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Tt*is important that the developmént of mdp and compass skills should o R
““start in the elementary school and .continue through the secondary - . - '
) Tevel.  This article presents a series of activities -that:can be used R .=
i - to develop map ahd compass skills in the elementary-grades. -Included - g -
S f#. . in this article are activities based around the classroom, schoolyard, g
- or in a local park. Most of the activities can be modified o meet .
the needs of a particular teacher or class and sources ‘are given-for \) :

additional games and instructiorial.aids.

o .. MAPACTIVITIES, . i ——
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- -Symbol Game - | | |

_ : A _ A o o
" _Understarding map symbols is.an_important® aspect in the development of ‘map"
skills. The "Symbol Game" 4s-an activity designed to- familiarize students
with some of thre common symbols used on topographic maps. The procedurg for
“"the game.is relatively simple. The “teacher must.first de¢ide whjch symbols
., are to be learned. The next step is.to find a tdpograpnic map with those.sym- o
. bols.on it; then outline each symbol on.the map and place a number next-to ° : :
© 7, the symbol. -~ ' S ' ) o

L . .

. ’

The class i3 next divided into groups or teams of five-or six sfhdentg.-~A,
master map for.each group with the outlined symbols«is placed on the wall at
. one side of the classrobm. The first student in'each team goes. to the-master
e map and. finds the -symbol numbered one.. The student must determine what the
 synbol is amd then return to tire team and write down the:name 'of the symbol.
- After the-first student is finished the néxt studeht goes. to the master map
.. and*determines*what, the number two symbo] i% and then returns.to the team, .
L éo.This process "is continued until.all the "symbols have beén otentatively identi-
e fied. The winning team is.the one which' finishes the activity in the fastest:
time-and is the most accurate.. . v S e _f
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Classroom Map- _ o L _ . f

A classroom map can be an 1nterescxng, 1nformat1ve, and easy f1rst step in’ the . é@
process of familiarizing students with maps. ATthough ‘the.map can be drawn by =~ .
- the instructor and presented’to. che Student, qt is more’ effect1ve to have the . . ’
" students draw the map. - e _ o
r . >
G1ve each student a sheet of paper that is not larger than the writing surface
~ the student will use as,well as a ruler and possibly a tape-measure. - If the
teacher deems it worthwh11e, ‘have, the. sheet represent ithe classroom by having ‘
the edge of the paper represent the actual outline of the classroom. 1f the - '
paper is not an exact representat1on, have the students outline the ctassroom -
on the paper us ing a ruler. A scale can be developed by using the tape neasure
. or by pacing the distance. Draw. a riorth line somewhere on the map. An inter--
~esting, discussiof™can deVelop between thé students and the 1nstructor as they .
try to deterinine-how such a direction can be plotted. Some ideas that have been
discussed are (1) the\location of the sun rising and setting and ‘the 1ine drawn:
betweeh these two points, whigh-is divided by a perpendicular.line, wh1ch’p01nts ,
« north,\(Z% using the north star; Polaris, (3) the location of the greatest amount -
3 of moss on the north side of trees,~(¢) a.’compass, -although ‘it .should bé stated
thaty this Tine may be far from.true north;. (5) by using a map 0¥-the surrounding
area that is oriented with the ¢lassroom, or (6) at noon, not Day]1ght Sav1ngs
Time, the sun is d1rectly south. . , N L o
Next draw in any. 1rregu1ar1t1es along .the wdlls such as’ bookshe]Ves" wa11 cabi- ¢
nets, doers, and windows. Then draw-the furniture which is located ‘against ‘the ~
wa]ls -and f1na1]y the other fun1ture in the center of (the room.

, " Locations on-the map can be 1dent1f1ed by writing the names of students in the1r -ﬁa
. seat1ng area, 1d°nt1fy1ng the 1nstructor s desk, and, nam1ng the furn1ture .- ’

Have the students or1ent the map, us‘ing the. north line. The location of a11 *ob-
jects on the map should ‘be able to be exactly located by looking-at the map and
then ]ook1ng 1n the d1rect1on indicated. by the map. .
Another exerc1se for bas1c map understand1ng involves us1hg c]ay, wood or paper,/
to develop a three-dimensional model of°thie classrobm or the. schoo]yard “The
same general, directions- as.in deve1op1ng the c]assroom map are used. However,
: ,the’student must think of the vertical dimensions ‘as well as. the horizontal di-
& rections: - Therefore, the. he1ght of objects must_also be measured. Clay, soft
wood, or stiff paper-and glue will be needed. » It\Bs 'suggested that wood.be usedr
only if the students are old enough to use carvingrtools or the-.teacher prepares
‘ the objects before hand. If students map the schoolyard, this exercise can be\\\
used to initiate thé use .of compass methods because’ the 1arger area w11] be dif-"-
ficult to measure w1th a tape measure and eye s1ght1ng -

. [
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Imag1narx>Is]and Map e T
The obJec*1ve of the "Imag1nary Is]and Map" is +o have each student create his
‘or her own map of an- imaginary island. The students should be encouraged to use
symbols they have learned and 1ncorporate those symbols into the¢ map. The stu-

- dents should be given .much freedom in the creation.of the1r island map. and, if
necessary, they shou]d deve]op new symbo]s T . ¢
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. .This activity can be as simplified or as complicated as ithe students' abiti-—" ..
. - ties. For example, the more advanced studemts-‘might be able to draw-contour L0
lihes on their map or may be able to make the map at a certainescale. Those\"
‘students with Tess skill will fave a much.simpler map. . After each student ha

completed his or her map they can ex;hahge maps and try to figure out each

© -, others map. - | | S

. | \ |
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' " 'Map-Quarter Exercise -~ ' BT
< . W

This is-a simple,activity.but it is extremely effective - in developing the con- .
cepts of scale and symbolization. . A large picture is divided into four quarters.
' Each quarter #s-outlined and numbéred. The students are then divided into:four
groups. Each group must take a specifiéd quarter of the picture and draw a map
“of it. It js.important to separate all the students to.make-sure théy-don't see
° what the otﬁer students in. the class are drawing.’ The. students .can use ‘crayons, @
pens, pencils andany size piece of paper he or she chooses. Whén. the students
- gre, all finished each must-find three other students .who. have done the other
three quarters. - : o : T

’ i P A . v/

. . Soa < ‘ o s

. The results of this match-up are very interesting ahd'oftqn“funny.‘ Students -

will not all use the same symbols and a comparison and discussion of the symbols
used is usually a very-rewarding, experiencé. -Different scales'will also be used |
and thus afford the gpportunity for Qp interesting .discussion of.the.concept of

., Scale. . o , ) I 5
. J: ' - i . - ’ . - kY . .o T . "~
) . [ . . X . . N . -7 \ .
-Cardboard. Box-Plane Table Exercise : - o " o
. S - . 0o - ) . . . . T R

v - A plane table is ‘a ‘mapping iphstrument that is used when a compass or ‘more sophis=- -
_ ticated_suryeying equipment is not available. A plane: table is usually yvegy ex- -
" pensive ‘but’by using two cardboard boxes a.useful plane table can be comstructed.,
Besides the boxes, unlined paper, a 12 inch ruler, map tacks, masking tape, and .
.a pencil with an eraser will be needed. o DL C L
| r . . ' . . ¢ . .=
/. “Attach the two boxes ‘together, The size of, the boxes will be' determined by the :
/ height of the persons ussing the finished plane table. The top of the instrument ’
- should be about chest height. Tape a sheet of-unlined paper to'the.top of the =
“plare table. Push two map tacks into.the 12 inch ruler, each the same distance = -
from either end. The ruler will be used as.a sighting’guide. Mapping can now .
Determine °the area to-be mapped and find two objects whichvaré the farthest
apart and will be on the map. PTlace the plane. table mnear one.of these-objecis. ;
~and drive a stake .into the ground (Statioq 1, Fig. 1) *next to and;behind'ther.' .

- plane table. .Leave the plane table and'walk t0 a paint that is near the gdge .
of the area being mapped and drive.in another stake (St jon 2, Fig. 1).  Meas- . -
ure the distance from stake.to stake. This can be done by pacing or actually. " :

~ measuring the distance with a measuring chain ar string which can then be meas- . °
ured by a ruler. This is the only medsurement needed during the-drawing of the. =~

-~ map (Table 1). Pick a point on the pdper which can be used as a-starting point.

= - Care must be taken 30 that the point.will aTlow the rest of the map-points to
. be placed on the map. Mark the starting point with a pin-and place the edge of

° : ~
4 - T
- -
: .
.
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’ Nature Tra11 DeVe1opment : . R ! N : S

’

Table 1 .

Using a- paper 8" W1de, the fo110w1ng
D scales and d1stances w111 deVe1op

‘ _Sca1e o . ‘w1dth of Map
S T e [ T SO /L P
o T D= . ea0 "
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the sight ru]er aga1n5t the p1n S1ght a10ng the ruler,.over the pins, so

that the: t0ps of the sight rulerds .two pins are lined up with Station 2. Make
‘sure the ruler stays agajnst the pin-and does not mOVe as- a 11ne is drawn from
Stat10n 1 toward Stat10n 2. . ,

After draw1ng th1s Tine it 1s.t1me t0 start 1ocat1ng other features to be in-
cluded on the map. Aim at each feature. by sighting along the yuler and lining
the map pins.up with the featu#ﬁ%f'Make sure the plane table does’ not move!
Draw a line from Station. 1 toward the feature along the full length of the

ruler, making sure the ruler does not move. Near the end of the Tine write the

name of the appropriate. feature (Fig. &)

<

Change the 10cat10n of the plane tab]e to Stat10n 2. By using the'measured dis= - -
tance from Stat1on 1. to Stat1on 2 plage azpin on. the paper map at-the 1ocat10n» .

of Station 2. - Place‘the vuler against this pin and, 0r1ent the p]ane table so .

.~ the ruler lies exactly ‘along the line extending back, *to Station 1. 'Be careful
.not to move the ruler-from the‘pin nor the plane table™from. this orientatjion.

Sight along the ruler. and line up the pins with-each feature ‘you-are including
on the map. Draw a line along the "ruler toward,each feature. This ling will
cross the line extend1ng fromStation-1 to- the feature. Where the two lines
- ¢ross is the 1ocat10n of fhe feature on-the” ‘map (Fig. 1) Each feature can-be
10cated in th1s manner If other stat10ns are necessary, the same sequence of
deve]opment is used. ° . o e : . -
By using this method a map of a schoo]yard c1assroom, and env1ronnenta? or re--
creac10na1 area can be developed. , : _ o :
’ .h... . - ; ) \y’
. -

One way to use the mapp1ng and compass sk11]s Tearned to this pornt is to haVe
the students.deve10p a nature trail in the area-surround1ng the sch001

" The f1rst step is to have the students scatter about the surrOUnd1ng area after

~the boundar1es -0f the prOJect are exp1a1ned, uS1ng a map .of the area. ~The -map n

.can be a topograph1c map, a serV1ce statﬁon map, or c1ty map from a. 1oca1 bank
or the Chamber of: Commerce ;6 . PEE ] .
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~A§ the students flnd 1nterest1ng places they cah deve]op a sketch map. dhe
locations to be 1nc1uded in. the .nature trail-can be spots -that. the students ' _q
~'presently understand or spots that they need help with and are 1hterested "in.

After the students come back to -the school 'all the locations ares p]aced as.

Closely as .possible at.the correct location on. the map of the area.

~ The next step is to number the 1ocat1ons in the possible order they will be - \\\_/
, visited. Then go to the start1ng point, perhaps the ma1n.door of the school,
- and take a compass bearing on the first point. Measure the distance and w1th
the direction and distance known, pldt the first point exacilyon the map. Dis-
~“cuss the importance of the first. point. In order to -assure ‘discussion. of each
“locations the students should wr1te down' the known information about the loca- v
t1on in one co]umn and questigns 9n another co1umn D1scus$ both co1umns '

~, ©

Cont1nue from po1nt to point until the’ map is comp}ete This exercise can also
be compLg_edus1ng the plane table described in the plane table exercise. After.
returning to-the schoel a discussion qf what topics should be included .at each
point can take pfTace. After all points are d1scussed, a final map can be drawn
‘and the nature trail information sheet can Be developed. The map and sheet”
w111 a]]ow other students to taKe advantage of the deve1oped nagure tra11'

Each stop. along the nature~trah1 can be 1dent1f1ed by a §@a11 s1gn or p1asf1c
card -7 < )

. : . . '
- . -
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. . . d o .-
.
.

POSITION AND LOCATION ACITIVITIES
’ : « . N 3

. .
- q

Frequently children are asked to describe where an obJect is.located Answers

to such questions as “"Where is your classroom?" or "Where is your book?" re- "
quire a description of .an- object's pos1t1on The concepts of location and posq-
tion »ve centra1 to the development of map and compass skills. 4,/ C .

Usua]]y when spec1fy1ng ‘the Tocation of an ob]ect it is done in ‘relation to
-another object. For eXample, a student might say that his or her classroom is:
next to the cafeteria. The cafeteriagis. the reference object used to. help 1o-
.,cate“the student's classroom, It is therefore important to use_ reference ob-~
Jecﬁs that are easy to locate and 1dent1fy, otherwise they cannot. be. useful

~* guides to the obJect whbse position is: be1ng described: The lack of useful ref-

" . erence guides is-one of the reasons it.is diffjcult to g1ye instructions for lo-
cating an object tc*d person who is not familiar with a/part1cu1ar area. The " ..
difficulty’of describing relative pos1t10n becomes even’more difficult when
there -are no obvious external reference- obJects Consider the problem of de-
scr1b1ng the pos1t1on of a cloud as seer from an airplane w1ndow S .\

. < - .

© The purpose of- th1s section 1s to present act1V1t1es that can be used to de-
~velop the concepts of position and location. -Thesactivities should be taught -
-in ‘sequence to insure maximum. clarity and ease of teaching. The: compass activ-.. -

~ities have been des1gned around a compass that has a movable protractor dial
.and a rectangu]an baseplate. For teachers unfamiliar with® the ‘compass it is=
suggested that’ they- refer to the book Be Expert With Map and Coﬁp&ss by BJorn
Kjelstrom. This is an easy to understand book that goes through a step by step 1!
procedure relat1ve to compass use.

_ » . . . .
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The Tocation of‘obJects in the Elassroom is a.simple activity but 1§ very use-~
. ful in developing location skills. For example, 'the teacher Can” describe ‘the
position "of an: object in the classroom. The teacher-mjght say, "The object I ~
want you to locate is in’front of me and-to my left. }% is between ny desk-
and the chalkboard and above the waste paper basket." ' When first using this
.act1v1ty it is important to give a détfailad.and acclrate description with sev-
_eral reference objects so as to- d1scouvage guessing by the students on the ba-
sis of. 1ncomp1ete information. After & few-detailed descriptions_the teacher:
;shou]d then give descriptions that would fit several® objects to 111q$tnate ‘the -
ditficulties encountered when one is given such descriptions. - After: this there
can be a ‘discussion of what is r~eded in order to be &ore,brec1se For a fur-
. ther variation of this game, the ..acher can have the students take turrs de-
.- scribing . the pos1t10n of obJects in the room. = '

-
\

Anothier act1v1ty usefu] in developing 10cac10n sk111 1s the 'Defectiie Game".
In this game a student is asked to leavVe the room; he or she is the detective.,
After this studesrit jeaveg the eroom, the class selécts a mystery pbiect some-
"where 1in the;room. When.the “Detective" returns to the room, ‘he or she has to'N,
identify thefmystery obJect Each question can only be answered with a "Yes"

or "No". ‘For example, the “"Detective" might ask,. "Is 1t near Ege hnokshe1f7“"'

or "Is the\mystery object below the W1ndows1117” . &

A var1at1on?of the above activities can 1nc1ude the "use of a map. 1nstead Ut\ .
the c1assroom An object tan be located on a map. For example, a map of the"

‘schoo] may be used and the teacher can say, "I'want’y u to locate a room across
the hallsfrom the-auditorium and next to the gymnas1um The "Detective" has
to’ Jind an ObJECt or.plggk on the map/and everyone in the class has a. copy of
the” map and can answer the "Detect1ve s" questions with e1ther "Yes” or "No".

) ,.‘- ; . ; A.-. ‘. '. .
P01nt Journex Game e : 4( o - ’ 'g_ : ;\ v

ThE’ObJPCt of the game is to draw a path from a starting p01nt to a f1nlsh by
“following the directions. made av3ilable by ‘thé& instructor. An example game is
illustrated in Figure 2. D1rect1ons 6ther than those used ?nJé1guré 2 can be
easily deve]oped by the 1nstructor g

This act1v1ty can be deve]oped into a compet1t1ve evenm b av1ng thel children
all stdrt at the same time. -The winners are determ1ned by the’ fastest .comple-
tions of the Journeydw1thout error. L e : e ) '

P
f
{

|
: An exce]]ent Varlatlon of the Polnt Journey is the art game’ which- a1so deVe10ps
~ direction and distance ab111t1es, By f0110w1ng the available d1rect10ns the
+ student w111 draw a p1cture _ o -
. As W1th the\Po1nt Journey, ‘the 1nstructor can deve1oo di fférent” d1rect10ns ‘SO
the- studgﬁts drawings can be of different designs and pictures. To- develop -
. new directions, place-a p1ece of grid -pattern—tracing paper .over the picture
to be drawn. Trace the. p1cture on th&.grid tracindtpaper and then, starting
-at .an appropriate point, develop the necessary .directions ands distances for each
' 1nstruct1on An example ‘of th1s activity” 1s illustrated in Figure 3
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For further information 6n the development of 1ocat1on and pos1t1on concepts,
the Science Curriculum Improvement Study (SCIS) project has .developed a unit |
entitled "Relative Position and Motion" that.has been published by Rand McNally.

-
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Hunt the Penny _ -

e .Thisfsa*simpie“a%t%vity‘that‘eaL”Be used'towdeVe1ob-the-students‘-abi]ity-to

"set bearing on a compass and then follow the selected bearings. This act1V1ty
focuses-only on compass skiils and doesn't involve distance or map skills’
start the:.game the student selects & spot in a school yard.or open field and
-then marks that spot with an object (notebook quarter, penny, gtc. ). The ob-
ject' of the game is to start at the marked spot and after following a triangu-
* lar course retirn to the marked spot” (Fig. 4). For example, the student starts
with a bear1ng‘of ‘26" degrees. After walking a specified number of paces (vari-
able) the student stpps and adds 120 degrees to the ‘original bearing, thus the
new direction (146 “degrees) and stops again.” At this point another 120 degrees
are added and a new bearing (266 degrees) is taken. This new bear1ng should ~
- 'lead the student back to the original marker. ~Many varieties of this game can
be deVe1oped For.example, by ‘adding 90 degrees on each bf four legs,-a square -
' js described. . As jore 1egs are added the game gets more conp1ex (Fig. 4).

‘P

Schoolyard Compass Game

Th1s game can be p]ayed in any open area such as a footba]] f1e1d, park, gym-
nasium or schoo]yard The student must be able to set and follow a compass
_bearing in order to- play. , Eight Tabeled markers .are nlaced around a large
c1rc1e and labeled I, O, U Ly, Z, E5; A; and P, An unlabeled marker is placed -
1n the center of the c1rc1e (F1g 5) The’ radius of the course may be’ changed

///to suit 'leither the,available space or the. number of players participating in

the game. - Setting up the game in a woodéd area, with’ streams; rocks, and bushes

will make the game more interesting and cha]]eng1ng : :

A

The - part1c1pant in ‘the game receives an 1nstruct1on card that 1nd1catesathe

starting position as well as bearings which direct him or her. around the course ;

from marker to marker (Fig. 6). The player .copies down the letter -on each mar-
. ker .along the route and at the finish.a six-letter code is produced. This code
is~checked against an answer sheet and if the :student player followed..the .cor-
" rect bear1ngs, the code should be the same as' the one on the answer sheet. -
This is a re1at1ve1y simple game to Set- ub\ nd play; .however, ‘the teacher may

wish to purchase <dinstructjons and score car 9 from the S11va Company, 2466 .Stae -

Rd 39N~~La Porte, InS;ana 46350 . v
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Treasure Hunt - L T T “lls , f’“ﬁ,/f‘“'"

_;: e : - o t e

Most studen}s enJoy a tre’Sure hunt but- rather than~3ust 1eaV1ng tne f1nd1ng
of the¢ prizes to. luck and a-search map and compags skills can be deve1oped
through the- fo11ow1ng exercise:. : % S .

N The 1nstructor must f1rst deVe1op a list of d1rect1ons Start at a point ‘and

Ctake a bear1ng on’ the 1ocat1on where a pr1ze will be p]aced Pace off the
[ : . ]
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distance 50 the correct distance can be included in the d1rect1ons From the '
prize location take a bearing on another prize. 1ocapﬁon, pace off the distance

~and continue the deve]opment of the 1nstruct1on Jn the saite ‘way - unt1] all the [
Prizes are. h1dden . _ . // , o ‘ T o
. v . -,
There can be many var1at1ons of the’ game Students canh e1ther start at the
. <ame point or-at dj fferent, po1nt< e course the latter me'thod takes much
-longer -to 1ay out. -Another mét - to start all the students on®the same
first bearing, give each. chi” a ¢ 2ly different bearing for the second
prize, and then make the 'thi  ~ri 1e -same. for all the students.. The vari-
ety of°changes from this point .. <ndless., These var1at1ons are espec1g11y-

-appropriate for.a class with children of great]y d1fferent abxﬂ1t1es since 1t
“allows all- ch11dren to succeed and earn a pr1ze

?
i

-

| Compass\Baseba11 o o . : LT LT

N . C - ‘e

_Anothgr compet1t1on is Compass Baseba]] " The regu]ar ru]es of baseba]]\are
used with one except1on, each fielder and .each runner must take a ‘bearing be-
fore-throwing or.running. - An example follows: the batter hits a ground ball
to the shortstop. 1mmed1ate1v the batter-takes a bear1ng on the location of
the shortstop.and the bBall. The batter calls out the bearing to ;he umpire
who has .a1so taken the.same bearing. If the batter's direction is correct,
the umpire tells the batter to run. While the above is occurring the shortst0p
takes a bear:ng on_first: base and .upon determ}n1ng the gorrect bearing calls it
" out-to-the-umpire, either the third or second base umpire, who has also been. 2
.~ taking ‘the bearing.” If.the shorts$top is co ect the umpire tells the player
" . to throw.- Naturally', thege must be -some _}J€e eway’ in the.amount of error a]]owed
‘in the- bearing ‘determinations. This would need to be determined. before the-—~ -
start of the game and would depend on the ability of the p]ayers " Because of -
‘the 'time it takes to p]ay th1s var1ety of baseball, threz innings is normally -
.~ the length of the game. ) ,

\\ R A
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'zﬁRIENTEERING ]

o

The ab111ty to 1ntegrate map and compass sk111s can eas1]y be deve]oped tArough
- the sport of Orienteering. A nat1ona1), mass participation sport in Sweden,
. Where it is a compu]soryPsubJect in:the schoo]s,.0r1enteer1ng ise exc1t1ng, stim-
ulating, and a great deve]oper of mind and body coordination.

‘j0r1enteer1ng Ts a wa1k1ng road ra]]y where each part1c1pant makes h1s or her  ~
way from one. indicated point on a topographic map to another, combining Judgment
and skill in map reading, use of’ the compass, recognition of landmarks, and"
the ab111ty to move.cross-country. It provides an opportunity for the e1emen~
“tary school’ teacher to deve]Dp hap and compass skills as well as.being an en--

~joyable and hea]thTu] act1v1ty for children.; . . % .

_Advanced 0r1enteer1ng students havq’to be fam1]1ar w1th many aspects of maps® .

" 'reading including symbols,, scale, d1rect1on, ‘declination, orientation, and have a
thorough know]edge of contour lines. For younger children or ch11dren with few.

N ' ' . * ]_ c)

N . R . .
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map skills, simple forms of Orienteering’ can be used whereas more advanced
b students can participate in more sophisticated activities. ) ' )

L

" Classroom Orjenteering.

The simplest and easiéét'Oriénteering activity involves the use of thé‘c]assf
room. The teacher, with the'use of an overhead projector and a piece of clear

plastic and a grease pencil, . a map of the classro~*. " This map-should in-
clude: the ‘desks i+ .+11 as the chalkboard, f.acher's desk, windows
~and other distingu. e (Fige 7). . -

-, After the map has been drawn and the students become familiar with the map and.
its relationship to-the actual layout ‘of the” room, the teacher should draw cir-.
cles on the:map..indicating selected points in the room. For example, some of' -
these points might -nclude the corner of a desk, a doorway, a windowsill, or a
‘cornér.of the room (Fig. 7). -These circles become the basis :for the classroom
Orienteefing activity. o s ' S o .

/" Before 'thg ¢lass starts or when.the students are out of the®*room, the teacher
“tapes a small numeral or letter ‘at:-the points designated on- the map, preferably
in places.where the students will fot. be able to rgadily see them. Thus, after - =
_the teacher finishes the map on the overhead projector. and puts on the appropri- B
ate circles, the class is divided.into pairs.and each pair :.ust find in the class-
*room.the designatec points on:the map ‘arfc the appropriate le"ters.. The pair--:
 that®finds all of -1~ letters fastest can be the winner or. ~ make the game less .
D ~ competitive, after 1 the letters are found the pair of atu °ts have to make
: a word phrase from tre'.letters, Thgﬁgfbre;ghg;ﬂyjnnér?,fs n  nécessarily the -
pair that finds th:  etters the fastest, but is tne pair trz iigures out the
‘'word or phrase :che wuickest. For example, in Figure 7 .the A ord is HISTORY.".
“In order ‘to make tie game a little more difficult and.challc jing for the more’-
. advanced classes, the trancparency map ‘can be rotated on th. overhead projector
. 'sg-it'is not griented with the actual:classroom. The ‘students, therefore, al-
‘ways have to-oriént-themselveés with the map and 'the-classroom. 1f numbers are e
used instead of letters, the winners; can be the pair that adds them up or per- ’
-forms some other -mathématical function.the fastest. o - -

v i
»

. ] B " A
o ’ ~e o .

 Schoolyayd Orienteering _ . 3 ,
" The schoolyard Orienteéring activity. is similar to classroom Or#enteering, but
instead of using t» classroom the sckoolyard -is used. A-plan map of the scheol-
yard is drawn on x ‘!itto master and each student or pair of students gets a map.” .
The map has circiz: ndicating specific points in the schoolyard. At each ofy -
‘these designatec .:ints a letter or number is’ taped or fastened to an object ™\
such as the corne- rf.a building, a fence, a tﬁee,hgpcn~‘ T ‘ :
'~ As in the, classroom Orienteering activity, the object of the game ijs to go to
all the points .in the schoolyard designated on ghe map with-a circle and cppy :
. down the letter or-number.- The students can go to the points 'in a random order
0@ in a designated order. In order to be proficient at. this activity, .the stu- -
. dent must be able to read the map accurately and always keep it oriented so fea-: .
' ~ " tures in the landscape ‘are oriented with the map. Route sélection .is also impor- ..-
S ' . . .‘;‘.  ‘ N . . . - o _ﬁt:\ ; ,
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line choice. - The student must discern\this from the ‘map and sélect. the best
route.  Thus, the student in“the best physical condition will not always be
.- the winner. Of course, thecactivity can be ‘done ‘without any competition among
‘participants if the teacher so desjires. Similar to the classroom activity,- - -
the letters found at.the designdted points could be put together :to spell a
" word or phrase, ‘ ‘ S e : ’

N SR . ‘ ' '
D\ ~tant in that the.quickest. route between two points may not be the straignt’

+
»

- m ’ o T . : S0 . .

—

Route Orienteering »
Route Orienteering can take.place. around a school or-in a park-or somewhat open ©
. drea. A course is marked out on the ground with colored streamers or markers.
The course should be set up so the route can be seen and followed easily by the’
“participants. A number of control markers with letters or numbers are placed . )
along the route. When the participant comes acress one of these Warkers along - .
. the route he orish¢ must mark on‘the map. exactly where the.marker is located. 7
~ The length of the course can depend on the map ability and physical condition’
" of the students. oL ST - . o

A

P . . . . - P a . '. e : . ’ DR RN
. This type of Orienteering course should pass through .as many fiked.or easily. . o

a - .

. recognized points as possible, such as®hilltops; path-oh;road'jdhctions,istﬁéams;f
o lakes, etc. This-gives the Participant a chance:to reconfirm his or her posi-
77 tion of sthe-map. The.game .can -be madé tompetitive by Haviny the students com-
. plete Xhe route as quickly as possible. Penalty .points can be assessed for any - =
7 Terror in estimating the position of the various cortrol markers passed en route.
b . For axdiiple, three minutes could be added to éach participant's time for every .
. -1 cm. error-in the ;placing 6f a dot jndicating the position 6f the ‘contrdgl marker.

- Cro$stduhthy,Qrientééring'

. Cross-country Orienteering- is the most interesting and most competitive of Orien-
“téeringzevents.. It involves skill in reading topographic maps and in the use of . °
“the compass. .Competitprs .leave”a starting area at one-minute intervals and have.
~ - to:find their way to a. sérjes.of control-markers. : The position of-the control
;= .markers are ingicated on.a map given, to ea’ch participant prior to,their leaving
. .the starting area. . The-order’ in which the control markers must be wvisited is. -
.gesignated and the winner ds the partictpant that circulates ‘around the course the.
astest. ~ .. - ] L R L R

The control marker.is 5:ﬁ1qg or mafqu of some kind with .a-letter-or nurber ‘

-~ attached.. When the participant reaches a.control marker he or she marks down
_the:lettér or-number on a scorecard. In some cases a punch is used to mark the
scorecard. Cross=-country. Orienteering involves the application of many map and
‘‘compass skills with- the critical-conceptibeing that of selecting the best route.

£ The straight-line route between- two ‘tontrol markers is.rarely the best choice:
it . ‘Many factprs such_as obstacles like rivers or swamps, the nature of the ground,

- <c1iffs,.qnd an‘gaéier\rqgte not too far away are important considerations. fAS“:L
N . .. students;becomé more familiar with the map and scompass- theéir Orienteering ability
ST T T T T ey T - L

progresses agcordingly. - B . ;
 Bésides thequua1ickos$%;ountry Orienféefihg‘tompétifion‘of.rpnning,'severé1

!
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- variations can be used to check the student's map“and compass ski11s.‘{ ‘“Qh  §
An Orienteering, course can be set up and the participants be required to com-
~plete the course on bicycles. - Whether:the bicycles must be used at all times
‘. ‘or whather some check points can be Tocated without the bicycle would be up to
‘' the meet organizer who will take into account the difficujty of the terrain and
‘the ability of the participants. This will especially be true if the check
points are located close.to paths, trails, -and roads. ' S
- . ™ . -, e .
Another variafion, to be used by students with water, abilitjes, is the canoe or,
swimming Oridhteering. The competition can be completed with check points on
land and the majqrity of the travel by canoes or swimming; however, @ more un-
usual event, to be used in a smaller area or where check .poipts-cannot be hid-
den along shore very easily, is where'the markerrs are‘placed’ below the water.
This method tests compass skills primarily.. Below-surface markers can_ be con-
~ structed from heavy duty. balloons, rope,;and.a weight (Fig. 8). The marker is -
s placed so the weight, -which s connected to the marker by rope, holds the bal- -
~ loon below the strfacé. - The more ability the competitors have the deeper.the’
. -markef is placed. The competitors can take yeadings from one point. to the next
' or use the. landscape surrounding the water area for bearings. 'Rather:than.start-
ing the competition By placing the location of the check points on the-map, the
competitors receive a list of compass bearings.- Each competitor will receive
_ one of severa] possible compass bearings 1ists and will have to ‘go from one to’
) the other in order or the bearings will not be usable. This should help with .
' the.problem of-just watching where.other competitors -are finding: markers .and
then duplicating thir progress> *The punch: mark on-the scorecard Can asily - -
be .checked for errovs.: : o N L S

, ‘A final type of @fienteering is designed .fof* competitors -who have a physical.
- disability, in particular, the need for a wheelchair. . .This competition is: the-
. same as any Orienteering meet except that it is run-in-a large building and the" .
~ mdps aré of the ‘insjde of the building rather than of the outdoors. Depending =
- ..on the ability and-ade of .the-participants,‘the meet may be canfined to one-
">, floor or be-spread over as ‘many floors or areds as the" competito s can handle.
... One important point: make the_competitionjcha11eﬁging,but.nottimpossib1e. This
is extremely important because these competitors: need to succeed, but not be put
- into a-situation. they. cannot Hope to master. = . . R -




