
 
Scout Program 

 
 
 

 
 
 
 
Unit Name:  
 
Date: 

Theme: Superhero Region Rally Preparation 

Duty Patrol: 

Pre Work:  Scouts are to pack their hike packs for Region Rally and bring them along. 

 
 

Time Activity Details Who Equipment 
18:30 Opening   Flags 

18:35 Game   -- 

18:50 A1: What is 
map? 

- Types of maps 
- Features of a map 
- Where to obtain up 

to date map 
information? 

 Local topographic 
map for each patrol 

19:00 A2: Grid 
References 

Attachment 1  Local topographic 
map for each patrol 

19:15 A3: Contours Attachment 1  Local topographic 
map for each patrol 

19:30 A4: Compass 
Points 

Attachment 1   

19:45 Game North Sout East West – 
using the 4 cardinal 
points and gradually 
introducing the 12 
intermediate points and 
their associated degrees. 

  

20:00 A5: How to 
orientate a 
map 

Attachment 1  Local topographic 
map for each patrol 

Compass 
20:20    Closing  

 
- Hand out badges (if 

applicable) 
- What is happening next 

week? 
- Region Rally 

 Flags 
Badges 
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Attachment 1 – Detailed Information 
 
 
 
 
Grid References 
 

- Six-figure grid references help us locate where we are on a map within approximately 100m. 
When written down for navigation, they look like this: ‘668 754’. To read them it can be easier 
to split them into four sections. For example: 668 754 becomes (66) (8) (75) (4). Take the two 
large numbers for the first part and keep them in the same order: 66 and 75. 

- Start at the bottom left corner of the map and find 66 on the horizontal axis and place a 
marker or your finger on the number. Find 75 on the vertical axis and place another marker or 
finger on the number. 

- A helpful saying to remember for doing this is: ‘along the corridor and up the stairs’, with the 
horizontal numbers being ‘along the corridor’ and the vertical being ‘up the stairs’. 

- Use the markers or your fingers and follow the lines onto the map itself, running along until 
they meet at the bottom left corner of a square. This is the square you’ll need. 

- Within that square, apply the same principles as before with the smaller numbers. Go along 
the corridor with the first small number (8) and up the stairs with the second (4). If it helps, 
very lightly draw a 10x10 grid on the square you’re looking at to plot this part. Remember to 
rub it out afterwards. 

- At that point, you should find the landmark or symbol needed. 
 
 
Contours 
 

- Contour lines show us what the terrain or ‘topography’ of an area is like before visiting it. The 
lines are drawn at 10-metre intervals and show the incline or decline on slopes or flat land. 
They also show people key features of the terrain that can be used to help with navigation, 
such as cliffs, valleys and summits. 

- For more information – see 
https://www.scoutingresources.org.uk/downloads/mapping_contours_001.pdf 

- Review a local topographic map, identify the contour lines and features such as: 
o Ridge 
o Valley 
o Cliff 
o High point / trig station 

 
- Calculate the altitude gain or loss between two points on the map 
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Points of the Compass: 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Game: North South East West 
 

You will need: 
An indoor space with room to run around or an outdoor space you can adapt to have “corners”. 

 
Game: 

- Assign each corner/wall North, South, East and West (ensuring they are put at the  
correct compass points). 

- A leader shouts “NORTH!” and everyone should run to the North point. Continue  
like this with all the points, mixing them up, until all the young people know them.  

- The last person to arrive at the point is out. 
- Add in other instructions (see suggestions below) and introduce the 12 intermediate points 

and their associated degrees. 
- Suggested Other Instructions: 

 “Submarine” – lie on the floor. 
 “Up periscope” – lying on the floor, put one leg in the air. 
 “SHARKS!” – find something to stand on to get off the floor (if appropriate 

- Continue until you only have one person left. 
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How to orientate a map 
 

 Orienting a map means aligning it so that north on the map points to magnetic north in the 
real world.  

 
Orientating (without a compass) 

 Orientating’ or setting a map involves using the lay of the land and any landmarks around you 
to identify which way the map should face, to help with navigation. 

 To orientate a map, find a feature or landmark that’s visible both on the map and from where 
you’re standing. Line up the landmark on the map with where you can see it. For example, if 
there’s a lake behind you, stand with your back to the lake and turn the map so that the lake 
is at the bottom. To check that this is correct, take another landmark and check that it’s in the 
same position/location on the map as it is where you can see it. By doing this, it also makes it 
easier to identify which way is north, as the north arrows will point north relative to where 
you’re standing. 
 

Orientating (with a compass) 
 

 Align Compass: Set the map compass dial to North (or N) so the orienteering arrow points to 
the top of the map. 

 Align with Grid Lines: Place the straight edge of your compass along a North-South grid line, 
ensuring the direction-of-travel arrow points toward the top of the map. 

 Rotate Map and Compass: While holding the compass firmly on the map, rotate yourself and 
the map together until the magnetic needle (red) is resting inside the orienteering arrow (the 
"doghouse"). 

 Verify: The map is now oriented. Top of the map points North, and landmarks on the map 
should match the terrain around you.  

 
 
 
 
 
 


