioned above, the mark-

ers: shouid be coded with a letter, number, or color so that
the student can prove he or.she has ‘made it to each
checkpoint.” A score card for such a course should include
starting and finishing times and spaces to write ‘in code
words, numbers. or colors to prove the student found the
marker.

Setting up courses like the oné shown in Figure S can be
exciting, but also rather difficult. To stay out of difficulty, in
a sophisticated area, remeriiber a few simple things: don't

_ hide the markers: make sure there are choices of routes bet

.

tween each marker: and make it fun for your students!

%
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Sources and Materiais
Ameﬁcan Orienteering Service, Box 547, La Porte, Indiana.

(A list of related 16mm f'lms filmstrips, and informative
pamphlets is available.)

C e : ) o
Disley, John. Your Way With Map ond Compass. Canadian

Orienteering Service, Willowdale, Ontario. 1973. (Comes
with a series of plastic overlays and sample maps. A good
text for student use, grade 6 and up.) .

Kjellstrom, Bjorn. Be Expert With Map and Compass.
Charles Scribner’s Sons, New York, N.Y, 1975. (An excel-

" lent text for upgrading your own skills as an instructor; gives

12
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specific instructions on the use of the compass.)

Silva Company: 2466 State Road '~39 North, La Porte, In-
diana. (Clompasses texts, and training aids for teachlng map
and commsknlls are avallable )
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