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The Map gives a detailed picture of the terrain. The challenge is to navigate the best way between
controls. The scale is 1:5000 -1cm on the map is 50m on the ground.
The Controls are marked on the map by circles around the feature the control is on or beside.
Each has a different number and letter code. You need to record the letter code
in the correct box. The control description is in each box below.

The Course is a Score Event -you need to visit as many controls as you can in the time you have.
You can score 10 points for each control from 10 - 18, 20 points for controls from 20
to 27, 30 points for controls from 30-38. Alternatively, you can set your own course,
for example 22-18-17-26-31-24-21 (850m) or 10-12-14-16-33-35-37-31-26-25-23
(2.2km). At each control, write the letter on the plagque, into the correct box below.

1QFence| 1 Fence 12Rai|ing 1 3 Hiltop| 14 Track| 1§ Hilltop| 16 Track,| 17 Track, 18 Tree, 21Endof | 22 Track | 23 Track
corner corner corner bend W end N end N side treeline end junction

24 Trees, 25 Trig |26 Track| Clearing, 39 Track| 32 Fence| 33 Fence 34 Middle | 35 Fence| 3§ Fence| 37 Bridge,38E tree,
S edge junction|27 S end junction corner corner| Track end corner corner N end S side




