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1. Strength. Minimum team strength is six (6); maximum team strength is nine (9). Recommend that at least one of the competitors be a female cadet.                         

2. Eligibility. All cadets are eligible except those with two seasons of IM participation and those who have received IM authorization for Club Squad Orienteering. 

3. Participation. Each team member must compete in all of the record contests.                    

4. Rules and Description.

a. Point to point Orienteering rules will be utilized.  

b. Competition length is sixty minutes.                  

c. Each company will field 4 teams of 2, 8 cadets (3 teams, if odd number of cadets).  The team’s standing will be based on their total accumulated time to date for the fastest three (3) teams.  All control points must be visited in the order listed within the time limit.  The winner is determined by who has the fastest time. Failure to collect all control points in the correct order, or failure to collect all points will result in an additional time penalty added to the team’s total time. A running total of each team’s total time is added cumulatively throughout the season. The four company teams with the lowest total time in each regiment will advance to the double regimental competition. After the double regimental competition, the top two companies in each regiment proceed to the brigade championship.
5. Resolution of Ties:

a. Regular season ties are not resolved.

b. Post season ties are resolved by using combined times of the top finishing group per team. If this does not resolve the tie, the times of the top two groups are used, etc.

6. Uniform. Gym alpha with company jersey, BDU trousers, reflective belt, camelbak (full of water) and running shoes. Wear additional cold weather gear as appropriate (CICs and coaches identify and disseminate – officials enforce). 

7. Special Safety Requirements. All participants - including coaches and officials - must carry with them, at all times, a map, a compass, a whistle, a watch and an insect sting kit (if identified by chain of command – CICs/coaches – DPE provides).

OPERATING PROCEDURES FOR INTRAMURAL ORIENTEERING

1. Introduction. 
Orienteering is a sport in which the competitor independently aided by map and compass must visit, in a prescribed order, a number of features marked in the terrain (by control flags) and on the map. In a regular orienteering competition the task is to run this course in the shortest possible time.

In orienteering both the running and navigating skill of the competitor shall be tested, but in such a way that the navigating skill is decisive.

It shall be possible to solve the orienteering problems with the map, aided by the control descriptions and a compass. 

Intramural orienteering at the USMA consists of each cadet company fielding one 6 to 9 cadet team. The team’s standing will be based on their total accumulated time to date.  All controls points must be visited in the order listed within the time limit.  The winner is determined by who has the fastest time. 
A running total of each team’s total time is added cumulatively throughout the season. The four company teams with the lowest total time in each regiment will advance to the double regimental competition. After the double regimental competition, the top two companies in each regiment proceed to the brigade championship.

2. Basic Rules.

a. Participation.

1) Each company fields 4 teams consisting of 8 cadets and a coach. The coach can be a player if needed. 

(2) Failure to field at least three 2 person teams causes a time penalty of 90 minutes to be added for the 3rd team.  If 4 teams compete for a company, only the fastest 3 times are added together for the company’s score.  All competitors run at every competition. One group may not receive or give assistance to another company group or team - unless in an emergency situation. 
   
(3) Cadets are ineligible if they have ever received intramural authorizations from the USMA Orienteering Club or completed two seasons of intramural orienteering.                              

b. Competition. 

          (1) Organization: The intramural orienteering season consists of seven company competitions within each regiment, a double regimental meet between the top four companies per regiment, and a brigade championship meet between the two top companies of each regiment. 

    
    (2) Regular Competition:  All control points must be visited in the order listed within the sixty minute time limit.   There are usually 4 to 8 control markers on the course in varying degrees of difficulty and distances apart so that there are no easy, direct routes. Instead, each competitor is faced with many choices of direct but difficult routes, or of indirect but easier routes.  The winner is determined by who has the fastest time.
   c. Uniform and Equipment.  

       (1) Uniform: The uniform is BDU trousers with company shirt, running shoes, reflective belt, camelbak (filled with water) and “Special Safety Equipment”.  Wear cold weather gear as appropriate. All competitors will have a compass, watch and whistle before starting.                                                       

       (2) Equipment: Members of each company team will be issued a compass with lanyard and a whistle. Blank maps of the competition area are provided at the start for that day’s competition. No pre-marked maps or extra copies will be carried during the competition. Control punch cards are issued at the start and must be carried during the competition. The control points are three-sided orange and white orienteering markers, marked with a unique code and having a specific punch hanging from a cord. 


d. Scoring 

(1) The course consists of 4 to 8 controls. Each group must find and validate all control points in a specified order during the allotted time. 

(2) The team with the fastest score wins the competition. 

(a) A team that fails to collect all control point punches on the card or that that marks an incorrect control in place of the correct one will be listed as “did not finish” (DNF) and will incur a 15 minute time penalty per missed point. 
Example: Control points 1,2,3,4,6 punched, #5 missed/not punched. 

(b) A team that switches the order of the points punched on the card or visits the control points in the wrong order shall be listed as “mispunched” (MSP) and will incur a 15 minute time penalty. 
Example: Control points 1, 2,4,3,5,6 punched, order switched. 

(c) A team finishing over sixty minutes will be listed as “overtime”(OVT) and will incur a 15 minute time penalty in addition to their finish time.
(d) A team who visits the wrong control points and/or punches the card with the wrong points shall be listed as “disqualified” (DQS) and will incur a time penalty of 15 minutes. 

Example: Control points punched 1,2,3,9,5,6.
(e)  If a team places a punch in the wrong box they may place the correct one in the “MISPUNCH” box on the DPE orienteering punch card

(f) Individuals that become injured and cannot complete the competition or individuals that stop to assist an injured participant/official are scored under the injured player rule:                                  


The team that loses a group score replaces such group’s score with that of the highest group participating for the team that day – such is then figured in to the team’s record score.  

(3) The total time and penalties will not exceed 90 minutes.
 e. Start. Companies form their teams outside of company areas and run in formation to the rear entrance of Arvin CPDC. Teams must arrive NLT 1630 hours.  The Regimental CICs will hold an accountability formation, cover any administrative specifics and conduct the daily safety briefing.  The company teams will remain in the preparation area until called to the starting area by the regimental CICs. It is up to the company coaches to determine the starting order of groups on the team. The start CIC calls the first 2 teams of starters to the line and marks the specific start time on all the control cards. At 1635 the first teams will start. Every two minutes following the first start the next group from each team starts until all the groups/competitors are on the course. Competitors from opposite regiments alternate starting group team members. Example: F1 starts first followed by F2 team members, then back to F1, F2, etc. until all F Company team members from both regiments are on the course. All companies in both regiments will follow this procedure. When the start CIC releases the competitors in each group they will pick up a pre-marked map and control card, both inside a plastic protector.  Each group has sixty minutes from their specific start time to finish before they begin to accrue time penalties. 


f. Finish. Upon completion of the course or expiration of the time limit, the groups head to the finish line area. They run through a chute and receive a slip of paper with their finish time on it. The group proceeds to the scorer’s table and hands their control card and finish time slip to the scorer. The scorer marks the time on the card. Portions of a minute are to be rounded to the nearest tenth of a minute, e.g. 52:17 counts as 52.3. Competitors may then obtain water and rest. When the entire company team has finished and turned-in all maps and control cards, the company coach informs the regimental CIC. The CIC releases the coach and company team as a unit to return to the barracks area. Teams will not be released until full accountability is established. Teams will run in formation back to the barracks.


g. Results. The scorekeeper tallies the elapsed time of each group and assesses time penalties as needed. When all groups/runners from a team have finished, the scorekeeper totals the scores for the fastest 3 teams to determine the team score. Final times for each team/company are posted on an acetate board in the assembly area and results are given to the company coaches the following day (or same day if time permits). Time totals for team competitions are cumulative. The time from each competition is added to all previous competition times to keep a running total. CICs are responsible to forward the results of all competitions to the DPE Officer in Charge of Orienteering (MAJ Hunt and MAJ White) via E-mail.


h. Protests. Official protests will be presented to the Record Contest CIC only. He or she is responsible for demanding the validity of the protest and making a final decision on the matter. In case of a protest concerning a misplaced or missing control point, the CICs will send a pair of course checkers out to verify the claim. If the checkers invalidate the claim, the protest is concluded at that point. If the point was marked improperly (on the master map) or missing, the company making the protest will not incur the penalty time for that marker. Adjustments for time delays are made when group(s) from one team aid an individual who is hurt or when other extenuating circumstances arise. Protests must be made verbally at the site to the CICs or in writing within 24 hours.


i. Safety. Individuals must run with a whistle during competition. The signal for distress is three short, sharp blasts on the whistle. The whistle must not be used as a means of communication between members of a team or for any purpose other than an emergency. Violation of these rules will cost the team all its points, resulting in zero score for that day. Runners/groups hearing a whistle must investigate and assist if there is and injury - regardless of team.  Remember – a team that stops to provide assistance for another team with an injured teammate will receive a time equal to the fastest time of the day.  
SUPPORT REQUIREMENTS 

1. Transportation.                          

a. Cadets run as a team to Arvin Gym for all practices and record contests.

b. Regimental playoffs and brigade open championships will begin at Arvin Gym. 
2. Personnel. 

a. One CIC per regiment. 

b. Two Officials are required from each Battalion. 

c. Officials set 4 lanes for each competition of 4 to 8 control points on designated dates during practice CA sessions. Officials will tear down lanes which have been run. Before the day of competition, officials will vet, check and validate the record course to make sure that points are placed correctly and fix any discrepancies.

d. Officials supervise the holding/finish area, control the start area, supervise the master map area and keep/post official scores. One DPE Monitor will be present for supervision. 

ORIENTEERING CHECK LISTS
START AREA 
Clean maps in boxes ____
Extra maps


Large timing clock


Two hand held stop watches______
Start device


Field tables, 11

6 Foot tables, 2

Master maps __
Metal folding chair 4 __
Orange cones, 8

Engineer Tape, 2 rolls
First Aid kit

Alcohol pens, 20

Results board
Safety brief ___
Clue cards___
Control cards___

FINISH AREA
Time slips___
Large timing clock___
Field table


6 Foot tables, 2
Metal folding chair, 4
Orange cones, 8


Engineer tape, 2 rolls _ 
Alcohol____

Toilet paper, 3 rolls
Box for clean maps____
Results board

Orienteering Competition Start/Finish Time Sequence
1620-CICs, officials and coaches report to competition site, accountability report in written form to CICs

1625-Coaches, and officials assist CICs in forming teams to start lines.  Single file lines form behind “Hold Line” in alternating regimental competitors

1630-CICs give Emergency Procedures/Safety Brief 

1633-First teams move to Start Line. 
Second team moves to Hold Line.

1635-First teams started and begin to copy the course points on to map
Next teams move from Hold Line to Start Line 

This process continues until all teams are on the course.

1650-CICs, officials, and coaches rearrange start area into finish area.
1710-First teams expected to cross finish line. 
1740-All teams expected to be off course and in Finish area.  Any team not finished at this time is considered overdue and has exceeded the sixty minute time limit and can expect to incur penalty time.
1800-Accountability received from coaches when all team personal are present that team maybe released as a unit to return to barracks.  
Orienteering Practice Start/Finish Time Sequence

1620- CICs, officials and coaches report to competition site, accountability report in written form to CICs

1625-Coaches warm up and brief team to skills, practice, etc.

CICs brief officials to course set up and/or tear down procedures    

1630-Coaches and teams depart to practice

Officials depart to set up/ tear down courses.

1800- Accountability received from coaches when all company personal are present that team maybe released as a unit to return to barracks.

FINISH LINE PROCEDURE

Personnel required to staff the finish area are the two cadets, four scorers, and the coaches. Duties will be assigned by the CIC's for the day's competition.

· The finish area must be completed prior to the first competitor's finish. The finish set-up can start as soon as the last competitor leaves the map tables and starts onto the course.

· Map tables must be broken down and maps sterilized for the next competition 

· Field tables and map boxes must be broken down and stored in the conex.

· Time clock must be repositioned for the finish.

· The finish chute must be laid out and well marked.

· As a competitor finishes a CIC/Scorer will call out the finish time. The time will be recorded on a slip of paper and handed to the competitor. The competitor takes the time slip, map, and control punch card to the turn-in table. At the turn-in table the time slip and control card are taken from the competitor, checked for completeness, and recorded for accountability. The time slip and control card are passed to the score/check table where the points are totaled based on finish time, number and value of controls found, and penalty assessed.

The completed forms are then passed to a scorer for posting on the score board.

1. Punch Verification
2. Elapsed Time Calculation
3. Post results
· As soon as a competitors control card and time slip are turned-in that competitor moves away from all of the turn-in/score/check tables and moves to a table near the results board to return the individual competition map. 

· The scorer working the finish/turn-in table will provide the CIC's with a list of all competitors in the order that they finished the competition. Any late finishing competitors should be questioned about others still out on the course - NAME, CO, CLASS, SEX, etc.

· After all competitors are in, scored, and results posted, the duty company assists the CIC's, scorers and monitor break down the competition site. CIC's forward results and accountability to the DPE Monitor.

Course Setting 
Use the following criteria when setting IM orienteering courses.
1. Control points must be set in a way that will avoid hazardous terrain.

2. The control point description serves to clarify the picture of the control location accurately as possible.
3. Every control feature must be marked with a control marker.

4. The control marker must be hung at the feature indicated on the map.  The actual position shall be in accordance with the control description.
5. The control flag shall be visible by the competitor upon reaching the feature.
Course Vetting/Checking

Duties of the course vetters are as follows:

1. Check map in relation to other courses and specific location-out of bounds areas, dangerous locations of control points.

2. Check start location, map issue point, control points and finish location.

3. Check codes on control points against codes on the clue cards and location and visibility control points and punch location on point.

4. Make sure control descriptions are appropriate and correctly describe the positions of the control point.

5. Make sure courses/points are properly drawn and located on to master maps.

6. Course vetters should be present during competition finish

Sample Clue Sheet

WHITE 3.5 km 75 m climb 
Start: Corner of the field

	1
	BL
	trail junction

	2
	JC
	stream junction

	3
	PG
	SW corner of the evergreens

	4
	MP
	SW end of the knoll

	5
	BL
	upper part of the reentrant


Finish: NE corner of the building (350 m)

Sample Course Map
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Glossary of Orienteering Terms
AIMING OFF - A navigation technique used when approaching a linear feature at right angles. If there is a control along the feature then it is wise to take a compass bearing to the right or left of the control so that upon reaching the linear feature you will know which way to turn for the control.

ATTACK POINT - A large feature near a control from which one can precision orienteer (attack) into the control. The large feature is much easier to find over a long distance than the small control site.

BACK-READING - Looking back over the compass toward the point from which you came.
BEARING - The direction you want to travel (may be expressed in degrees when using a compass).
CATCHING FEATURE - COLLECTING FEATURE - A relatively large easily identifiable feature that the orienteer uses to check that he or she is on their chosen route between two controls. It may also be used to tell the orienteer that he or she has gone by the control
CONTROL CARD - A card that the orienteer carries to write on or punch at each control point as evidence that he or she has been there.
CONTROL CODE - A number or letter which is with each control description and on the corresponding marker. It enables the orienteer to be sure that he or she has found the correct marker.
CONTROL DESCRIPTION - A short description of the exact point where the control marker sits.
CONTROL FEATURE - The feature on or at which the control marker is placed.
CONTROL MARKER - A three sided orange and white marker set out to tell the orienteer that he or she has arrived at the control point
HANDRAIL - A linear feature such as a road, path, fence, or stream which runs more or less parallel to the direction of travel and which may be used by the orienteer as a guide to his or her destination.
LEG - The section of a course between two controls.
LINEAR FEATURE - Elongated features such as path, road, field, edge, fence, stream, etc.
MAP READING BY THUMB - An orienteering technique in which the orienteer places their thumb on the map at each point he/she can definitely identify and does not move it again until he/she comes to the next such point.

MAP SCALE - Ratio of distance on the map to distance on the ground.

MASTER MAPS - Maps displayed at the start from which the orienteer copies the controls he or she has on his or her course.

ORIENTING THE MAP - Setting the map so that the north on the map points north in the terrain, so that the features in the terrain correspond to the symbols on the map.

PACING - A method of distance judgment where every second step is counted.

PARALLEL ERROR - Confusing two similar areas with one another, i.e., arriving in one area of the terrain and thinking that it corresponds to a different area symbolized on the map.

PRECISION COMPASS - Taking and carefully following a precise bearing.

PRECISION MAP READING - Careful map reading by thumb, checking every feature on the map against the corresponding feature in the terrain.

PRECISION ORIENTEERING - A combination of precision map reading, precision compass and pace counting.

PUNCHING IN - The act of marking one's control card with the maricing device at the control marker, most often a punch which makes a distinctive mark,

READING ONESELF INTO A CONTROL - The process of carefully comparing the map and the terrain in order to find the control.

ROUGH COMPASS - Running quickly on an approximate bearing, usually to a collecting feature.

STOPPING FEATURE - A special catching feature that is behind one's control and it assists in alerting the orienteer that he or she has gone too far.

Safety Briefing/ Emergency Procedures

1. The emergency phone numbers are: 911 to get fire & ambulance – immediately tell the operator that you are on West Point so that they can transfer you!
          KELLER ARMY HOSPITAL - # 4004

          DPE TRAINING ROOM - # 2651

2. Each cadet is required to have a watch, whistle, and compass. These items are standard equipment and required in order to participate in intramural orienteering competition. No one will enter the woods without all three items.
3. If you should become injured, blow the whistle in three distinct sharp blasts. Continue to blow the whistle in these groups of three at 1-2 minute intervals until someone responds to your distress signal.
4. If you hear someone using the whistle to signal for help - immediately quit the course you are running and move to the sound to lend assistance.
A.
DO NO FURTHER HARM!

B.
Check for life threatening injury - No pulse / No breathing.

C.
If the individual is loosing consciousness, experiencing life or limb threatening injuries send another cadet to the start point for immediate assistance from the OIC. DO NOT MOVE THE INJURED CADET.

D.
All non-life or limb threatening injuries in which the cadet is experiencing limited pain, treat as you can and assist the cadet to the nearest road. Send another cadet for assistance and wait for the duty truck or ambulance. Do not worry about your score or the score of the injured competitor. Both cadets will receive credit under the Injured Competitor Rule.

6. General safety guidelines:

· Do not attempt to climb up or down cliffs.
· Do not attempt to cross bodies of standing water, swamps, or ponds (i.e. Suck Swamp, Bull Pond, Delafield Pond etc.).

· Rain and heavy fog will make rocks, boulders, steep slopes, and ground covered with dead leaves extremely slippery. 
· Do not play with the wildlife.
· If you become lost - move to the nearest road and stay put - the duty driver will pick you up.

· Remain hydrated - drink water before, during and after competition and practice.

Intramural Orienteering Risk Assessment                

Risk Identification              Reduction Strategies 
	Hypothermia (loss of body heat)                 
	* Require use of appropriate cold weather gear 

* Awareness of symptoms by all competitors

* Conduct assessment of weather / temperature / conditions prior to training 

* Mandatory attendance at safety brief

	Heat Exhaustion / Heat stroke /              Dehydration                               
	* Competitors bring full camelback

* Enforce hydration for all athletes 

* Awareness of symptoms by all competitors 

* Wear sun-block/lotion as needed 

* Mandatory attendance at safety brief

	Limited Visibility                        
	* Require use of reflective belts

	Minor muscle/tendon injuries             
	* Conditioning prior to season

* Proper stretching–Warm-Up and Cool Down (Minimum 5 minutes, respectively)

* Build distance and intensity slowly

	Major injuries                            
	* Run in groups (minimum of two/max of entire team) during ALL practices competitions

* All participants carry a whistle – three long whistles signals emergency – ALL within ear shot go to the sound and render aid.  If required, one pair of participants departs to call (if required 911) and CIC (provide exact location and particulars). CICs and OIC have two-way radios / cell phones
* Remain on well established roads and trails while traversing through the Paintball Lanes – area marked on Map – Included Tab A) 

* All participants will carry 3X5 card with emergency phone numbers.  

	Lightening                                                                  


	* Brief on DPE Lightening Policy (Included-Tab B)

	Blisters
	* Proper footwear

* Appropriate First Aid to prevent infection 

	Ticks and Insect Bites/Stings

Ticks and Insect Bites – Cont’d
	* Ticks:  Conduct partner assisted tick check immediately after participation – if tick found report to proper medical personnel for removal and identification

* Insect Bites:  If swelling or 

discoloration occurs report for medical assessment/evaluation/treatment

* Insect Stings:  Coaches identify prior insect sting allergic reaction cadets – coaches ensure cadets are issued Insect Sting Kit and are briefed on correct usage. 

	Lost on Course
	*  Participants will never separate into groups smaller than two.

*  All participants will carry a compass. Use compass and head either due North South, East or West until reaching a hardball road – stop and ask directions/ call CIC/OIC for assistance * All participants will carry 3X5 card with emergency phone numbers.  


Tab A  

DPE Lightening Policy

[image: image2.wmf]
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   5 April 2006

DPE POLICY MEMORANDUM #46

SUBJECT:  Lightning Standard Operating Procedure
1.  This policy establishes procedures for all DPE staff and faculty when conducting any outdoor activities during the seasons when lightning and thunderstorms are prevalent.

2.  No outdoor activities will be initiated when thunder and/or lightning is present.

3.  If thunder and lightning occur once activities have started, utilize the “flash-to-bang” method for determining the distance of lightning.  Count the number of seconds between seeing the lightning and hearing the clap of thunder.  Divide this number by five to determine how far away the lightning is occurring in miles.  The storm’s distance and your location will determine when there is a need for evacuation to a safe shelter.  A safe shelter is defined as a sturdy building that has metal plumbing or wiring, or both, to electrically ground the structure.  A shed or a shack is not a safe shelter.  Please refer to the table under #8 for more specific information.  

4.  If there is not a safe shelter within a reasonable distance (paintball, orienteering, or cross country), crouch in a thick grove of small trees surrounded by taller trees or in a dry ditch.  Keeping your feet close together, crouch with only your feet touching the ground.  Wrap your arms around your knees and lower your head to minimize your body’s surface area.  Do not lie flat.

5.  Stay away from tall or individual trees, lone objects (flag poles), metal objects, standing pools of water, and open fields.  

6.  Allow 30 minutes to pass after the last sound of thunder or sight of lightning before resuming any outdoor activities, INCLUDING WALKING FROM THE SAFE SHELTER BACK TO THE BARRACKS.
7.  The following on site personnel will be responsible for making decisions regarding evacuation due to lightning:

DPE Sport Educator

DPE Athletic Trainer

CIC

Referees

Coaches

SUBJECT:  Lightning Standard Operating Procedure

                           

8. The following table describes the evacuation procedures for outdoor activities and sites:

	Buffalo Soldier Field

*River Courts

Aerobic Fitness

Biathlon

Cross Country

Orienteering

Paintball

Rock Climbing:

    - Washington Rd.

    - Flirty Wall

    - P.I. Wall
	All cadets should be evacuated to the barracks at the first sign of thunder and/or lightning.  In the event of a fast moving storm when there is not time to reach the barracks, cadets should move to the closest safe shelter.

	North Athletic Field

Shea Stadium

Target Hill Field

2-Mile Run Course
	All cadets should be evacuated to Gillis Field House at the first sign of thunder and/or lightning.  

	Central Areas

Daly Field

Clinton Soccer Fields
Malek Tennis Courts

The Plain
	Cadets should be evacuated to the barracks when the flash-to-bang count is 30 seconds (6 miles).

	Hudson River - Crew

Hudson River - Sailing
	1.  The OIC will make a decision to evacuate based on information received from the Marine Engineer at South Dock who will be monitoring weather via computer.

2.  In the event that the OIC is not in radio contact with the Marine Engineer, all cadets should be evacuated to the Caufield Center at the first sign of thunder and/or lightning.

	**Camp Buckner
	All cadets should be evacuated by vehicle to the barracks at the first sign of thunder and/or lightning.

	A-Lot
	When the flash-to-bang count is 30 seconds (6 miles) cadets should be evacuated to the Holleder Center.

	West Point School Field
	Cadets should be evacuated to the barracks at the first sign of thunder and/or lightning.  When there is access to the school, cadets should evacuate to the school when the flash-to-bang count is 30 seconds (6 miles).  


    * The stairway above the river courts is grounded and may be used to evacuate cadets to the barracks.

    ** Vehicles that do not have a metal roof are not protected from lightning and are not safe shelters.  In the event of a fast moving storm when there is not time to reach the barracks, cadets should move to the closest safe shelter.

9.  The POC for this information is Mrs. Karen Y. Peck x2352.

<original signed>

GREGORY L. DANIELS

COL, PUSMA

Director, Department of Physical Education




































































































PAGE  
1

_1031582833.doc
�



�
















