

























































































Conventional Signs are an easy way to put a great deal of useful

information onto a map so the next person who uses your map can tell
where roads, bridges, buildings, and other important objects are located.
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Date_of Map. it is important to note the date on which the map was made;
this is usually printed in the margin. New roads and buildings may have been
built since, and these may confuse you when not shown on the map. It is far
better to use as landmarks natural features such as creeks, creek junctionms,

hill-tops and the like which do not change very much with time.

Grid References. Maps are covered with a network of lines forming a grid.
These lines are parallel. The grid lines make it easy to give the exact
position of a point on the map. Each grid line is identified by a number
on the map border.

The position of a point is indicated by a six figure map reference. The first
three digits identify its position from west to east (the easting), and the
second three locate it from south to north (the northing). Find the number of
the vertical grid line lying immediately to the left (or west) of the point
then estimate how many tenths of the way the point is to the next vertical
line. 1In the example the point X is just beyond the vertical line 30 and

is about seven—tenths of the way to the next lime. The first three figures
are then 307. The second three figures are obtained in a similar manner
working from south to north. In the example the second three figures are

758. The final reference would be 307758. You can remember that the easting
is given before the northing, since E comes before N in the alphabet. Or
remember that you read as a book - across, then down. The name of the map
sheet must always be included in the reference.
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PLAY ORIENTEERING

Set up a course with five or six stations., The stations are marked on maps
that are given at each station. Have the juniors leave the starting point
in twos, at five minute intervals. Have someone at each station write down
the time the pairs reach the stations. The couple finishing the complete
course in the shortest time win.
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Draw a line on your map from station to station. When it crosses 2 road,
it may be quicker to run on road than cross and go uphill through woeds.

At the edge of a lake or swamp, pick out a landmark like a tall tree on
the far edge and run quickly around to it, then continue on your course.

RESOURCE

Pathfinder Field Guide; Australasian Pathfinder Staff Manual; Scout Handbook.

METHOD OF TESTING

Demonstration of an understanding and knowledge of, and be able to use,
a topographical map.
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REVIEW THE BASIC LASHINGS AND BUILD

ReqUirement 1 ONE ARTICLE OF CAMP FURNITURE.

CLASS PERIODS One

SQUARE LASHING. This is used whenever spars cross at an angle, Zouching
cach other where they cross. 1t is stanted with a clovehitch around the
upright span immediately under the spot where the cross piece 44 fo be.
Twist the end of the nope 4into the standing part then 'wrap' ZThe rope
around the cross piece and upright binding them together.

In wrapping, rope goes outside the previous furn around the cross piece and
inside the previous turn around the upright. Aften three on four rdight
wrapping tuins make two 'frapping' fuwns between the timbers. Strain them
tightly. Finish with clovehitch around end of cross piece. Remember:
'Start with clove, wiap thrice, frap twice, end with clove’.

DIAGONAL LASHING. This is used Zo 'spring' two spars together, that is,

To Lash Zogelhern iwo spars which tend Zo spring apart and which do not
touch where they cross. The Lashing {5 storted with a timberhitch around
both spars. The timberhiich is tightened 40 as Lo bring Lne two Apars
together. Three on four tutns of the Lashing are then Zaken around one fork
and three o fourn tuwns around the other fork. Two grapping (tightening)
tuwins are taken about the Lashing at the point where the spars cross and the
Lashing is finished off with a clovehifch around the most convenient spar.
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ROUND OR SHEAR LASHING. This Lashing 45 used for
banding fogether parallel spars and gor forming
'shear Legs' which support bridges and the Like.
Place the two timbers next to each other. Tdie
clovehiteh around one of them at appropriate place
grom the top., Bdind the two Limbers together by
Laying seven or edght turns of the rope around
them, one turn beside the other. Make two frapping
twrns around the Lashing Turns between the Limbers.
Fasten rope with a clovehitch around the second
timber. Open out the timbers. NOTE: Zwo shear
Lashings without frappings are used to Lash two
timbers into one Long one.

CONTINUQUS LASHING. Continuous Lashing holds
Amall sticks at raght angles to Long sticks and
45 wseful in making table tops, seats, etc.
Follow these steps in Laying a table Zop.

a. Cut aticks to desined size and trnim ends.
Next notch the frame and place the cross-
pieces in correct position.

b. Make clove hitch on the frame, in middle o4
the nope, with knot underneath and ends out
to sides. There should be equal Lengths of
nope on either adide of the Long stick. The
hitch should be placed A0 that the ends of
the nope pull the knot tight as they come up
grom under the Long atick.

c. With one end in each hand, pull rope over one

~ crosspiece and down under frame.

d. Cross nope, making an X. Pull rope Tight.

e. Baing up and over second crosspiece. Repeat
this procedure until all the crosspieces are
Lashed.

6. End with two half hitches orn clove hitch and
tuck ends of rope under Last small stick.

CAMP_FURNITURE -~ With skilLs you have just fLearned in Lashing, try making
some camp furniture. 1§ materdials are scarce, these models may be bullt

in mindature to meet the requirement.
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Wash up table —
bowl here

Footstool Deckchalr

7 N/,

Camp table — use
heavy timbers 3 m long,

LR

Altar fireplace — use ~
00 mm mud or clay

RESOURCE Step ladder
Scout Handbook; Australasian Pathfinder Stafg Manual.
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PLAN A MENU FOR A THREE DAY CAMPING

‘ReqUirement 2 TRIP FOR FOUR PEOPLE, USING AT LEAST

THREE DIFFERENT DEHYDRATED FOODS.
CLASS PERIODS One

The use of dehydrated food will require some experience. 1t 4is a good Adea
to practice at home, preparing a meal that you would Like to wuse on the
camp, There are many types of dehydrated foods availablfe. Some are
powdered milk, potatoes, eggs, variows vegetables and vegetable mixes,
instant foods Like soup and quick rice, etc. and the List can go on, even
down Zo complete dehydrated meals - just add water.

In the situation where you have to plan meals for four people for three
difgerent days, the obvious place to starnt would be to determine the number
and type of meals required for that trhip and then draw up a menu.

For the purpose of this exercise we will plan a menu for a pack camp
Atarting Sunday night and finishing Wednesday afternoon.

Number and Type of Meals

Sunday: Tea Tuesday : Breakfast
Lunch
Monday: Breakfast Tea
Lunch
Tea Wednesday:  Breakfast
Lunch

From this we can see that we have nine meals of which three are breakfasts,
three are Lunches and three are feas. We can now go ahead and plan the menu.

Menu

The menu Listed below 4is only a suggestions. You must remember when drawing
up a meru gor fowr people, that Lt 4s most important that it be done
together, to get a menu that is agreeable to all,

Sunday:  Tea - Packed tea from home: Iwo sandwiches and an orange and
a hot milo,

Monday:  Breakfast - 2 Weet-Bix (crushed), sulitanas
2 slices toast, butter and honey
Lunch - Salad - 1 tomato, 1 boiled egg, 7 slices of nutmeat,
3 bean mix, cheese, 2 slices of bread, 1 apple
Tea - potato soup, peas and nuimeat
stewed apples and hot milo
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Tuesday : Breakfast - Granofa plus sullanas
2 sbices of toast with honey & butiter
Lunch - 2 baked potatoes & 1 baked coan on cob
1 banana plus dry wholemeal biscuits
Tea - Frdled nice with tomato and nutolene
Hot miLo

Wednesday: Breakfast - 2 Weet-Bix lcrushed), sulianas

7 slices toast, butter and jam
Lunch - nuts, drled 4rudt and biscudts

As you can see from the menu the heavy and perishable items are used up

earby in the trnip. The Lunches should always be Light and small. ALL
meals should be individually packed at home, and should be easy to prepare.
Example, the individual breakfast should be packed in a plastic bag and

in this case would consist of 2 crushed Weet-Bix, powdered mifk, sulianas,
and sugan if required, 50 for breakfast Monday, you would obtain the
plastic bag with the above ingredients, and add hot water, and breakfast

45 neady .

From the menu we can obtain the §ollowing food List:
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Item Forn 1 Person For 4 Peopfle
Orange 1 4
Weet-Bix 4 bisculits 16 biscudits
- Sulbtanas 75 gms 300 gms
Bread § slices 32 slices
Tomato 2 medium § meddLum
BoifLed Egg 1 4
Cheese 10 mgs 40 gms
Nutmeal 4 alices 16 slices
Nutolene 2 slices 8 slices
Celeny % atick 2 sticks
3 Bean Mix 50 gms 200 gms
Apple 1 4
Instant Potato + Ondion % packet 2 packets
dehydrated peas % packet 2 packets
dehydrated apple 50 gms 200 gms
granola 25 gms 100 gms
Individual honey 4 16
Potatoes 2 small & small
Corn on cob 1 small 4 small
Banana 2 &
Biscudils % packet 2 packeits
Quick Fried Rice % packet 2 packets
Nuts & Drded grult mix 50 gms 200 gms



Miscellaneous 4ood items: salt, butfen, sugar, mifo, powdered mifk, efc.

From this menu, dehydrated food orn food used as dehydrated gfoods are:
Weet-Bix, Amstant potato, peas, apple, granola, quick fried rdice, powdered
milk.

RESOURCE

Pathfinder Field Guide; Austrafasian Pathfinder Staff Manual.

. 3 BE ABLE TO SEND AND RECEIVE THE SEAPHORE

ReqUIreInent ALPHABET, (R, BE ABLE TO SEND AND RECETVE
THE INTERNATIONAL MORSE CODE BY WIGWAG,
OR, KNOW THE ALPHABET IN SIGN LANGUAGE FOR
THE DEAF, OR, HAVE A BASIC KNOWLEDGE OF
PROCEDURES OF TWO-WAY RADIO COMMUNICATION.

CLASS PERIODS One

Have your units make {Lags. The cloth should be fairly heavy. A good size
is about 45em square. Halve the square diagonally; one half should be dark
and the other white. L.e.

TEACHING SIGNALLING

e
°

Teach sending and recedlving of the alphabet.

2. Practice on speed work. Juniorns should be able to do grom 30 o 50
Letterns a minute.

Unit signalling games and contests should be used.

Junions should be abfe to sdignal grom hilltop Lo hilliop, sending
messages with ease and accuracy.

o e
@ ®

Signal Shopping This contest is one of the most popular. Aviange teams
n parallel §iles. AL the opposite end of the room Tack papers on Zhe
wall, each containing one of the gollowing shop signs: HARDWARE, CHEMIST,
GROCERIES, CLOTHING, PETS, DEPARTMENT STORE. The Leader signals one of
the anticles to be purchased from the List below, or grom his own LLsT.
The §irnst player of each team attempts to read the word, then runs to the
shop  Adign where the article could be purchased orn gound. The one Zouching
the conrect sign §4irnst scores one point gor his team. ITEMS: Loy, beans,
batl, bottle, butter, belt, nail, boat, comb, shoes, tie, rabit, Lace,
nollen, cream, Lce, rice, bait, brace, mice, cob corn, oif, Canary, broom,
nat, rhubarb, nattle, hammer, rake. efe.
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SEMAPHORE SIGNALLING
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MORSE'S CODE

Samuel F.B. Monse invented the Morse code, a code of dots and dashes, in
1832, 1t is the internationally accepied code.
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Learning the Code.

Learn the code by sound, NOT by memorizing the Little dots and Lines on
a code chart. Make yourself a simple buzzer and get your friend to do
the same; then sit in different rooms and signal each other. Take your
time. Go slowly. Learn to hean the fLetters. Make each 'dah' the Length
of three 'dits', and pause between Letters the Length of a 'dah'. Get s
night the §inst time, speed will come with practice.

The foLlowing efeven Letters can be Learned in a few minutes:

E dit T dah A di-dah

1 di-dit M dah-dah N dah-dit

S di-di-dit 0 dah-dah-dah R di-dah-dit
H di-di-di-dit K dah-di-dah

Now practice using them by sending and receiving some 0f these sentences:
THE KIT 1S A HIT; TIM IS NOT HERE; HE 1S AT HOME; THE MEN ARE NEAR;
RENT A TENT TO HIM; THIS TENT HAS A TEAR IN IT.

Make up sentences of your own. You will have a Lot of fun sending messages
with whatever Letters you know. Do not try to Learn all the code 4in one
sitting. Add a few Letters at a time, and begore you nealise Lt you wikl
have Learned the whofe code and can send and recelve with the experls.
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WIGWAG SENDING

For wigwagging you need fwo §Lags each 60cm square. One A5 ned with a
white 20cm square in the middle, the other is white with a ned square

in the middle. Each is fastened by ties Zo a pole approximately one metre
Long. Takler junions may want a Longer pofe.

Choose the §lag that stands out clearer againsl your background. White 44
bettor in front of trees; ned is wsually better against the open sky.

The Morse code is used. The §Lag is dipped to the right for a 'dit' and
to the Le4t gor a 'dah'. (To help you remember, notice that 'dit' and
'night' sound quite a Lot alike).

Fon the upright position, hold the butt end of the pole in your Legt hand
over your belt bucklfe. Hold the night hand 30cm above the feft, with the
pole in front of your nose and Leaning fomward slightly.

To make a 'dit' heep the Left hand where it is and swing the pole down

Level on the right and up again. Move with a figure-of-eight motion,
keeping the pole always feading the way so the flag does not tangle.

To make a 'dah’, make the same moiion but to the Legt. When 'dit' and

"dah' come together, make just one Long figure-of-edight motion grom Low
on one sdde to Low on the other and up again.

For a 'front' swing the §Lag down in gront of you.
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The signalling team consists of two junions; the 'signalman’ and the
'neconden’ . In sending, the necorden dictates the message word by word
Lo Zhe signalman, who sends it. When receiving, the signalman receives
the message and dictates it to the recorder, who writes it down. When
ségnalling over Long distances where binoculars are necessary, add an
"observer' as third man with binoculars.

To establish contact, the sending team take their positions in an exposed
place and choose the flag that makes the better contrast with the background.
The signalman begins to send a Long series of "A'A", When the recedving
team notices, they take thein position and the receiving sd.gnalman waves

"K' (klear), meaning he and his recorden are ready to receive.

The sending recorder pronounces the §inst word, and Zhe signalman sends
it. He makes a complete Letten, with all its dits and dahs, without
stopping. But he comes to the upright position briely at the end 04 each
Letter and makes a front at the end of each word, then Atops with the glag
down and watches the receiving signalman. 1§ the receivens got the signak
clearly, they wave back, "E", and the senders go ahead with the next woxrd.

AL the end of a sentence the sdignalman makes two gronts. AL the end of
the message he signals AR as one Lelter., This time he waits until the
recedvers have checked the message thiough and wave back R, meaning that
Zhey neceived the whole message clearly. Now, and only now, do the
signallens Leave - unfess they wish a reply, in which case they had bettenr
walt., ,

The signaller may make a mistake. 1 s0, he immediately drops the flag
in a gront, then makes eight dits and a front and waits for an answering
E. Then he starnts over on the word he was sending. 1§ the receiver does

not understand a wond, he signals IMI as one Letter, and the sender repeats
the Last word he sent.

In all signalling, accuracy L4 more important than speed. Speed will come
naturally with practice.
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DEAF ALPHABET

Forn heaning people, our noamal means of communication Ls by talking. For
deaf people, the most natural way 44 by using sign Language and finger-
spelling. Learn the fingern-spelling alphabet printed here and thy these
activities. Most signalling games can be adapted for use with the deaf
alphabet.

318



SIGNALLING TWILIGHT:

Leaden spins a plate calling out §inst the name 04 a fjunior, and then a
Letten of the alphabet. The junion must give the equivalent of the Letlexr
in fingen spelling before he can catch the plate. Omission Lo give the
night answer or catch the plate before Lt stops, iy a point against the
Leam.

STGNALLING TOUCH:

Teams in nows and numbered. Leader signals a Letter in ginger spelling
and then calls a number, and the §inst of that number to Zouch something
in the room beginning with the fLetten signatled, wins a point gon his team.
Once a thing is touched it may not be used again. Never call the number
before signalling the Letten, as in that case onky the juniors concerned
will trnouble to watch what the Lettern 4is to be.

Teams in Line facing the fLeader, who signals the name of some article Ain
fingen spelling. The §irst team %o hand that article Zo the Leader wins.
Variation: an onder is signalled and the §inst to obey correctly, wins .

SIGNALLING CARDS:

Have a number of small pieces of card and write on one Adde, a Letfen of
the afphabet in finger-spelling pictures. Complete sevenal alphabels.
Place cards face downmwards, with teams gathered round. Leader turns up
card and §irnst to call out correct name, takes it. Player with most
pieces at end wins.

Best played by team Leaders with thein Zeams. Can be played as an inter-
unit game with selected representatives.

RESOURCES
Scout Handbook; Pathfinder Field Guide.
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