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NAUTICAL TRAINING CORPS
CORPS CADET TRAINING

ABLE SEAMAN
PART 1 (COMPULSORY) TRAINING FOR
ORDINARY SEAMAN FIRST CLASS ADANCING TO ABLE SEAMAN
1. ABLE SEAMAN ADVANCEMENT
a

Explain the Part 1 syllabus for Ordinary Seaman First Class
advancing to Able Seaman
Describe in detail the Part 2 activities available to Able Seaman
within the Unit and other means of achieving the required points for
advancement.

PARADE AND CEREMONIAL TRAINING.
AIM: To be able to execute correctly and to a high standard of smartness, within a squad, all drill movements previously taught, and to
be able to take charge of a squad at the halt and on the march. To be
able to carry out the duties of a Colour Party and of a Piping Party
and for official visits.

AB

2. SQUAD DRILL.
a.

AB

Revise drill previously taught.

3. POWER OF COMMAND.
Demonstrate and practice:a.

How to give orders. / How to correct mistakes.

b. Preparation of the Squad to receive Instruction
c.

The Cadet should be able to execute correctly and to a high
standard of smartness within a squad, all drill movements
previously taught.

d. The Cadet should be able to demonstrate an ability to take charge of
a squad at the halt and the march.
e.

Pages 4—20

Ceremonial Protocol
Procedures for Gangway Reception.
Flag Ceremonial Colours / Sunset.

Pages 21—33
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4. UNIT DUTIES.
a.

Revise previous instruction:-

Pages 34—37

The Cadet will be required to demonstrate his/her ability to
carry out these duties and should be able to direct junior rates
to perform them.

AB

5. FIRE DRILLS AND PREVENTION.
a.

Revise the Unit fire drill procedure.

Pages 38—41

b. To be able to act responsibly when a fire is detected, to ensure that
Cadets in his/her charge are evacuated to a safe place by the safest
means and ensure that muster and reports are made to Unit Staff.

AB

6. SEAMANSHIP.
GENERAL ROPEWORK.
a.

Revise bends and hitches and ropework previously taught.

Pages 42—63

Demonstrate the ability to construct a:b. Square Lashing/Diagonal Lashing
Demonstrate the ability to construct a:c.

AB

Rolling Hitch/Marline Spike Hitch
Carrick Bend/Fisherman’s Knot

7. COMMUNICAIONS.
a.

Demonstrate the ability to used the International Phonetic
Alphabet.
Demonstrate an understanding of the principles of:-

b. Flag Signalling and the International Code of Signals.
c.

Demonstrate the ability to recognise Signal Flag.

Pages 64—72
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8. NAVIGATION.
a.

Demonstrate the ability Find a Position on a Ordnance Survey Map

Pages 73—102

b. Ordnance Survey Map Skills and Route Planning

AB

9. BOATWORK.
a.

AB

Demonstrate an understanding of the Rules of the Road.

Pages 103—113

10. INSTRUCTIONAL TECHNIQUE.
THE DUTIES AND RESPONSIBILITIES OF AN INSTRUCTOR.
a.

Taking charge of a Class

b. What is said by the instructor will be accepted as fact.
c.

The instructor becomes a pattern for what is normal.

d. Setting a good example in dress, attitude and personal habits.
e.

The main Qualities of a good instructor are enthusiasm, the correct
attitude and manner, confidence.

Pages 114—115
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SQUAD DRILL
Revise Drill previously taught

Formation of a Squad.

(Corps Drill Training Manual. Section 0201)

A squad should normally be in a single rank for elementary drill instruction. Each member of the
squad is allowed a space obtained by dressing, which should always be maintained. The right or
left marker having first been placed, the remainder fall in, in either double or quick time in line
with the marker, each at an arm’s length interval from the person on their right ( or left ).
On arriving in position each person takes up their dressing automatically and then stands at
ease.

Position of Attention.

(Corps Drill Training Manual. Section 0202)

Heels together and in line. Feet turned out at an angle of about 45 degrees. Knees braced back.
Body erect, shoulders level and square to the front. Arms braced straight down at the side, wrists
straight, elbows pressed in to the side. Palms of the hands turned towards the thighs. Fingers
form a relaxed clenched fist touching the thigh lightly above the second knuckle, thumbs
straight and vertical resting on the forefinger and in line with the seam of the trousers or skirt.
Neck erect. Head balanced evenly on the neck, and not poked forward, eyes looking straight to
the front. The weight of the body should be balanced on both feet, and evenly distributed
between the forepart of the feet and the heels. The breathing must not be restricted in any way
and no part of the body should be either drawn in or pushed out. Exactness in this position is of
great importance; personnel should not, therefore, be at attention more often or longer then is
necessary.

ORDER
“Squad—Attention”

ACTION
Come to the position described as above,
moving the left feet to the right.

Able Seaman. Page 5.
Chapter 9. Section 2a

SQUAD DRILL
Standing at Ease.

(Corps Drill Training Manual. Section 0203)

ORDER
“Stand at—Ease”

ACTION
Keeping the legs straight, force the left
foot 300mm (12 inches) to the left so that
the weight of the body rest equally on both
feet. At the same time smartly clasp the
hands behind the back and place the back
of the right hand in the palm of the left,
(fingers straight and together) grasping it
lightly with the fingers and thumb and the
arms braced to their full extent.

Notes:
1.

When personnel fall in for instruction, they are to stand at ease after taking up
their dressing by the right.

2.

The “Stand at Ease” position is a relaxed position of Attention.

3.

When one arm is occupied, as when carrying a raincoat, the other arm is to be kept
to the side of the body.

Standing Easy. (Corps Drill Training Manual. Section 0204)

Personnel are permitted to move
their limbs and body, but are not to
take or move their feet; so that on
coming to attention there will be no
loss of dressing. Personnel standing
easy who receive a cautionary order,
such as “Squad”; “platoon” will assume
the position of stand at ease.
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SQUAD DRILL
Dressing the Squad.

(Corps Drill Training Manual. Section 0205)

Other then when on parades where the dressing flank is decided by the formation of
that Parade, the dressing flank should always be in the direction of movement of the
squad so that blank files (if any) will be at the rear when stepping off.

ORDER
“Squad—By the Right (or Left) - Dress”

ORDER
“Squad—with Half Arm Intervals—by
the Right (or Left) - Dress

ACTION
DRESSING WITH INTERVALS.
Members of the squad, except the marker on
the named flank, look towards their (or Left)
with a smart turn of the head.
Ensuring that the chin is kept up off the
shoulder. At the some time personnel in the
front rank extend their right (or left) arm
horizontally, level with their own shoulder
height, back of the hand uppermost and the
hand forming a relaxed clenched fist. Every
member of the squad, except the right (or left)
hand marker dwells a pause of two marching
paces and then take up their dressing in line by
moving with side closing paces left/right, until
their knuckles are in the same vertical line as
the shoulder of the person on their right (or left)
and so that they are just able to see the lower
part of the face of the person next, but one to
them. Care must be taken to carry the body
backward or forward with the feet, the
shoulders being kept perfectly square in the
original position, and that the arm is raised
horizontally to their own shoulder height. When
dressing is complete each member of the squad
in rapid succession, from the directing flank
turns their head smartly to the front and at the
same time brings their arm to the side and resumes the position of Attention, as described in
Para 0202. Dressing with intervals, each
member of the squad occupies approximately
1 metre (40 inches).

ACTION
HALF ARM INTERVALS.
When because of space restrictions it is
required to carry out dressing with half arm
intervals by the right/left dress. The same drill
should be carried out as for full arm dressing
except that each member of the squad dresses
until the knuckles of their hand are in line with
the centre of the back of the person on their
right/left. Dressing with half arm intervals each
member of the squad occupies approximately
750mm (30 inches)
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SQUAD DRILL
ORDER

ACTION

“Squad—Without Intervals—by the
Right (or Left) - Dress

WITHOUT INTERVALS.
Where it is desired to dress without intervals,
the order is “Without intervals by the right (or
Left) dress”. At that order, members of the
squad except the marker on the named flank,
look to their right (or Left), with a smart turn of
the head ensuring that the chin is kept up off
the shoulder. At the same time the squad closes
in until they are approximately 50mm (2inches)
clear of the person on their right/left.

NOTE. Distance between ranks, front to rear, is judged and arms are not raised.

Numbering

(Corps Drill Training Manual. Section 0206)

ORDER
“Squad Number”

ACTION
The right-hand marker of the front rank calls
“One”, the next person “Two”, and so on in
rapid succession to the left. The numbers
being called sharply and clearly. When in three
ranks the centre and rear ranks do not call out
their numbers, but each centre and rear rank
member of the squad notes the number of their
respective front rank person.

Turning at the Halt.
ORDER

(Corps Drill Training Manual. Section 0207)

ACTION

“By numbers, Right - Turn”

Keeping both knees straight, arms to the
side and the body erect, turn 90 degrees to
the right on the right heel and left toe.
Raising the left heel and right toe in doing
so.

“Two”

Bring the left heel smartly up to the right
without stamping the foot on the ground.

“Right—Turn”

Turn smartly as above, observing the two
distinct movements.

“Left—Turn”

As above on the left heel and right toe.
Right heel brought up to left.
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SQUAD DRILL
Turning at the Halt.

(Corps Drill Training Manual. Section 0207)

ORDER

ACTION

“By numbers, about - Turn”

Turn 180 degrees to the right by pivoting
the body on the right heel and ball of the
left foot, keeping the arms locked into the
side of the body.

“Two”

Bring the left foot into line with the right,
assuming the correct position of attention.

“About — Turn”

To carry out this movement in quick time,
combine the movements as taught by
numbers.

(Corps Drill Training Manual. Section Annex “A”)

Dismiss

The order for a platoon / squad to end the instruction / detail
and to proceed / carry on with other instruction or to dismiss
(Corps Drill Training Manual. Section 0205)the unit at the end of a
deck-night. Dismiss is used in the following context. “Squad /
Ships company, turning Right—Dismiss”.
( Dismiss = squad no longer in your command )

Fall—out

As for Dismiss, but given during an instruction or order, whereby
the squad will continue with instruction or class work.
Used in the following context.
“When fallen—out, prepare to stow all gear. Duty Watch turning
Right — Fall—out”
( Fall—out = squad still under your command )

SQUAD DRILL
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Removing and Replacing Headgear. ( Cadets Caps and Berets )
(Corps Drill Training Manual. Section 0212, 0213, and 0214, 0215 and 0216)
a.

Although there are certain differences in the manner in which various types of
headgear are removed from and replaced on the head, the following drills are to
be compiled with for the removal and replacement of caps/berets when the orders
“On—caps” and “Off—caps” are given.

b.

Female rating do not remove headgear during Religious services and church
parades when their male counterparts would be expected to do so. They are,
however, to remove their headgear as a drill movement at defaulters, and the
reading of a punishment.

Off — Caps
ORDER

ACTION

“By numbers, Off—caps”

The Right hand moves swiftly and smartly
across the body to seize the top of the cap
just above the left ear. The back of the
hand is to be to the front, fingers together
on top of the cap and pointing to the rear,
thumb underneath the rim.

“Two”

Remove the cap from the head and resume
the position of “Attention” carrying the cap
in the right hand across the front of the
body by the shortest route. The ships
name on the cap tally to the front. The
head does not move.

Berets
ORDER

ACTION

“By numbers, Off—caps”

The Right hand moves swiftly and smartly
across the body to grasp the beret at the
front with the palm of the hand covering
the beret badge and the fingers and thumb
gripping the front of the beret.

“Two”

Remove the beret from the head and resume the position of “Attention” carrying
the beret in the right hand across the front
of the body by the shortest route. The
head does not move.

SQUAD DRILL
Off — Caps
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SQUAD DRILL
On — Caps
ORDER

ACTION

“By numbers On—Caps”

The right hand moves swiftly and smartly
across the body carrying the cap and
replaces the cap on the head, the name of
the ship on the cap tally to the front, elbow
in line with the shoulder, head and forearm
in a straight line. The head does not move.

“Two”

Release the grip on the rim of the cap and
cut the right arm away across the front of
the body by the shortest route, to resume
the correct position of Attention.

Berets
The design of berets is such that they cannot be easily replaced on the head using one
hand and even when both hands are used sufficient time must be allowed to enable
them to be fitted correctly. The replacement of berets is, therefore, to be carried out as
follows and not as a drill movement as in the case of caps

ORDER

ACTION

“By numbers On—Caps”

Personnel wearing berets remain at
Attention.

“Two”

No action is taken.

Notes:1.

When the orders “On caps” and “Stand at Ease” have been given and after the order
“Stand—Easy”. Berets are replaced on the head as quickly as possible. Sufficient time
must be allowed however, before any further order is given, to enable berets to be
properly adjusted.

2.

When removing or replacing headgear as a drill movement a pause of two
marching paces are dwelt between the first and second movements.
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SQUAD DRILL
Standing at Ease with headgear removed
Caps
ORDER
“Stand at—Ease”

ACTION
Carry the left foot away from the right
300mm (12 inches) and at the same time
place the behind the back with the crown
of the cap to the rear. The right hand retaining its grasp of the rim. At the same
time the left hand is placed behind the
back and holds the lower rim of the cap
near the bow, with the back of the head
against the body.

Berets
ORDER
“Stand at—Ease”

ACTION
Carry the left foot away from the right
300mm (12 inches) and at the same time
place the beret behind the back with the
beret to the rear. The right hand retaining
its grasp of the rim. At the same time the
left hand is placed behind the back and
holds the rim of the beret with the back of
the hand against the body.
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SQUAD DRILL
Standing Easy with headgear removed
Caps
ORDER
“Stand—Easy”

ACTION
Shift the grip of the right hand to the lower
rim of the cap near the bow with the back
of the hand against the body. Thumbs
should be able to feel the bow of the cap.

Berets
ORDER
“Stand—Easy”

ACTION
Shift the grip of the right hand to the rim
of the beret, back of the hand against the
body.

At the cautionary order, “Squad, Platoon” resume the “Stand at Ease” position.
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SQUAD DRILL
Saluting with the Hand.

(Corps Drill Training Manual. Section 0209)

ORDER
“By numbers, to the Front—Salute”

“Two”

ACTION
Raise the right hand smartly, by the
shortest route, the palm of the hand
being inclined slightly downwards, so
that the eyes on glancing up can see the
inside of the palm. The thumb and fingers
being close together elbow in line with the
shoulder, hand and forearm in line, fingers
touching the rim of the cap over the right
eye.
Cut the right hand smartly to the side by
the shortest route.

“By Number, to the Right (or Left) - Salute”

Salutes to the right/left are normally carried out while on the march. Raise the right
hand as described above and turn head
towards the person being saluted. When
saluting to the right, the right elbow must
be carried to the rear so that the hand does
not obscure the eyes. When saluting to the
left, the right elbow must be carried forward so that the hand can be brought to
the correct position over the right eye.

“Two”

Cut the right hand smartly to the side; turn
the head to the front.

Notes:
1.

Personnel wearing peaked or tricorn caps are to salute in the same manner as
above, except that the fingers of the right hand touch the peak or the brim of the
tricorn cap over the right eye.

2.

When halted, the time for remaining at the salute is equivalent to 2 marching
paces.

3.

When making a salute on the march, the left arm continues to swing.

4.

The right arm is swung to the rear as soon as the salute has been completed.

5.

All salutes are completed when abreast the officer being saluted.

6.

Marks of respect are to be given when approaching from any angle.

7.

When on the march, the salute is to be made at least 3 paces before meeting the
officer being saluted if the later is halted. If the officer being saluted is also on the
march the salute is to be made at least 6 paces before reaching the officer.
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SQUAD DRILL

Saluting other then with the hand.
(Corps Drill Training Manual. Section 0210)

ORDER

ACTION

“Eyes—Right (or Left)”

As the left foot is stamped forcefully to the
ground, turn the head and eyes smartly to
the right (or Left).

“Eyes—Front”

As the left foot is stamped forcefully to the
ground, turn head and eyes smartly to the
front.

NOTE. A marching body receiving the order “Eyes—Right”, “Eyes—Left” or Eyes—Front”
turn their heads and eyes in the direction ordered as the left foot is stamped forcefully
to the ground, the executive order having been given on the right foot. The directing
guide keeps head and eyes to the front and the person in charge salutes with the hand
turning their head and eyes to the direction ordered. The disengaged arm continues to
be swung.
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SQUAD DRILL
Words of Command

Words of command on the March. (Corps Drill Training Manual. Section 0219)
The following table shows when to give the words of command to personnel on the
move:
The cautionary order should be given as the right foot comes to the ground.
The executive order should be given the next time the right foot comes to the ground.
a.
b.
c.
d.
e.
f.
g.
h.
i.
j.
k.
1.
m.
n.
o.

'About-Turn'
'Right-Turn'
'Right-In-cline'
'Right-Form'
'Slow - March' (From the quick)
'Quick - March' (From the slow)
'Double - March' (From the quick)
'Mark-Time'
'For - Ward' (From the quick or double mark time)
'Quick - March' (From the double)
'Squad (Platoon, etc.) - Halt'
'On the Right, form - Squad' (Platoon etc.)
'Step-Out'
'Step-Short'
'Change-Step'

The cautionary order for the following should be given as the left foot comes to the
ground. The executive order the next time the left foot comes to the ground.
p.
q.
r.
s.

'Left-Turn'
'Left ln-cline'
'Left-Form'
'On the left form Squad' (Platoon etc.)

Positioning on the March. (Corps Drill Training Manual. Section 0220)
When marching, an officer or rating must maintain the head and body position as
directed in para 0202 (Corps Drill Training Manual). They must be well balanced
on the legs. In quick time, the arms should be swung from as far in the rear of the
body as possible without straining the shoulders, straight forward to a position in
front of the body so that the partially clenched hand comes level in line with his or
her own shoulder, the wrist and elbow also being kept straight, without undue
stiffness. The foot should be carried straight to the front, and, without being drawn
back, placed firmly upon the ground, heel first, with knee straight, but so as not to
jerk the body. Before the squad is to move off, the instructor should take care that
each member of the squad is square to the front and in correct line with the remainder.
The flank guide on the named flank must be taught to take a point straight to the front,
by fixing their eyes upon some distant object and then marching directly towards it
in a straight line. The same procedure is followed by the person on the named flank,
when marching in other formations. (See para 0234 Corps Drill Training Manual). )
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SQUAD DRILL
Marching in Quick Time

Marching in Quick Time. (Corps Drill Training Manual. Section 0221)

ORDER
'Quick—March'

ACTION
The squad steps off together with an initial
pace of 500mm (20 inches) with the left
foot, until momentum is gained when a full
marching pace of 750mm (30 inches) is
then assumed.

The Halt (From the Quick March) (Corps Drill Training Manual. Section 0224)

ORDER
‘Squad—Halt’

ACTION
The cautionary order and the executive order
are given on two consecutive beats of the
right foot, the next left foot completes its full
marching pace, and the next right foot is then
brought smartly in line with the left without
stamping. The body should not sway forward
or backwards once halted and the arms and
hands must be kept steady at the side.

Stepping Out. (Corps Drill Training Manual. Section 0225)

ORDER
‘Step—Out’

ACTION
The order is given as one complete
executive order on the right foot. The pace
is lengthened by 75mm (3 inches) as the left
foot comes forward, with the body leaning
forward a little. The cadence is not altered.

Note:
This step is used when a slight increase of pace, without an alteration of cadence, is
required, at the order 'Quick—March' the usual pace is resumed.

Stepping Short. (Corps Drill Training Manual. Section 0226)

ORDER
‘Step-Short’

ACTION
The order is given as one complete executive
order on the right foot, after which the pace
is shortened by 225mm (9 inches) as the left
foot comes forward until the order 'Quick
march' is given, when the usual pace is
resumed.
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SQUAD DRILL
Marching in Quick Time

Changing step on the March. (Corps Drill Training Manual. Section 0229)

ORDER
‘Change—Step’

ACTION
The cautionary order and the executive
order are given on two consecutive beats
of the right foot.
The next left foot completes its full marching
pace and the arms continue to swing. As the
next right foot is brought forward, the instep
of the right foot meets the heel of the left
foot, and the arms are momentarily brought
to the side of the body. Another shortened
marching pace is taken with the left foot so
that the cadence is not lost (2 successive
paces being taken with the same foot) and the
arms are swung as the left foot goes forward.

Marking Time. (Corps Drill Training Manual. Section 0227)

ORDER

ACTION

‘Mark—Time’

The cautionary order and the executive order
are given on two consecutive beats of the
right foot. The next left foot completes its
full marching pace, after which the cadence
is continued without advancing. Keeping the
arms to the side of the body and raising the
right and left knee alternately so that the top
of the thigh is parallel with the ground, the
lower leg perpendicular. The foot is kept at a
natural angle.

‘For—ward’

The order is given on two consecutive beats
of the right foot. The left foot steps off
commencing with an initial pace of 500mm
(20 inches) until momentum is gained when
a full marching pace of 750mm (30 inches)
is then assumed. The direction of march and
the pace at which the squad were originally
moving is then resumed.

Note:
At the halt, the word of command to step off is "Squad, Quick - Mark
Time”.
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SQUAD DRILL
Marking Time
Marking Time. (Corps Drill Training Manual. Section 0227)

ORDER

ACTION

‘Mark—Time’

The cautionary order and the executive order
are given on two consecutive beats of the
right foot. The next left foot completes its
full marching pace, after which the cadence
is continued without advancing. Keeping the
arms to the side of the body and raising the
right and left knee alternately so that the top
of the thigh is parallel with the ground, the
lower leg perpendicular. The foot is kept at a
natural angle.

‘For—ward’

The order is given on two consecutive beats
of the right foot. The left foot steps off
commencing with an initial pace of 500mm
(20 inches) until momentum is gained when
a full marching pace of 750mm (30 inches)
is then assumed. The direction of march and
the pace at which the squad were originally
moving is then resumed.

Note:
At the halt, the word of command to step off is "Squad, Quick - Mark
Time”.

The Halt (From marking Time). (Corps Drill Training Manual. Section 0228)

ORDER
‘Squad—Halt’

ACTION
The cautionary order and the executive order
are given on two consecutive beats of the
right foot. The next left foot completes a
further mark time pace and the next right
foot is brought down smartly alongside the
left.
Once halted the arms and hands must be kept
steady at the side. The halt is completed in 2
mark time paces.

Changing Step while marking Time. (Corps Drill Training Manual. Section 0230)

ORDER
‘Change—Step’

ACTION
The cautionary order and the executive
order are given on two consecutive beats
of the right foot. The next left foot completes
a further two mark time paces thus making 2
successive beats with the same foot.
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SQUAD DRILL
Stepping Forward, Back and Side Closing Pace

Stepping Forward and back. (Corps Drill Training Manual. Section 0231)

ORDER
‘- - - Paces forward (or step back) - March’

ACTION
Each member of the squad steps forward or
backwards the number of paces ordered,
always commencing with the left foot. Length
of pace to be 750mm (30 inches). The arms
and hands are to be kept steady by the side
when moving. The cadence is 116 to the
minute. The maximum number of paces that
may be ordered to be taken either forward or
backwards at any one time is 4.

The Side Closing Pace. (Corps Drill Training Manual. Section 0232)

ORDER
‘- - - - - - - Paces right (or left) close—March

ACTION
Each member of the squad carries their right
(or left) foot 300mm (12 inches) directly to
the right (or left) and then closes the left (or
right) foot to it, thus completing the pace; the
next and subsequent paces are taken in the
same manner. Shoulders are to be kept
square and the legs straight, without bending
at the knee, unless on rough or uneven
ground; the direction of movement must be
kept in a straight line to the flank. Members
of a squad should not be moved using side
closing pace more than six (6) paces. The
cadence is 116 to the minute.

POWER OF COMMAND
General
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(Corps Drill Training Manual. Section 0101)

This chapter has been arranged as a guide for drill Instructors and all who may be
called upon to teach drill. All who teach drill, must know their subject. The instructional
routines and formats outlined in this section are to be used as the standard method of
instructing Parade Ground Drills. The method of teaching Parade Ground Drills is
unique; it is a tried and tested system that has evolved over many years. The key to all
good Ceremonial drill is uniformity, and is paramount in this particular discipline. All
personnel should be taught to carry out drill to an exact standard and nothing short of
perfection should be aimed for or accepted. It therefore follows that the instructor must
be fully proficient in drill, confident in the method of teaching, and to have a critical
and keen eye for detail. Drill is exacting and to teach it successfully an instructor must
therefore possess the following qualities.
a.

Patience. Never lose your temper.

b.

Enthusiasm. You must inspire your squad with the will to learn,

c.

Consistency. Set yourself and the squad a standard and do not deviate from it.

d.

Humanity. Understand the squad's problems. Praise readily but do not become
familiar, never humiliate or single out individual members of the squad for
ridicule.

e.

Personality. As a drill instructor you must impress your squad with your
personality and always control them fully.

Personnel under drill instruction imitate their instructors and it is by example that they
will learn most. Therefore:
f.

When drilling a squad stand to attention.

g.

When moving, march correctly, as you would wish your squad to march.

h.

When demonstrating, do so accurately and ensure the drill movement is
conducted with the correct piece of equipment i.e. wear the correct cap,
beret, if demonstrating off caps.

i.

Do not swear.

j.

Always be smart in your personal appearance.

k.

Never over exaggerate a movement of drill.

Method of Instruction

(Corps Drill Training Manual. Section 0102)

Instructors who do not know their subject thoroughly run the risk of loss of credibility
as any ignorance becomes at once apparent to a squad leading to a general loss of
interest and confidence. The following is an example of the correct procedure for an
instructor to teach a detail and may be summarised under the four headings.

POWER OF COMMAND
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How to give Orders. /How to correct Mistakes

Military Bearing and Dress.

(Corps Drill Training Manual. Section 0106)

The three important and outstanding requirements for all Officers, Senior Ratings and
Leading Hands who teach drill, are Power of command, a good military bearing and
impeccable dress. The elements of power of command are taught on the parade ground,
the three principles being these:
a. That the order must be given so that it is clearly understood and so that it inspires
confidence, b. That mistakes, must be immediately observed and so corrected that they
will not occur again.
c. That the bearing and dress of Officers and Ratings in command must be exemplary
and that incorrect dress in the ranks be observed and corrected.
The manner in which an order is obeyed depends largely on the way it is given. All
words of command must be clear and powerful since the way in which they are given
affects the reaction which they inspire. Clear and determined words of command
therefore are those most likely to be obeyed smartly and correctly. Instructors should
place themselves where they can best be seen and heard, e.g. in front and to windward,
and where they can see that their orders are obeyed. The position of the sun must also
be taken into account, and should wherever possible be at the rear of the squad under
instruction. Instructors who teach drill must themselves be dressed correctly and
smartly.

Words of Command

(Corps Drill Training Manual. Section 0107)

Every command consisting of one word must be preceded by a caution, which must be
given slowly and distinctly. The last or executive part, which, in general should consist
of only one word or syllable, must be given sharply and quickly, as “Squad About TURN”, or “Platoon - HALT”. A distinct pause must be made between the caution and the
executive word of command, except when on the march when the pause should be
regulated by the cadence of the pace as laid down in Chapter 2, (Corps Drill Training
Manual. Section 0219)
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Preparation of the Squad to receive Instruction
The instructor should initially take up a position central to the squad and then prepare
the squad or the instruction they are about to receive. They are first called to attention,
dressed and numbered. The instructor will then inform the squad of the detail that is
about to be taught to them.
“Squad, detail for ................. To the Front salute”,
“Squad, stand at Ease”,
"Pay attention this way”,
“Squad Stand Easy”,
The instructor orders the squad to "Pay attention this way” prior to standing them at
“easy” to ensure that their full attention is gained. Never let a squad remain at
“attention” or at ease for long periods during instruction otherwise concentration and
the will to learn will be lost.

Static details
A.

Demonstration. The instructor must first DEMONSTRATE the drill that is about to
be taught to the squad. It is most important that the drill is carried out correctly
and without error by the instructor.

ORDER

ACTION

“At the order, to the front salute”

The instructor carries out the whole of
the detail with the correct timing.

.

Explanation.
B.

Having demonstrated the whole detail to the squad the instructor must now
EXPLAIN the detail in more depth. Teaching the detail in parts so that each part
of the detail can be more clearly understood carries this out (by numbers). The
instructor informing the squad by using the following phrase initiates this part
of the drill;

“This detail can be broken down and taught by numbers in the following manner”.

POWER OF COMMAND
ORDER
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ACTION

“At the order, by numbers to the front
salute”

The instructor carries out the first part
of
the detail
And explains that part only.

“Squad Attention”

The instructor calls the squad to
Attention.

“Squad by numbers to the front salute”

The squad then executes the first part of
the detail as just taught. The instructor
Correcting any drill errors as necessary

“At the order 'Two”

The instructor carries out the second
part of detail and explains that part only

“Squad, Two”

The squad executes the second part of
the detail. The instructor, correcting any
drill errors as necessary

c. Imitation. The squad, now IMITATE the instructor as the detail is carried out
again. Without giving any orders the instructor only carries out the first part o the detail
and then gives the order to the squad.

ORDER
“Squad by numbers, to the front salute”

ACTION
The squad executes the first part of the
detail. The instructor corrects any drill
errors as necessary.

Without giving any orders the instructor only, carries out the second part of the detail
and then gives the order to the squad.

ORDER
“Squad Two”

ACTION
The squad executes the second part of the
detail. The instructor corrects any drill errors as necessary.

This IMITATION is continued until all parts of the detail are carried out to the
instructor's satisfaction. When the instructor is confident that the squad have fully
learnt the detail 'by numbers' the individual movements are then combined to form
the complete unbroken drill movement. This is initiated by the instructor using the
following phrase:

“To carry out this detail correctly, we combine the movements as taught by numbers
dwelling a pause of two (or one) marching paces between each movement in the
following manner”

POWER OF COMMAND
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“To carry out this detail correctly, we combine the movements as taught by numbers
dwelling a pause of two (or one) marching paces between each movement in the
following manner”

ORDER

ACTION

“AT the order, to the Front Salute”

The instructor demonstrates the whole detail in the correct time and calling the timing out aloud.

“I will call the timing”
“Squad to the Front Salute”

The squad, carry out he whole detail as
taught. The instructor calling the timing
out aloud.

“The Squad will call the timing out aloud,
Squad to the front Salute”

The squad, carry out he whole detail as
taught. But this time the squad call the
timing out aloud.

“Calling the timing to yourselves,
Squad to the Front Salute”

The squad, carry out the whole detail in
correct time, with no timing called.

d. Practice. The instructor continues to PRACTICE the squad in the detail they have
just been taught by giving the correct order without any prefixes i.e.:
“Squad, to the Front Salute”.
This is continued until the instructor is satisfied that the squad have combined the drill
movements and timing correctly and have fully learnt the detail.

Marching Details.

(Corps Drill Training Manual. Section 0105)

The instructor should, firstly, demonstrate the whole detail at the correct cadence, and
then demonstrate the detail again but this time in slow time. Explaining the individual
parts of the detail and on which foot the cautionary and executive orders are given.
The instructor then carries out the detail in the correct time again, but on this occasion,
calling out the timing. The squad is then, stepped off by the instructor and they carry
out the drill detail as previously taught, but with the instructor calling out the timing.
Finally, the instructor continues the detail with the squad until correct, and with no
timing called.

POWER OF COMMAND
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c.
The Cadet should be able to execute correctly
and to a high standard of smartness within a
squad, all drill movements previously taught.

d.
The Cadet should be able to demonstrate an
ability to take charge of a squad at the halt and
the march.

POWER OF COMMAND
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CEREMONIAL PROTOCOL
PROCEDURES FOR GANGWAY RECEPTION
1.

DUTIES OF THE QUARTERMASTER (QM) AND BO’SON MATE (BM).
The Quarterdeck or Gangway should be manned by two competent ratings.
Ratings who have a sound knowledge of the ships routine and familiar with
all Officers and staff on their unit. Both ratings are to be dressed uniformly,
and in accordance with the commanding officers dress orders. Both should
be competent at piping.

2.

The gangway staff are responsible for:

a.
b.
c.
d.

Keeping the ships log up to date at all times.
Ensuring watch / station cards are issued / collected.
Ensuring own unit Officers and Senior Ratings sign the log.
All visitors to ship are identified, (Corps personnel should always carry ID cards),
and log signed.
Visiting Officers if not in Uniform should be saluted once identity is known.

e.
f.

h.
i.

The duty Officer is to be informed by the Bo'suns Mate of all visitors to the deck.
They are to be escorted to Officer they wish to see or destination. (Not applicable
on Ceremonial Inspections).
Gangway area is kept clean and tidy, personnel not involved with gangway duties
to be kept clear.
Make all relevant pipes at correct times, or as required by duty officer.
Be knowledgeable in their actions in the event of emergencies.

3.

OFFICERS ENTITLED TO PIPES.

g.

a.
b.
c.
d.

"THE SIDE”
The Inspecting Officer, at formal Inspections.
All VIP's as directed by Commanding Officer.
All Officers above 1st Officer, but not those who form part of an inspection
team in company with (a) above.
All Unit Commanding Officers. (This includes Officers below the rank of
First Officer who is performing the duties of Commanding Officers).

"THE STILL"
e.

Second Officer and below (If not (d) above).
Note: On Ceremonial Inspections the Officer of Inspectorate is to receive full
ceremonial courtesies, the remainder of the inspection team are to be allowed
to enter informally, (No Pipe).

POWER OF COMMAND
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RECEPTION OF THE COMMODORE, VIP’s OR INSPECTING OFFICER.
The normal Gangway Staff should be supplemented by a further two (2) as a
designated piping party and one (1) rating to act as car door opener/sentry.
Officers in attendance are; Commanding Officer, First Lieutenant and Officer of
the day.
a.
b.

For formal Inspections, the Divisional Colour is to be paraded adjacent to the
Gangway with qualified Colour Officer, and Escorts. (If Colour held).
The gangway staff and car door opener/sentry should be dressed in full regulation
NTC uniform.

ARRIVAL.
a.

The routine for the sentry is as follows:
As the car approaches the sentry will bring him/herself to Attention and report
vocally, "STAFF / VIP's CAR APPROACHING SIR/MA'AM". When the car halts, the
sentry will wait until informed that the dignitary/VIP is ready, then opens the
door and salutes when the door is fully open. When the dignitary/VIP is clear of
the vehicle, the sentry will return to the original position of Attention, completing
the salute, and close the door. The sentry will remain at Attention until the piping
of the side is complete. Only then may the sentry stand-at-ease.
Note: the car door is NOT opened for the Officer conducting formal Inspections,
but should be posted to indicate parking space.

DEPARTURE.
b.

As the dignitary/VIP's are piped "OFF" the ship, the sentry will bring him/herself
to Attention and escort them to the vehicle, open the car door and salute. Once
the VIP/dignitary is in the car the sentry will return to the original position of
Attention, completing the salute, steps back from the vehicle and remains at
Attention. This procedure will only apply if safe to do so.

5.

PROCEDURE FOR SHIPS COMPANY, OOD AND COMMANDING
OFFICER, WHEN RECEIVING VIP’S.

a.

On being alerted by the sentry that a "STAFF / VIP's " car is approaching, the
Officer of the Day (OOD) will call the ships company to Attention and order
piping party "PIPES READY".
As the VIP's step on or cross the Quarterdeck, the Officer of the Day will order
"PIPE THE SIDE", on the first note of the side being piped the Commanding Officer,
QM and BM only salute. (The QM and BM do not salute before asking to see the
Inspecting Officers Identification, but on completion of Identities being checked.
Other dignitaries /VIP's Identification is not required).
Once the VIP / Dignitary has acknowledged the Salute given, on the order of
"PIPES DOWN" given by the OOD, the gangway party including the piping party
return to the position of Attention. (Paragraph a, b, & c are repeated if more than
one VIP/Dignitary/ Commanding Officer are arriving).

b.

c.
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d.

e.

f.

The Commanding Officer then steps forward to receive the VIP / Dignitary and
asks them to sign the log. Once the log has been signed, the QM may ask to see
some form of identification (Corps Officer). QM and BM must be ready to answer
any questions asked.
After the formalities of signing the log, the Commanding Officer will escort the
VIP/Dignitary to meet the Ships Officers, Senior Ratings and Committee. As this
commences the OOD will order the remainder of the Ships Company to "STAND
AT EASE".
As the VIP / Dignitary nears the end of an inspection or meeting of personnel, the
next Squad are brought to Attention by the Squad Commander in readiness to
receive the VIP/Dignitary for inspection of his/her squad.

6.

PROCEDURE FOR SHIPS COMPANY, OOD AND COMMANDING OFFICER FOR
DEPARTING VIP’S

a.

The VIP's / Dignitary, may at their discretion depart before the ceremony of
Sunset. However, during the ships official formal inspection, the Inspecting Officer
will witness the ceremonial for Sunset. (See paragraph 7, Flag Ceremonial, Colours
and Sunset).
As the VIP's approach the gangway to depart, the OOD will call the Ships Company
to "ATTENTION", and order "PIPES READY".
As the VIP's leave the ship, the OOD will order "PIPE THE SIDE", on the first note
of the side being piped, the Commanding Officer, QM, BM and OOD only Salute.
Once the VIP's have left the gangway area and ship, the OOD will order "PIPES
DOWN". The gangway staff and piping party return to the position of Attention.
After a short pause, the OOD will stand the Ships Company "AT EASE". Paragraphs
b, c, & d, are repeated if more than one VIP/Dignitary or Commanding Officers are
departing.
The Commanding Officer will escort all VIP's to their vehicle.

b.
c.
d.

e.

POSITIONS ADOPTED FOR RECEIVING AND DEPARTING
VIP’S/ DIGBITARIES AND COMMANDING OFFICERS.
There are many constraints, which may affect the way each unit set up the
Quartermasters position, and the diagram is only a guideline.

GANGWAY
QM

#

BM

#
OOD

@ PIPING PARTY
@

QM
DESK
@

©
CO

©
1st Lt
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FLAG CEREMONIAL

Most ceremonies are an expression of respect, courtesy, rejoicing or sorrow, and so
their form varies and must also be adapted to suit circumstances and precedence.
Ceremonial plays an important part in the NTC and those involved must therefore
have a good knowledge of its forms and of the tradition and customs upon which they
are founded. This Annex where necessary expands or interprets regulations on how
Colours and Sunset are to be performed.
The inspecting Officer during the unit's formal inspection will witness the ceremony
of Sunset. Notwithstanding the various layouts of units deck and space available, the
following procedure should be adhered to.

COLOURS
ORDER

BY

ACTION
Ship's Company fell in by Divisions and
reported to OOD.

“Ship's Company,
Atten-tion”.

OOD

OOD reports that ship's company is
mustered, and request permission to carry
on for Colours to Commanding or Senior
Officer present.
Commanding/Senior Officer grants
permission to carry on for Colours.

“Two minutes to Colour
Sir/Ma'am”.

LC Of
Once the OOD has returned from reporting
Colour Party to the command, Lead Cadet of Colour party
pipes the General Call and makes the verbal
report as Stated.
Duty piper.

“March on, the Colour
Party' 'Ship's Company
Facing Aft left and
right - turn”

OOD

This order may vary from unit to unit, but
Ship's Company must turn to face the Ensign
Staff

“Colour Party, left/right
turn”.
“Quick March”.

LC
Of
Colour Party
Duty Piper.

LC of Colour Party, marches the Colour party
into position, this order again varies from
unit to unit; you may have the Colour party
closed up and in position when the Ship's
Company fall in.

“Pipe the Still”.

OOD

Duty Piper, pipes the Still, at the end of the
Still all Officers, Squad leaders or LC Salute.
The Ensign is hoisted.
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ORDER

BY

ACTION

“Pipe the Carry on”.

OOD

Orders the “Carry on” when the Ensign is at
the masthead. After the last note of the
“Carry on”, all Officers, Squad Leaders or
LC return to the position of Attention, completing the Salute.

“Ship's Company, Facing
inboard, left and right
turn”.

OOD

This order counteracts the order to face the
Ensign Staff, and again varies from unit to
unit.

LC
Falls in the Colour Party and marches back to
Colour Party their original positions. (If applicable).
“Ship's Company,
Stand-at-Ease”.

OOD

Ship's Company stood at ease and revert to
Squad Leaders Command, and continue with
ships standing procedures/orders.

SUNSET
ORDER

BY

ACTION
Ship's Company fell in by watches and
reported to OOD

“Ship's Company,
Atten-tion”.

OOD

OOD reports that the ship's Company is
mustered and request permission to carry
on for Sunset to the Commanding or Senior
Officer present.
Commanding or Senior Officer grants
permission to carry on for Sunset.
(See note 1)

“Ship's Company,
Off-Caps,
Stand - at - Ease,
Stand - Easy”.

OOD

Ship's Company OFF CAPS, stood at ease
and stood easy. OOD will leas the ship's
Company into the Corps prayer.
(See note 2)

'Ship's Company,
Atten-tion,
On-Caps,
Stand-at-Ease.

OOD

When giving these orders on completion
of prayers, remember to leave a short pause
between each order to enable to carry out
the drill movements.

“Stand-Easy,
Square off caps”.
“Ship's Company,
Atten-tion”.

POWER OF COMMAND
ORDER
“Two minutes to Sunset
Sir/Ma'am”.
“Ship's Company,
Facing Aft,
left and right -turn”.
“Sunset Party,
Left/right turn,
Quick- March”.

BY
LC Colour
Party Duty
piper.
OOD
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ACTION
The General call is sounded, and the LC
Colour party verbally reports:
“Two minutes to Sunset”.
This order may vary from unit to unit, but
ship's Company must turn to face the Ensign
Staff.

LC
LC marches the Sunset party into position,
Colour Party this order again varies from unit to unit; you
Duty piper. may have the Sunset party closed up and in
position when the Ship's Company fall in.

“Say the Code of Honour”.

OOD

When Sunset party are in position, OOD will
lead all, into the “CODE of HONOUR”.

“Pipe the Still”.

OOD

Duty Piper, pipes the “Still”.

BUGLER

On the first note of “Sunset” all Officers,
Senior Ratings, Watch Leaders Salute.
The Ensign is lowered in time with the
Sunset tune.
(See note 3)

“Pipe the Carry On”.

OOD

Orders the Carry On to be piped on
completion of Sunset being played and
when Ensign is fully lowered.
Duty Piper pipes the “Carry On”.

“Ship's Company,
Facing inboard,
left and right turn”.

OOD

This order counteracts the order to face the
Ensign Staff, and again varies from unit to
unit.

LC Colour
Party

Falls in the Sunset Party and marches them
back to their original positions.
(If applicable).

OOD

Ship's Company stood at ease, and revert to
watch leaders command, and continue with
ship's standing procedures/orders.
(See note 4).

“Ship's Company,
Stand -at -Ease”.

“Ships Company,
Atten-tion”,
“Stand-fast Duty Watch,
Turning Aft, Dismiss”.

On completion of events in note 4, ship's
Company are dismissed.

POWER OF COMMAND
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NOTES:

1.

Permission should be obtained from Inspecting Officer (formal inspections)
or VIP when present on the unit's deck. This request is made by the Commanding
Officer on completion of the OOD making their report.

2.

It is Etiquette to ask the ship's Padre to lead you into prayers when present
on the unit's deck. This may be at your Inspection Awards/presentation evening.

3.

The playing of Sunset is optional, but units with bands are encouraged to use
this valuable tool available to them.

4.

Unit's have their own set routines and may at this point give any notices
appertaining to units programme at this juncture in their standing routine.
This may also be the occasion when the Inspecting Officer or VIP would say
a few words regarding his/her visit.

UNIT DUTIES.
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Revise previous instruction
The Cadet will be required to demonstrate his/her ability to carry out
these duties and should be able to direct junior rates to perform them.

PROCEDURES FOR GANGWAY RECEPTION.
DUTIES OF THE QUARTERMASTER (CM) & BOSUN’S MATE (BM).
The Quarterdeck or Gangway should be manned by two competent ratings.
Ratings who have a sound knowledge of the ships routine and familiar with all Officers
and staff on their unit. Both ratings are to be dressed uniformly, and in accordance with
the commanding officers dress orders. Both should be competent at piping.

The gangway staff are responsible for:
Keeping the ships log up to date at all times.
Ensuring watch/station cards are issued/collected.
Ensuring own unit Officers and Senior Ratings sign the log.
All visitors to ship are identified, (Corps personnel should always carry ID cards),
and log signed.
Visiting Officers if not in Uniform should be saluted once identity is known.
The duty Officer is to be informed by the Bo 'suns Mate of all visitors to the deck.
They are to be escorted to Officer they wish to see or destination. (Not applicable
on Ceremonial Inspections).
Gangway area is kept clean and tidy.
Make all relevant pipes at correct times, or as required by duty officer.
Be knowledgeable in their actions in the event of emergencies.

OFFICERS ENTITLED TO PIPES.
"THE SIDE"
The Inspecting Officer, at formal Inspections.
All VIP's as directed by Commanding Officer.
All Officers above First Officer, but not those who form part of an inspection team
in company with (a) above.
All Unit Commanding Officers. (This includes Officers below the rank of First Officer
who is performing the duties of Commanding Officers).
“STILL"
Second Officer and below (If not Acting Commanding Officer as above).

Note:
On Ceremonial Inspections the Officer of Inspectorate is to receive full ceremonial
courtesies, the remainder of the inspection team are to be allowed to enter informally,
(No Pipe).

UNIT DUTIES.
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RECEPTION OF THE COMMODORE. VIP's OR INSPECTING OFFICER.
The normal Gangway Staff should be supplemented by a farther two (2) as a designated
piping party and one (1) rating to act as car door opener/sentry. Officers in attendance
are; Commanding Officer, First Lieutenant and Officer of the day.
For formal Inspections, the Divisional Colour is to be paraded adjacent to the Gangway
with qualified Colour Officer, and Escorts. (If Colour held).
The gangway staff and car door opener/sentry should be dressed in full regulation NTC
uniform.

ARRIVAL.
The routine for the sentry is as follows:
As the car approaches the sentry will bring him/herself to Attention and report vocally,
"STAFF / VIP's CAR APPROACHING SIR/MA'AM". When the car halts, the sentry will
wait until informed that the dignitary/VIP is ready, then opens the door and salutes
when the door is fully open. When the dignitary/VIP is clear of the vehicle, the sentry
will return to the original position of Attention, completing the salute, and close the
door. The sentry will remain at Attention until the piping of the side is complete. Only
then may the sentry stand-at-ease.

Note:
The car door is NOT opened for the Officer conducting formal Inspections, but should be
posted to indicate parking space.

DEPARTURE,
As the dignitary/VIP's are piped "OFF" the ship, the sentry will bring him/herself to
Attention and escort them to the vehicle, open the car door and salute. Once the VIP/
dignitary is in the car the sentry will return to the original position of Attention,
completing the salute, steps back from the vehicle and remains at Attention.
This procedure will only apply if safe to do so.

PROCEDURE FOR SHIPS COMPANY. OOP AND COMMANDING OFFICER.
WHEN RECEIVING VIP's,
On being alerted by the sentry that a "STAFF/VIP's" car is approaching, the Officer of
the Day (OOD) will call the ships company to Attention and order piping party "PIPES
READY".
As the VIP's step on or cross the Quarterdeck, the Officer of the Day will order
"PIPE THE SIDE", on the first note of the side being piped the Commanding Officer, QM
and BM only salute. (The QM and BM do not salute before asking to see the Inspecting
Officers Identification, but on completion of Identities being checked.
Other dignitaries/VIP's Identification is not required).

UNIT DUTIES.
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Once the VIP/Dignitary has acknowledged the Salute given, on the order of
"PIPE THE SIDE” given by the OOD. the gangway party including the piping party return
to the position of Attention. (Paragraph a, b, & c are repeated if more than one VIP/
Dignitary/Commanding Officer are arriving).
The Commanding Officer then steps forward to receive the VIP/Dignitary and asks
them to sign the log. Once the log has been signed, the QM may ask to see some form of
identification (Corps Officer). QM and BM must be ready to answer any questions asked.
After the formalities of signing the log, the Commanding Officer will escort the VIP/
Dignitary to meet the Ships Officers, Senior Ratings and Committee. As this commences
the OOD will order the remainder of the Ships Company to "STAND AT EASE".
As the VIP/Dignitary nears the end of an inspection or meeting of personnel, the next
Squad are brought to Attention by the Squad Commander in readiness to receive the
VIP/Dignitary for inspection of his/her squad.

PROCEDURE FOR SHIPS COMPANY, OOD AND COMMANDING OFFICER
FOR DEPARTING VIP's.
(1) The VIP's/Dignitary, may at their discretion depart before the ceremony of
Sunset. However, during the ships official formal inspection, the Inspecting
Officer will witness the ceremonial for Sunset.
(2) As the VIP's approach the gangway to depart, the OOD will call the Ships
Company to "ATTENTION", and order "PIPES READY".
(3) As the VIP's leave the ship, the OOD will order "PIPE THE SIDE", on the first
note of the side being piped, the Commanding Officer, QM, BM and OOD only
Salute.
(4) Once the VIP's have left the gangway area and ship, the OOD will order "PIPES
DOWN”. The gangway staff and piping party return to the position of Attention.
After a short pause, the OOD will stand the Ships Company "AT EASE". Paragraphs 2, 3,
& 4. are repeated if more than one VIP/Dignitary or Commanding Officers are departing,
The Commanding Officer will escort all VIP's to their vehicle.

UNIT DUTIES.
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SHIPS ROUTINE
DUTIES OF THE QUARTERMASTER AND
THE BOSUN’S MATE .
Explain the need for :

An alert and smart appearance.

Running the Unit routines.

Security—Keeping a good lookout for visitors and intruders.

The importance and use of the Deck Log and how events are to
be completed.

Informing the Duty Officer of and emergency.

ALL INFORMATION CAN BE FOUND IN THE
UNITS
STANDING ORDERS

FIRE DRILL AND
PROCEDURE.
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Every Unit should have clear precise “Fire Instructions” drawn up and posted for every ones
information, detailing the actions that everyone should take in the event of a fire occurring. They
should cover the essential steps of:
(A)

RAISING THE ALARM.

(B)

EVACUATING THE BUILDING.

(C)

CALLING THE FIRE BRIGADE.

(D)
(E)

MUSTER AT ASSEMBLY POINT FOR ROLL CALL.
DO NOT RE-ENTER THE BUILDING.

For convenience a printed or typed form should be prepared, listing points that are applicable to all
members.

ON DISCOVERING A FIRE.
Raise the alarm immediately
ON HEARING THE ALARM.
Leave the building immediately and report to
the assembly point at………………….
Wait at the assembly point until there has been
a roll-call.
Do not stop to collect personal belongings.
Do not Re-enter the Building.
Suggested general instructions may include:
Each of these instructions are important for the safety of your Unit’s personnel.
Each step in the fire instructions should be explained, demonstrated, and practised by members in
suitable small groups. Then the standard of training should be tested and maintained by regular
complete fire drills.
By shouting
By ringing the bell
By setting off the fire alarm
No doubt your local Fire Brigade will be pleased to offer additional advice on fire safety and drills
necessary for your own headquarters environment.
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FIRE DRILL AND
PROCEDURE.

FIRE or other EMERGENCY will be indicated either by the rapid ringing of the ship’s bell
or the pipe “GENERAL ALARM. HANDS TO EMERGENCY STATIONS”.
When the GENERAL ALARM is sounded by either of these methods all hands are to leave
the ship quietly by the nearest exit and muster at their EMERGENCY STATION, which on
T.S. Intrepid is the pavement between the two gates of Divisional Headquarters in West
Lane. Hands will be fell-in by Two’s under the senior rating present who will report the
numbers mustered to the Duty Officer.
Until released by a Senior Officer, the Duty Officer is to assume overall command of the
situation and all report must be made to him/her.
NO ONE will return to the ship unless the emergency requires it, after ensuring the Duty
officer is aware of their intentions.
Special Duties and responsibilities of the under mentioned officers and senior ratings
will be found in ships standing orders in their respective section:-

Duty Officer.
Officers, Chief Petty Officers
Instructors and Petty Officers.

Quartermaster.
Visitors.
ALL CADETS. (Fire and Emergency)
If the Ship’s Bell is rung rapidly, you will go quickly and quietly to your EMERGENCY
STATION.

QUARTERMASTER. (General Alarm)
You will take with you to the EMERGENCY STATION:Ship’s Log Book,
Attendance Book.
You will stand with the Duty Officer and give him/her the Attendance Book.

FIRE DRILL AND
PROCEDURE.
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DUTY OFFICER.
You will be the last to leave the Ship, but before so doing, you will check the Heads to
ensure
that no one is left on the Ship. On reaching the EMERGENCY STATION, Call the
Roll Using the
Attendance Book given to you by the Quartermaster. After Calling the
Roll and you are satisfied that all are safe and the emergency is over then report to the
First Lieutenant or Senior Officer present that all Cadets and Adults are safe and the
emergency is over or the Senior Officer take Command.

OFFICERS, CHIEF PETTY OFFICERS,
INSTRUCTORS AND PETTY OFFICERS.
Make your way quickly and quietly to your EMERGENCY STATION.
You will not check the Heads or leave the Ship before the Cadets.
You will fall in and the Duty Officer will Call the Roll.

VISITORS.
Any Visitors will be taken to the EMERGENCY STATION by the Commanding
Officer or next Senior Officer.

b. To be able to act responsibly when a fire is detected, to
ensure that Cadets in his/her charge are evacuated to a safe
place by the safest means and ensure that muster and reports
are made to Unit Staff.
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FIRE DRILL AND
PROCEDURE.

An emergency can happen at any time, so it is important that everyone knows exactly
what to do, to get out of the building, or to clear the area safely. In all circumstances the
first consideration must be;
The SAFETY OF THE OCCUPANTS, and the CALLING OF THE FIRE BRIGADE.
FIRE DRILLS
Fire Drills should consist of to parts;
(A)

What to do on hearing the fire alarm.

(B)

What to do on discovering a fire.

ACTION ON HEARING THE ALARM
New member should have the sound of fire warning described to them, assuming that
it will not be practicable to organise an audible demonstration until the alarm is due for
testing, or until the next practice fire drill.
They should then be taught what actions they should take when the alarm sounds, for
example;
(A)

The normal emergency escape routes should be pointed out and they should be
conducted over them.

(B)

They should be shown the pre-arranged ASSEMBLY POINT and be told when to
report there, and the procedure adopted at the assembly point; where and how
to form up, roll call, etc.

(C)

The importance of evacuating the building IMMEDIATELY, WITHOUT PANIC, when
the alarm sounds must also be emphasised.

ACTION ON DISCOVERING A FIRE.
A new member is just as likely to discover a fire, as is a long established member.
Therefore, a new member must be told the drill to follow should they discover a fire.
Depending on the fire drill arrangements for the premises, these instructions should
include;
(A)

The location of the alarm call point.

(B)

How to operate the alarm system.

(C)

Alerting others in the vicinity.

(D)

Leaving the building and reporting to the assembly point.
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SEAMANSHIP
Reef Knot (Square Knot)
This flat and symmetrical knot of
two interlocked bights was known
to the ancient Egyptians, Greeks
and Romans.
With twin drawloops, it becomes
the double reef (square) bow, a
more secure way to tie shoe-laces.
It is strictly a binding knot,
reliable only when pressed against
something else and tied in both
ends of the same material, so
Restrict its use to bandages and all
sorts of parcels (including reefing
the sails of small craft).
NOTE—Never use it as a bend.

two ends of the same
1 Bring
cord together, in this case left
over right.

2

Tie a half-knot and see how
the two entwined knot parts
spiral to the left, anticlockwise
(counterclockwise).

3

Bring the two ends
back together, but this
time right over left.

4

Tie a second half-knot. Note
that the two entwined parts
helix to the right,
anticlockwise (counterclockwise),
the opposite of the first half-knot.
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SEAMANSHIP
Figure-of-Eight
Favoured by dinghy sailors for
the ends of jib leads and main
sheets, this quick and simple
knot has a bit more bulk than
an overhand knot and is more
easily untied - but it will escape
through holes of roughly the
same size. In its untightened
form, this familiar knot has
long been associated with
faithful love - an emblem of
interwoven affection.

a small bight at
1 Make
the end of the line
and impart half a twist to
turn it into a loop.

Begin to pull the working

3 end through the loop from

the top. If you wish to leave a
drawloop, stop at this stage.

the working end right
4 Draw
the way through to complete
a common figure-of-eight knot.
To tighten this knot, tug first on
both ends to remove slack from
the knot; then pull on just the
standing part, pulling the end
over and trapping it against the
top of the knot.

an extra half
2 Impart
twist to bring about the
figure-of-eight shape that
gives this knot its name.

SEAMANSHIP
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Round Turn and Two Half Hitches
This is a classic hitch comparatively strong and secure, the name of which describes
it exactly. It can be used to secure a boat, to tow a broken-down vehicle or secure a
load.

a turn around the anchorage,
1 Take
bring the working end alongside
the standing part, and apply a half
hitch.

an identical half hitch to
2 Add
complete this dependable knot.
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SEAMANSHIP

COW HITCH
This knot, known also as the lanyard hitch, is usually made on a ring or post and is
often used to tether animals temporarily. It is not a secure knot unless the tension
on the two ends is equal, so its uses at sea are limited.

Method
The end is inserted into the ring from above (1). Passing in front of the standing part
and crossing it, the end is then inserted into the ring again from underneath (2). Finally,
the end is passed through the bight parallel to the standing part (3). Pull the standing
part to tighten the knot.

1

2

3
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SEAMANSHIP

OVERHAND KNOT
USE.
The simplest of knots and a basic ingredient of many others.
As well as being used to store a short length of rope, it can be used to temporarily
prevent a rope end from fraying, or as an unseamanlike stopper knot.

CONSTRUCTION.
Fold the rope in half. Bring the bight to the centre of the folded rope, round and back
through the newly formed loop.

A Single Strand

Or a Doubled Strand

SEAMANSHIP
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Bowline
Once this knot was used for attaching a line from the bow of a ship to the weather
leech of a square-sail, holding it closer to the wind, and thus preventing it being taken
aback (blown inside out). Nowadays the same bowline (pronounced "boh-linn") is used,
misused and abused for innumerable other jobs from tying parcels to tree surgery.
Among its advantages are that it does not slip, loosen or jam.
It remains a time-honoured knot, which may, however, need to have its working end
tied or taped to the adjacent loop leg for added security.

(1) Bring the working end across the
standing part of the rope to form an
overhand loop.

(2) Rotate the hand clockwise and so
produce a smaller loop in the standing
part of the rope.

(3) Ensure that the working end points
upwards (from back to front) through
the small loop.

(4) Lead the end around behind the
standing part of the rope.

(5) Then tuck it back down through the
small loop, this time from front to back.

(6) Arrange the completed knot with
a long end (longer than shown) and
consider further securing it with tape, a
half hitch or other extra fastening.
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SEAMANSHIP

Clove Hitch, Tied in a Bight
The ease with which this knot can be tied makes it a popular one, but it comes adrift if
pulled and jerked about. Then again, it can also jam, so consider adding a drawloop.
Use it to suspend objects by means of lanyards or to secure a light boat to a bollard.
Ashore, this knot was once known as a builder's knot.

(1) Make an overhand loop at
any convenient point in the line.

(3) Arrange the two loops so that
they are the same size and close
together.

(5) Insert the rail, spar, rope or
other foundation through both
loops and pull either or both ends
to tighten the resulting hitch.

(2) Add an underhand loop further
along the line, so that the pair
consists of two opposing halves.

(4) Rotate the two loops a little
in opposite directions, in order
to overlap them.

SEAMANSHIP
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Clove Hitch, Tied with a Working End
When this knot can be neither dropped over a bollard or stanchion nor slipped on to the
end of a rail, or it is to be fastened to a ring, it must be tied this way.

(1) Pass the working end around
the anchorage point from front to
back.

(2) Bring the end forward and
diagonally up across the front of
the standing part (in this instance
from right to left).

(3) Take the working end down
the back of the anchorage, so as
to trap the standing part.

(4) Then tuck the end up beneath
the diagonal (forming what looks
like a letter N, or its mirror-image).

(5) Use a drawloop if an easy
quick-release is required. Pull the
standing part to tighten the knot.

SEAMANSHIP
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Sheet Bend
This knot is neither strong nor secure. It reduces the strength of lines by 55 per cent,
and can spill if subject to spasmodic jerking. This said, it is part of every knot tyer's
basic repertoire. When it attaches a lanyard to a loop it may be referred to as a becket
hitch, and, tied (by a different method) in yarns, it is called the weaver's knot.

(1) Create a bight in the end of one
of the ropes to be tied.

(2) Take the second rope and tuck
it up through the bight.

(3) Pass the working end beneath
the bight.

(4) Tuck the working end beneath
itself in such a way that both short
ends are located on the same side
of the completed knot (with many
materials, it seems to be more
secure this way).

SEAMANSHIP
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Sheepshank
The sheepshank temporarily shortens a length of rope. It will bridge an obviously
damaged or a suspect section of rope, taking the strain upon the other two standing
parts.

(1) Fold the rope and fold it again,
shortening it as required, into a
flattened "S" or "Z" shape with two
bights.

(2) Make an incomplete overhand
knot - known as a marlinespike
hitch - in one standing part.

(3) Pull the adjacent bight through
the marlinespike hitch in a locking
tuck that goes over-under-over the
rope.

4 Turn the half-finished knot
end-for-end and make another
marlinespike hitch in the other
standing part.

(5) Insert the remaining bight over-under-over, securing the nearby
hitch, and gently tighten both ends of the knot until they are snug and
firm. Ensure that the load falls equally on all three standing parts (unless
one is damaged, in which case it must lie between the other two and be
slightly slacker than them).
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SEAMANSHIP

Square Lashing
A lashing is used to bind two poles together
with rope.
The Square Lashing is used to hold two poles
at a 90-degree angle to one another.
To make this lashing as secure as possible, it
is important to tighten each turn as it is made.
Frapping turns stabilize the lashing and
tighten it further.

Horizontal
pole

Clove hitch

1.
Tie a Clove Hitch to the lower part of a
vertical pole laid in front of a horizontal pole.
Wind the rope alternately behind then in front
of the next two sections of pole.

Vertical
pole

Clove hitch

2.
Pull on the rope to tighten it around the poles.
The Clove Hitch will slip to one side of the
vertical pole.
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SEAMANSHIP

Square Lashing
Lashing turn

3.
Take the rope over the lower part of the
vertical pole then under the next section of
the horizontal pole to complete the first
lashing turn.
Pull the rope tight.

Lashing turn

4.
Complete three more full lashing turns
around the poles.
Pull each one tight as it is made.

Frapping turn

5.
Tighten the lashing with a frapping turn by
bringing the rope down over the front of the
horizontal pole and behind the lower vertical
pole.
Pull the frapping turn tight.
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SEAMANSHIP

Square Lashing
Frapping turn

6.
Complete the trapping turn, taking the rope
in front of the horizontal pole and behind
the upper vertical pole.
Pull tight.

Frapping turn

7.
Make three full frapping turns around the
poles.
Tie a half-hitch, taking the rope behind and
around the lower vertical pole.
Tuck it under itself, and pull tight.

Half hitch

8.

Half
hitch

Tie a second half-hitch to form a Clove Hitch
around the lower vertical pole.
Pull tight.
If needed, trim any excess rope, leaving a long
end.
Tuck the long end under the lashing.
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SEAMANSHIP
Diagonal Lashing

This is the ideal lashing for securing diagonal
braces used to hold a structure rigid. When
wooden poles are used for scaffolding, a
combination of Diagonal and Square Lashings
is used to hold them together.
Make sure that you have enough rope to
complete the lashing.

Working end

Timber hitch

1.
Tie a Timber Hitch horizontally around two
poles crossed diagonally.
Pull tight. Take the working end around to
the back of the poles in preparation for the
first turn.

Turns lock
Timber hitch
In place

2.
Make three full horizontal turns around both
poles and over the Timber Hitch.
Pull each turn tight as it is made,
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SEAMANSHIP

Diagonal Lashing

3.
Change the direction of the turns by taking
the rope behind the poles at the bottom of the
lashing, then to the front of the poles at the
top.
Third turn
is completed
before direction
is changed

Third turn is
pulled tight

4.
Make three vertical turns around the crossed
poles, tightening each turn before making the
next one.

5.
Tighten the lashing with a frapping turn by
threading the rope alternately behind then in
front of each pole.
This will help to secure the lashing.

Frapping turn
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SEAMANSHIP

Diagonal Lashing
Frapping
turn

6.
Pull the rope tight to complete the first
frapping turn around the lashing.
Make two more frapping turns, pulling each
one tight as it is completed.

7.
Tie a half-hitch around one of the lower poles.
Slide the half-hitch up the pole against the
lashing, then pull it tight from below.

Half hitch

8.
To form a finishing Clove Hitch, tie a second
half-hitch and pull it tight against the lashing.
Trim the rope, leaving a short end to prevent
the knot from working loose.

Clove Hitch
secures knot
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SEAMANSHIP
ROLLING HITCH
This knot is used to tie a rope to a pole, or to take
strain off another rope.
Strain can be applied sideways to this knot in one
direction.
To apply strain in the opposite direction, tie a mirror
version of the knot.

First turn

Standing
part

1.
Make a turn around a pole, bringing the
working end up on the right side of the
standing part.
Take the working end across the standing
part.

Working
end
Working
end

Second turn lock
first turn in place
first

2.
Make a second turn around the pole,
bringing the working end up between the
second turn and the standing part.

Standing
part
Working end

Third turn

Standing part

Working
end

First and
second turn

Standing
part

3.
Make a third turn beside the second and
across the first.
Bring the working end up on the left side
of the standing part.
Tuck the working end under the third turn.

4.
Pull on the working end and on the
standing part to tighten the knot.
Take the standing part over the first and
second turns before applying strain to the
rope.
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SEAMANSHIP
MARLINE SPIKE HITCH

Originally used by sailors, the Marline spike Hitch allows
thin line or rope to be pulled without it biting into the hand.
Instead of a marline spike, any long tool, such as a
screwdriver or a spanner, can be used.
Once the knot is no longer needed, remove the tool and the
hitch will disappear.

Fixed end of
rope

1.
Lay a marline spike on top of a length of
rope fixed at one end.
Lift the rope upwards over the marline
spike, then twist the marline spike
upwards in a clockwise direction.

Marline spike
Hold stands at
crossing point

Standing part

2.
Lift the crossing turn that has formed
around the marline spike up towards the
standing part.
Insert the tip of the marline spike behind
the standing part.

Crossing turn
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SEAMANSHIP
MARLINE SPIKE HITCH
Crossing turn

Standing part

3.
Spread the turn to cover both sides of the
standing part.

Standing part

4.
Pull the standing part through the crossing
turn with the point of the marline spike.
Push the marline spike further into the
knot.

Marline spike
provides
handhold

5.
To put strain on the rope, pull downwards
on either side of the marline spike with one
or both hands.
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SEAMANSHIP
CARRICK BEND

This is the knot to use when joining heavy cable.
It also works well for rope and line, and can be allowed to
tighten and collapse on itself when strain is taken on the
standing parts.

Working end of
second rope

Standing part

Working end of
first rope lies
over standing

1.
Make a crossing turn with a rope.
Pass the working end of a second rope
under the standing part and over the
working end of the first rope.

Crossing turn
Turn

2.
Bring the working end of the second rope
up through the turn and over itself.
Tuck it down through the turn, and pull
on all four ends to tighten the knot.

Working end
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SEAMANSHIP
FISHERMAN’S KNOT

The Fisherman's Knot, made up of two Overhand Knots, is a
simple yet effective knot for tying together two ropes or
lines of small and equal diameter.
It is a favourite with anglers and climbers, who sometimes
tape down the ends (see page 63) to prevent them from
working loose.
The short ends of the finished knot must be at least five
times the diameter of the rope.

Upper working
end

Lower working
end

1.

Upper rope

Bring the working ends of two lengths of
rope together from opposite sides so that
the lengths of rope lie parallel to each
other.

Lower working
end

2.
Pick up the lower working end, and tie an
Overhand Knot around the upper rope.
Pull the knot tight

Upper rope
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SEAMANSHIP
FISHERMAN’S KNOT
Overhand Knot

3.
With the upper working end, tie an
Overhand Knot around the lower rope.
Pull the knot tight.

Lower rope

Upper working
end

Knot slide
together

4.
Pull on each length of rope so that the two Overhand
Knots slide together and lie snugly against each other.
The finished knot may be secured by taping down the
working ends.

TAPING ENDS
Prevent the short ends of a
knot from working loose by
taping them down securely
with adhesive tape.
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COMMUNICAIONS

Demonstrate the ability to used the
International Phonetic Alphabet.
The following rules should be observed when using a telephone, main broadcast,
loud-hailer or other similar method of communication:
1.

Make up your mind what you are going to say before you say it.

2.

Read to yourself any written message before passing it verbally.

3.

Speak clearly and deliberately.

4.

Spell proper name by the phonetic alphabet if there can be any doubt
about their correct reception.

5.

Transmit important groups of numbers singly and phonetically.

6.

Always make your message as brief as possible.

THE PHONETIC ALPHABET
Letters
A
B
C
D
E
F
G
H
I

Alfa
Bravo
Charlie
Delta
Echo
Foxtrot
Golf
Hotel
India

J
K
L
M
N
O
P
Q
R

Juliett
Kilo
Lima
Mike
November
Oscar
Papa
Quebec
Romeo

S
T
U
V
W
X
Y
Z

Sierra
Tango
Uniform
Victor
Whiskey
Xray
Yankee
Zulu

Number
0
1
2
3
4

ZERO
WUN
TOO
THUH—REE
FO—WER

5
6
7
8
9

FI—YIV
SIX
SE—VEN
ATE
NI—NER
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COMMUNICAIONS
Phonetic Alphabet
Letter

Pronunciation

Letter

Pronunciation

Number

Pronunciation

A

Alpha (AL fah)

N

November (no
VEM ber)

0

ZEE row

B

Bravo (BRAH
VOH)

O

Oscar (OSS cah)

1

WUN

C

Charlie (CHAR
lee)

P

Papa (pah PAH)

2

TOO

D

Delta (DELL
tah)

Q

Quebec (keh
BECK)

3

TREE

E

Echo (ECK oh)

R

Romeo (ROW
me oh)

4

FOW er

F

Foxtrot (FOKS
trot)

S

Sierra (see AIR
rah)

5

FIFE

G

Golf (GOLF)

T

Tango (TANG
go)

6

SIX

H

Hotel (hoh
TELL)

U

Uniform (YOU
nee form)

7

SEVEN

I

India (IN dee
ah)

V

Victor (VIK tah)

8

AIT

J

Juliet (JEW lee
ETT)

W

Whiskey (WISS
key)

9

NINE er

K

Kilo (KEY loh)

X

X Ray (ECKS
RAY)

L

Lima (LEE mah)

Y

Yankee (YANG
key)

M

Mike (MIKE)

Z

Zulu (ZOO loo)

COMMUNICAIONS
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Signal Flags & Pennants

A

I have a diver down:
keep well clear at slow speed

B

I am taking in or discharging or
carrying dangerous goods

C

Yes
(affirmative or “The significance
of the pervious group should be
read in the affirmative)

D

Keep clear of meI am manoeuvring with
difficulty

E

I am altering my course to starboard

F

I am disabled. Communicate
with me

G

I require a Pilot.
When made by fishing boats
“I am hauling nets”

COMMUNICAIONS

H
I
J
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I have a Pilot on board

I am altering my course to port

I am on fire and have
dangerous cargo on board,
keep well clear of me

K

I wish to communicate with
you

L

You should stop your vessel
instantly

M

My vessel is stopped & making
no way through the water

N

No
(negative or “The significance
of the previous group should
be read in the negative”)

COMMUNICAIONS

O
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Man overboard

P

In Harbour (Blue Peter);
All persons should report on
board as the vessel is about to
proceed to sea

Q

My vessel is healthy and I
request free pratique

R
S
T
U

No signal

My engines are going astern

Keep clear of me, I am engaged
in pair trawling

You are running into danger

COMMUNICAIONS

V
W
X
Y
Z
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I require assistance

I require medical assistance

Stop carrying out your
intentions and watch for my
signals

I am dragging my anchor

I require a tug.
By fishing vessels
“I am shooting nets”

COMMUNICAIONS

1
2
3
4
5
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COMMUNICAIONS

6
7
8
9
0
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COMMUNICAIONS
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Demonstrate the ability to recognise Signal Flag.

NAVIGATION.
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Demonstrate the ability Find a Position on a
Ordnance Survey Map
Fold your map so that the location where you are going to do your map reading is
centred in the middle of the area of map and then place the folded map in the map case.
Find your place on the map; it should be a familiar area—it could be outside your own
doorstep.

Locating Your Position
Take your 1:25000 map of the area where you are based. Find your home, your work
place, school, village shop or supermarket on the map. Repeat this for several places
which are familiar to you. Then think out how you did it. Did your eye fall on the
location by chance? Did you scan the map systematically ? Did you puzzle it out and
which clues led to success? How important were the names on the map. Did you first
find the locality by name and then gradually "home in" using roads and public
buildings? The ability to locate your position on the map is fundamental to your
success in finding your way. We locate our position by comparing the landscape or
country with its representation on the map by the signs and symbols. This is easy
in familiar and built-up areas, but it will be much more difficult in unfamiliar and
featureless terrain. You must practise this skill in familiar terrain until it becomes
second nature like the other basic skill of setting the map. Sometimes you will locate
your position and then set your map while at other times setting the map first may help
you to find your position, until hopefully, there will come a time when you will carry
out the two processes at the same time. The difference between being lost and knowing
where you are nearly always rests on your ability to place a finger on the map and say,
"I am here!" This book is largely concerned with enabling you to place your finger on
the map and point to your position, or at least your general whereabouts, for when you
are able to do this you know your relationship with other places on the map and may
plan a route to your destination.

Setting the Map
Setting, orienting or orientating (see Glossary), the map is the fundamental skill in
using the map for route finding. There are two common methods of setting the map
by inspection and both should be practised until they become automatic.

NAVIGATION.
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Method 1
By a Line Feature
Look around the landscape and find a line or linear feature such as a street, road, path,
Ridge, river, boundary fence or wall—anything which has length and direction and
which is marked on your map. Holding the map horizontally, turn your map round until
the feature on the map is parallel with the feature on the ground. Your map should now
be correctly set or oriented and all the other landmarks and features should be in the
correct direction from the map. It is a very simple, quick and effective method and you
do not need to know exactly where you are providing you have a rough idea of the area
you are in. However it is possible to have the map exactly the wrong way round if you
are not careful, so check that landmarks are on the correct side of the linear feature you
selected. It is easy to practise this method anywhere, at home, at work or at school.

SETTING MAP BY LINE FEATURE

2. Check that landmarks
are on correct side

1. Turn map until line
feature is parallel to
line feature in country
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Method 2
By a Landmark or Point Feature
To use this method you must know where you are. Find your position on the map. Look
around the landscape and find a spot feature which is marked on your map. Lay your
pencil, or a straight-edge, through your position on the map and the spot feature on the
map, and then, holding the map horizontally turn the whole map round until you can
sight along the straight-edge from your position on the map, through the spot feature on
the map to the feature on the ground. Your map is now correctly set. If you know your
exact position this is a very accurate method of setting the map, but it will work quite
effectively even if you only know your approximate position, providing you choose a
spot feature which is some distance away.
Put a map or street plan in your
SETTING MAP BY POINT FEATURE pocket when you go out-to the
office, school, work or even
OR LANDMARK
taking the dog for a stroll, and
Landmark in country
keep on setting the map. After
a while you will find that you
can use line features which are
further and further away. You
will be able to find a couple of
Place pencil on your
spot features and imagine a line
position and position of
joining them, converting them
landmark on map.
Turn map until pencil
into a line feature! Place your
points FROM your posipencil through the symbols of
tion through landmark
Pencil or straight edge
on map TO landmark in
the features on the map and
“sight” held in place
country
then rotate the map until it is
by a finger
parallel to the features on the
ground. Eventually you will be
able to set the map instinctively
by just relating features shown
on the map to those on the
ground. When you find that you
are setting the map without
thinking how you are doing it,
Your position on map
or by which method you are
using-congratulate yourself
You must know where you are or your approximate position
for you now know how to set
a map! There are other ways of setting a map-you could use your compass-but to have to
use a compass, in good visibility in normal or open country with a surfeit of landmarks,
is an admission of failure. Moreover, it would deprive you of the necessity to continually
compare map and landscape which is the basis of all sound land navigation. Sometimes
you will find it easier to set the map first and then locate your position but with experience you will find that you are usually carrying out both fundamental processes at the
same time. You must become accustomed to looking at your map with the words upside
down or sideways on, so that eventually there is no "right way round" and to view it
from any angle is normal.
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A Different Point of View
Before you can take full advantage of your ability to set the map, there may be a
problem to overcome which could necessitate you making a series of journeys or visits.
A map represents an aerial view of the ground-a bird’s eye view or that of a person in
an aeroplane which is very different from our ground level view point. There will be
many occasions when you literally will not be able to "see the wood for the trees" or
even beyond the nearest hedge. This is something which you will have to come to terms
with, but you can speed up this process and extend your skills at the same time. You
will need to find a “vantage point”-the nearest hill or ridge to where you are based
which will enable you to overlook a stretch of the landscape. Looking down from this
point the terrain will have a more map-like appearance and you will be able to relate it
to the map much more easily. The perspective will still be a little foreshortened but it
will be better than at ground level. Even on plains and in lowland areas it is usually
possible to find such a vantage point. It is certainly worth making a considerable effort
to travel to such a place. If you live in a part of the country like the fens then there may
be an alternative-if there are no high natural features it may be possible to use the view
from an upper floor of a tall building or a tower. Again, it may take some effort to gain
access but the benefits will make the effort worth while.
Having reached your vantage point, locate your position on the map and set the map
using the second method (by a point feature). By now you will have realized that finding
your position on the map and setting the map is often a “chicken and egg” situation-you
do not always know which comes first. Sometimes you locate your position on the map
and then set the map, while at other times setting the map assists you in finding your
position. You should be used to looking at the map from all directions. With your map
set a great deal of information becomes available and you can carry out a series of
tasks.
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NAVIGATION.
Geographical Direction

You can determine direction in the landscape; you can look towards the horizon in a
certain direction and know that you are looking North or South-West or whatever point
you choose. In the previous Chapter on Map Reading, direction was the first to be
considered; similarly in this section dealing with the practical skills, direction is again
the first consideration. We know that, by convention, North is always at the top of the
map, so by keeping the map set and looking along the grid lines towards the top of
the map we can look towards the horizon and know that we are looking towards the
geographic North. Similarly we can look along the grid lines running across the map
towards the right-hand side and know that they are pointing towards the East. A pencil
laid across the diagonals of the grid and pointing towards the bottom left hand corner
of the map would point South West.

A vantage point

A high viewpoint helps to give the country a more map
like appearance and is especially helpful to the novice
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Route Direction
Just as it is possible to find direction in terms of the cardinal and half-cardinal points
from an oriented map, so it is possible to use the set map to point out the direction in
which to travel to reach your destination or check the direction of a road or path. Using
the map "to point direction" is usually the most important function of a set map.
The map is set, a pencil or straight edge is laid along the route to your objective, or the
path you wish to use, from your position on the map. Keeping the map set, hold it in
front of you and look along the pencil from your position end towards the objective.
The pencil will now point the direction to take or point along the path. This technique is
the basis of route finding with the map.

Using set map to point direction of travel

1. Set map.
2. Lay pencil along path or desired
direction of travel from your position.
3. Sighting along pencil will point to
correct path or direction of travel.

Set map
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NAVIGATION.
Locating a Feature

One of the most useful techniques made possible by setting the map is to locate a
landmark or feature shown on the map in the landscape. Keeping the map set, lay your
pencil or straight edge through your position on the map and the symbol of the feature
you wish to locate in the landscape. Then sight carefully along the pencil from your
position end to the ground; the feature you are trying to locate will lie along the line of
sight. When you are locating a feature you are working from MAP TO GROUND.

Locating feature in the country (Map to country)

Round Hill

Round Hill
Feature on map

1.
2.

Your position

Set map.
Sight along pencil FROM
your position on map
through feature on the
map to feature in country.
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NAVIGATION.
Identifying a Feature

The opposite technique to the previous one is when you wish to identify, or name, a
feature which you can see in the landscape; it may be anything from a prominent hill
to a village. With the map set, place one end of your pencil through your position on the
map, swing it across the map until it is pointing to the feature on the ground.
The feature, with its name or symbol, should be found along the pencil or straight
edge providing that it is not too far away and is shown on the map. When identifying a
feature in the landscape you are working from GROUND TO MAP.
All these skills should be practised until they can be carried out without thinking.
After a time you will become so confident that you will frequently be able to locate
and identify features by sighting across the map with the eye alone. As with setting
the map, it is the constant relating and comparison of map and ground which is forming
the sound base for your navigational techniques.

Identifying a feature (Country to map)

1. Set map.
2. Place pencil on your position.
3. Keeping map set rotate pencil around
your position until point to feature in
country.
4. Feature will be found alongside pencil or
on extension of this line.

w
Lo

rm
Fa

Your position
The ability to estimate
Distance is a great help

Set map

NAVIGATION.

Able Seaman. Page 81.
Chapter 9. Section 8a

Route Finding
The overwhelming proportion of all outdoor travel takes place on roads, tracks and
footpaths. Even in mountainous and wild country in the British Isles, probably about
90% of our movement takes place on paths. This is principally because where we go
is largely determined by rights of way, problems of access, and access points. If you
wish to walk to the top of Snowdon, the number of obvious departure points available
to the public is limited and generations of hill walkers have already beaten a track to
the top for you! This situation makes route finding much easier. The presence of a path
or road usually solves the problem of direction, as it generally holds us on course as
effectively as railway lines keep a train on its correct route. Our task is usually confined
to following our progress along the path until we reach our destination or the point of
departure for another path. There is an added advantage to the use of paths, for it
enables us to acquire the fundamental techniques of route finding with the support of
what the orienteers would call a "handrail" before we have to tackle the more difficult
problems of mountain navigation or of trackless and featureless wild country.
In future we will use the word PATH to mean any footpath, track, bridleway or road
any of those features which exist on the ground and which are marked on the map. The
use of the word FOOTPATH will be confined to a path which is intended for pedestrians,
or where the use is limited to those on foot.
Route finding in normal or open country involves:
(a)

Selecting a path, or paths, from the map which will enable you to reach your
destination or achieve the purpose of your journey.

(b)

Selecting landmarks or features along the paths from the map which will enable
you to ensure that you are on the right path, and enable you to follow your
progress along the path.

Using landmarks or features, common to both map and ground, to identify one's
exact position is known as PINPOINTING one's position. Orienteers would refer to this
process as "thumbing".
Following one's progress across the countryside on the map, by means of pinpointing,
we will refer to as TRACKING one's position.
The purpose in acquiring the individual preparatory skills, and bringing them all
together as "map reading" in Part 1, was to enable us to perform the techniques listed
above. If you have made the effort to become a competent map reader you will have
very few problems in their practical application.
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Take your 1:25000 Pathfinder or Outdoor Leisure Map and select a series of paths in
your neighbourhood which will enable you to travel in a circle back to your starting
point. Identify features marked on your map along your chosen route, such as path
junctions, prominent buildings, anything which you think you will easily recognise
on the ground and which you can use to pinpoint your position. Using the map, describe
the route to yourself as you expect to find it with the landmarks in their correct order.
Paying particular attention to geographical direction and to your "left", "right" and
"straight on". If it will help, write down a brief description of the route. Fold your map
so that the appropriate area is on view in your map case and then walk your route!
Before you move from your starting point make absolutely sure that you have located
your starting point on the map with certainty. Then set your map to ensure that you are
following the right path and make a habit of setting the map whenever you make a
major change of direction or come to another path. Each time you come to one of your
selected landmarks, pinpoint your position by checking it against the map. Continue to
track or follow your progress across the ground on the map by means of the landmarks
on your route. How does the forecast or description you made from the map compare
with the reality of your route? Did you recognise the landmarks which you selected
or could you have chosen more appropriate ones? Select other routes and keep on
repeating the process until it becomes a habit and your forecasts match up with what
you encounter on the ground. This technique can be practised anywhere, in the city
using street maps, in country lanes or forest paths. Make it easy for yourself at first
and then as your confidence grows gradually increase the difficulty of the routes.
You do not have to confine yourself to walking, the same method can be used while
travelling on a bus, train, or a passenger in a car. Take your 1:50000 Landranger map
as your speed of travel will be greater, and try and find a seat at the front of a bus,
preferably a double-decker, and then track your position and route on the map. Features
will come at you much more quickly than when you were walking and, at first, you may
have difficulty adjusting to the speed of travel, but after a little while you will not only
be able to track your position but you will be able to anticipate landmarks and what lies
ahead with ease. You can follow the same procedure in a car or train. If you have the
opportunity to use a train take your map with you as it provides excellent practice. You
will, in all probability, be travelling much more quickly and will not have the advantage
of being able to look forward; this will sharpen up your map reading and force you to
use more distant landmarks from your route. Form the habit of taking a map with you
whenever you go out and practising this skill for it forms, along with the ability to set
the map, the basis of route finding.
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NAVIGATION.
Time and Distance

In the section on map reading we related distance to scale; the time has arrived to carry
this relationship further and relate distance to time. Ever since the beginnings of history
The length of journeys has been measured in terms of time-”a three day journey”. “a
day’s march”. The practice is just as common today. If you ask a passer-by in the city
how far away the Post Office is. The most likely answer will be—”just a five minute
walk!" The passer-by in all probability will not have the slightest idea how many yards
or metres it is to the Post Office but will be able to visualize the route and express it in
a way which you will understand. To express the length of a journey in terms of time is
generally more useful and has more meaning than expressing it in units of distance.
We do this all the time when we travel by road, rail or air; and we can always add the
number of hours the journey takes to the time of departure and form some estimate of
our time of arrival at the other end. For the overwhelming majority of travellers over
the ages, time has been their only way of expressing distance.

Time and distance
CHECKPOINT

CH

Time required to travel 1700 metres is 20 mins
Time required to travel 1000 metres is 20 x 1000
1700
= 11.76 mins or
= 12 mins per kilometre
= 6 mins per 500 metes
= 1.2 mins per 100 metes

EC
KP
O
IN
T

Time of arrival
3.40pm

Landmarks to
check route
and progress

Direction NW
Distance 1700 m

Time of departure
3.20pm

ST

T
AR

Set map / locate position
Recheck start position
Note direction (NW)
Note distance 1.7 km / 1700 m
Note landmarks to track position
and progress
Note time
Travel using set map to point
direction when required
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When you plan your next walk, in addition to identifying the route, landmarks and
path junctions which will enable you to pinpoint your positions, measure the distance
between those junctions where you change direction or take another path. A normal
walking pace along roads or footpaths might be around 5 kilometres (3 miles) per hour
or roughly 10 or 12 minutes to walk a kilometre. Allow a minute, or just over, for
every 100 metres between the junctions and make a note of the distance and the time
allowed. Repeat this for the whole of the route. When you start to walk the route make
a note of the time or start your stop watch if you have one. Walk at your normal pace,
rhythmically and purposefully but do not try to hurry. No matter how far you have to
walk you should always have enough breath left to talk normally to a companion! As
you pass each landmark pinpoint your position on the map but do not stop or hesitate
until you reach the junction to which you measured the distance and estimated the
time. Stop and make a note of the time. Set your map, check that you will be heading
in the correct direction for the next part of your walk and identify the landmarks to
pinpoint your position. Note the time again and then complete the next section of your
journey. Keep on repeating the procedure until you reach your destination. After you
have completed the journey compare the actual time it took to walk each section with
your estimated time. Work out the average time that it takes you to walk a kilometre,
500 metres, 250 metres and 100 metres.
Make a note of these times so that you can use them to prepare a better estimate for
your next walk. Each section of your walk which you time in this fashion we will call a
LEG and the place where we stop to check our time and position, or make a major
change in direction, we will refer to as a CHECKPOINT. Repeat the process until you are
confident that you know how long it normally takes you to walk a given distance. Once
you are able to do this you have another important skill to add to your route finding
techniques. If, for example, you were expecting to encounter a very obvious landmark
800 metres along your route and it did not show up after 12 or 15 minutes walking at
your normal pace, then it would be time to ask yourself if you are on the right route or
what has gone wrong.
You do not need to go into the mountains or wild country to find large areas of woodland or forest accessible to the public. These often contain a multitude of paths or rides
which may, or may not, be marked on your map. In the absence of manmade landmarks
aiding you to pinpoint your position and select the correct change of direction at a path
junction, you may have to rely on your estimation of distance.
This method of measuring distance by relating it to travelling time is just as effective
for the cyclist, canoeist, rower, rider or cross-country skier. All that is necessary is to
work out, from past experience, the average time it takes to travel a kilometre or a part
of a kilometre; or a mile and parts of a mile if you prefer Imperial Measure.
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NAVIGATION.
There are, in addition two other ways of measuring distance:

One is by pacing– measuring distance by the length of our strides. It is the most
accurate method available to the walker, but it is distracting and tedious. There should
be little need of such a method in normal or open country and so we will leave this
method for a later chapter where greater demands for precision in our navigation may
force us to seek more drastic solutions. The other method is the visual estimation of
distance.

Time and distance

Paths on the ground are not as
easy to identify as on the map and
the number may not correspond.
Use travelling time as an additional
check.
CHECKPOINT

Distance 1400 metres
Time required to reach, at
12 mins per kilometre.
= 14 x 1.2 m = 17 mins

If you have not located your
path after 20 minutes or so you
have probably passed it without
knowing.
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Visual Estimation of Distance
This method of measuring distance, as its name implies is the least precise of the three
methods available, and yet it is an extremely valuable ability for the navigator.
Unfortunately, the urban life-style of the vast majority of the population results in many
not knowing whether a hill is one kilometre away or ten! This frequently makes the
identification or location of features in the landscape difficult or impossible and often
they can see their next objective on the ground and not know whether it is ten minutes
walk away or two hours. You do not have to become an expert, a little effort will be
quickly rewarded by a vast improvement in your ability to estimate distance by the eye.
Like most other skills it is largely a matter of practice!
Go back to your vantage point; the top of the hill or tower block. Select a feature in the
landscape, but before you identify it by means of setting the map, guess how far away
it is. After you have identified it measure the distance from your location using your
measuring scale. Now that you know its actual distance have a long and careful look.
How big are people, buildings, cars? Try and retain a mental impression of the distance.
Repeat the exercise with landmarks nearer and further away and in different directions
using your first distance as a "yardstick". Make a habit of guessing or estimating the
distance of a feature before you measure the distance on your map, looking up towards
hills, from high points looking down or "along the flat". Your viewpoint will influence
your appreciation of distance to some extent but this can be ignored for the level of
accuracy we require.

Visual estimation of distance
Estimate / guess distance to feature.
Locate feature on map (see “Identifying a feature”).
Measure distance on map.
Relate distance to visual impression.
Repeat on features at varying distances and relate to each other.
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As your ability to estimate distance improves so your ability to locate and identify
features on the ground will be speeded up as all the skills reinforce each other.
Before turning your attention to other considerations, find a straight, level stretch of
road or path where you can see for a kilometre or more. Using your map, try and
select two objects which are visible from each other and are more or less exactly one
kilometre apart. This should be as near to where you are based as possible so that you
can look along it and walk along it regularly, until you know what a kilometre looks
like, and feels like to walk. It will eventually become your own personal measure or
"yardstick" which you can then use to measure and visualize other distances.
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ROUTE PLANNING
Route planning, like all other skills, improves with practice, but in no aspect of
navigation is there a greater need to use past experience for future planning. The logs
and journals of mariners, pilots, navigators and explorers are all testimony to the need
to keep some account of a venture to use for future activity. Your route card is more
than a method of telling someone where you are going in the mountains so that in the
event of misadventure something may be done to help you; it is an effective way of
recording your experience for future use.
The first consideration must always be to plan a route which will satisfy the purpose
of your journey. It may be a day hike, a few days backpacking or a high level walking
holiday in the Alps. Just as the flight plan of an aircraft is limited by its performance,
so your route plan must be within your capabilities. An aeroplane has an operational
range and an economic cruising speed; similarly there is a limit to the distance you
can travel without seriously depleting your reserves of energy and you will have an
optimum speed of travel whether you are walking, on a horse or a bike. Just as an
aircraft can sacrifice range for extra pay-load so you may find it necessary to reduce
distance to carry a heavy pack. Routes are not determined by physical stamina alone;
experience and skill are of equal importance, the ability to cope with snow and ice, or
the scrambling or climbing involved in negotiating a gully, may be vital in determining
the route. There should be no need to mention that if you have not got the specialized
equipment which these conditions may demand then there is no alternative but to plan
a different route. High level traverses of well-known ridges, and the ascent of a series
of peaks, which make a stimulating day out for the hill walker with a day-sack, a packet
of sandwiches and a few items of emergency equipment, may be quite unsuitable for a
backpacker engaged in a venture lasting three or four days. Excessive mileage, an
overweight pack and a lot of climbing leads to exhaustion and, in the cold wet climate
of the British hills exhaustion and exposure go hand in hand.
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Access
Although journeys often take place in remote areas where, at first sight, there is little
evidence of any agricultural or other activity, it is the case that all land has some use
to its proprietor and prior permission for access may have to be sought. At certain
times of the year you may not be welcome for both agricultural and sporting reasons.
It is useful to note the dates of the important seasons in the wild country areas of the
United Kingdom:

Lambing—this takes place around March to May.

Grouse Shooting—August 12th to December 10th.

Deer Stalking—July 1st to February 15th.

Additionally in deer stalking, long range, high velocity rifles are used which can be
dangerous at very great distances.

In certain wild country areas there is a tradition of free access to the upland areas, and
the problems of access are greater in the valleys and on the lower slopes. The valley
floor and sides are enclosed by small fields which provide fodder and winter pasture.
They are surrounded by the characteristic stone walls which should never be climbed.
It is essential to use the 1:25000 Pathfinder or Outdoor Leisure Maps wherever possible,
both for route planning and navigation, as the field boundaries are shown on maps of
this scale. They also show the tracks and paths which give access to the more open
terrain of the higher ground. Rights of way are clearly marked and paths are shown in
greater detail which makes them easier to follow and so avoid damage or problems with
the land owners.
Abroad, access to land, especially mountain and wilderness country, is usually much
easier. Population densities are usually far less and there is not the same pressure on
the land. On the other hand access to some localities, for example military areas, may
be highly sensitive and reaction to intrusion may be dramatic and very direct. It is
always wise to consult and be aware of local custom.
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Alternative Routes
No matter how large a ship or aircraft is, navigation must always take the weather
into consideration. You must plan with the weather in mind. Bad weather should be
regarded as the norm in the mountains rather than the exception. The hill walker
out for the day, when faced with foul weather may well decide to call it a draw and
retire gracefully to the nearest hostelry. If it is essential that you reach your destination,
in spite of the bad weather, then an alternative route may be the answer. A bad weather
alternative route is a route which will enable you to reach your destination and yet
avoid the worst of the weather. Usually this means keeping below the cloud base, or
below the snow line, away from the full force of the elements on exposed ridges, or
latching on to some line feature which will act as a handrail. Sometimes it may just
involve following a clearly defined path, such as an old drove road, rather than making
your way across country. Alternative routes usually add extra mileage to a journey as
they involve going round rather than over.

Escape Routes
An escape route, unlike a bad weather alternative route does not enable you to reach
your destination; it only enables you to escape from the immediate predicament you
are in. a North Westerly snow storm on the Cairngorm plateau may drive you to the
sanctuary of the Shelter Stone on the lee side-but you still have problem!
Escape routes are usually safe ways of descending from the tops, paths which will
enable you to get below the cloud base or away from the full force of the weather.
You may well finish up on the wrong side of the hill or the wrong valley and be
compelled to change your plans completely. If someone was expecting you at your
destination you have a responsibility to get in touch with them as soon as possible.

General Considerations
There are one or two other considerations worth taking into account
before starting on the detail of the route:
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Duration
In our enthusiasm to see and do as much as possible, it is all too easy to be
over-ambitious and plan too much into the time available. There should always be
margins of time available to accommodate the unforeseen happening or the influence
of the weather. This is particularly important where there is a dependence on public
transport, or transport which is outside of your control. This may lead to forced
marches or the taking of unjustifiable risks. Plan with the unexpected in mind and
allow plenty of time for adjustment, or acclimatization, at your departure point and
ample recovery time at your destination in case all does not go according to plan.
In expedition planning, having allowed sufficient time for the unexpected at the
beginning and end of the journey, divide the journey evenly between the number of
days available. This will prevent unreasonable demands being made on the body on a
particular day, or days, which only results in over exhaustion or complaints such as
blisters. This is particularly important in expeditions which only last a few days, and
where expedition fitness is not acquired until near the end of the venture, if at all.

Start Early in the Morning
If your journey is a lengthy one plan to start early in the morning as this will reduce
your chances of being overtaken by darkness at the end of the day. This is particularly
important during the winter months when the hours of daylight are limited, especially
in higher latitudes.

Make Major Ascents Early in the Day
If it is your intention to climb to the top of a peak, pass or even make a prolonged
climb, plan to do it early in the day. You will be fresher physically. If the weather is
hot then it will probably be cooler and less humid than later in the day. In settled
weather during the summer, fair weather cumulus and even thunderstorms build up
during the course of the day so that the conditions and the views may be better early
on. Psychologically you will have the satisfaction of enjoying your lunch and the
panorama in high places and the knowledge that the rest of the journey will be
downhill. Should the weather deteriorate at least you will be heading in the right
direction with each hundred metres of descent helping to reduce the impact of the
weather. Things have a tendency to go wrong towards the end of the day, so if you
have done your climbing in the morning you will be able to sort yourself out more
effectively in the lower terrain of the afternoon or evening.
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NAVIGATION.
Estimating Journey Time

Central to all route planning is the need to estimate how much time the journey will
take. The time that it takes to complete a journey depends on many factors, the more
important of which are listed below. They are expressed in terms of the walker but
they can apply to all who journey by their own physical effort, without motorized
assistance, with a little adaptation. Cyclists, horse riders and the canoeist will find the
majority of these factors influence their rate of progress.

Physical fitness, or the fitness of the least fit member of a group. If the journey or
expedition is going to last longer than four or five days then fitness will be acquired
during the first four or five days, after which the party will be expedition fit and have
fewer problems. Blisters, fatigue and other physical problems tend to occur during the
first few days of a journey.

The distance to be covered.
The height to be climbed.
The proportion of the journey that will take place on paths.
The type of terrain—cotton grass moor, peat hags, limestone turf, sand
dunes, swamps, forest etc.
Conditions underfoot—sodden ground, snow or ice.
Weather conditions, strong winds, driving rain, sleet or snow.
Visibility.

With all these factors to be taken into account it may seem an impossible task to
estimate journey time. Fortunately some of these factors cancel each other out, whilst
others, such as the weather, are beyond our control. Expressed arithmetically, speed
of travel seems to be reduced to the lowest common denominator. Past experience is
your best guide to journey time in the future and that is why the emphasis throughout
has been placed on noting journey times, especially if timing is related to terrain and
conditions.
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Allowing for Height Climbed
It is always more difficult to estimate journey time in mountainous country and various
formulae have been devised to assist in this process. The original rule was devised by
Naismith, a Scottish mountaineer, in the last century and this will be as good a starting
point as any other for your needs as it is uncomplicated and easy to use.

For a fit hill walker:
1.

Allow 1 hour for every 3 miles of horizontal distance to be covered.

2.

Allow an additional 30 minutes for every 1000 feet of ascent.

Metricated and rounded off this becomes:
1.
2.

Allow 12 minutes per kilometre of horizontal distance.
Allow 10 minutes per 100 metres of ascent. (Or 1 minute per contour on fully
metricated Landranger maps and fully metricated Pathfinder, and Outdoor Leisure
maps in hilly and mountainous areas. In lowland areas the 1:25000 metricated
maps have a 5 metre vertical interval).

For a fit hill walker, carrying a backpack with camping gear, the rule is:
1.

Allow 1 hour for every 2 miles of horizontal distance.

2.

Allow 1 hour for every 1500 feet to be climbed.

Metricated and rounded off this becomes:
1.

Allow 15 minutes per kilometre of horizontal distance.

2.

Allow 4 minutes for each 30 metres of ascent. (4 minutes for every 3 contours on
the maps mentioned above).

This rule is no better, or worse, than any other rule for estimating journey time because
only experience is a real guide to mastering this problem. Use the rule as a basis for
your calculations and then modify it in the light of your personal experience. Record
your journey times and the modifications you make. There is no need to allow for
descent. Walking gently down hill is pleasant but does not make a lot of difference to
your travel time. Only when a descent becomes very steep, and you have to start
picking your way, will it be necessary to make an additional time allowance.
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Horizontal distance 5 kms at 15 minutes per km = 75 mins
Height climbed 350 m +100 m = 450 m at 4 mins per 30
Metres (15 x 4) = 60 mins.
Time to summit = 75 mins + 60 mins = 2 hrs 15 mins.

If you find that you are always behind your estimated time then modify by adding
another 5 minutes and allow 20 minutes for every kilometre of horizontal distance
with a pack on your back. If you think that it is walking uphill which puts you behind
time, allow an extra minute or two for each 30 metres of height climbed. If you are
always ahead of schedule clip a minute or two off until you get it right. If the figures
are easy to remember and use, and the minutes related to the number of contours
crossed, so much the better. It is a usual practice to add ten minutes per hour for a
"breather" but you can use this time as "recovery time" until you get your estimations
about right.
Practice journeys are intended to sort these problems out.

Planning the Route
If the journey is to last several days or longer, then your resting places for the nights
will have an important role in the selection of your route. Accommodation is more
easily found in the valleys and camp sites are usually located in the valley bottoms
for shelter, supplies, easier access and communications. Alternatively, your purpose
may be high level camping or the use of a mountain hut. These factors alone may well
determine your choice of route. If the ascent of a mountain, or a number of peaks, is
your aim, after the selection of your departure and finishing points the route will be
fairly well determined, but the height climbed must always be related to the horizontal
distance travelled.
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It is helpful to take a piece of thin string and, using the linear scale on your map, cut
off a length equal to the distance you wish to travel in a day. Lay this along your
proposed route and then you can make any modifications you feel are necessary either
to the distance or the amount of climbing. For fit young people covering a horizontal
distance of 20 kilometres in a day, any route which involves more than 550 or 600
metres of ascent should be regarded with suspicion. During the winter months,
especially with snow and ice, even these figures would be excessive.

Some mountain walkers have a good eye for selecting a natural line for a route on the
map, partly instinctive and partly through experience, while others tend to choose
unnatural and perverse routes.
The good route will be well graded and conserve energy by avoiding unnecessary
descents.

After you have planned your day's walk prepare a route card. Divide the day's journey
into sections or legs. These legs should split the journey into natural divisions and,
where possible, be marked by the principal checkpoints, or way marks, on the route.
Sometimes the legs will be differentiated by a major change in direction, by ascent and
descent or a change from one method of route finding to another, such as changing
from following a path to climbing a gulley or using a compass to cross a featureless
area of terrain. At other times the end of a leg may be marked by a meal break. Four to
eight legs are usually a suitable number of divisions for a day's journey. Wherever your
checkpoints are located, and whatever method you use for splitting your journey into
legs, your checkpoints must be unmistakable. They must always be physical features
on the ground which cannot be confused, for to navigate from a wrongly identified
checkpoint is surely one of the most effective ways of losing yourself.
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THE ROUTE CARD
The basic skills of this Section should enable you to find your way around normal and
open country and you should make every effort to extend your skills and confidence by
planning journeys which will take you into country which is unknown to you but still
avoiding the mountainous and wild country areas. Though it may not be so important
in normal country it is sound practice to form the habit of informing some responsible
person of your whereabouts; Youth Organisations and Local Education Authorities
usually insist upon it. The most effective method of doing this is by means of a ROUTE
CARD. If ever you were missing in mountainous country your safety or well-being may
well depend on you being located by means of your route card but they have an equally
important function in terms of training. Route cards concentrate the mind, they help
you to clarify your intentions and they are an excellent discipline.
They bring together the individual skills and weld them into a statement of intent. The
experienced mountaineer may well be content for the "route card" to consist of a few
names scribbled on the back of an envelope but for the novice, the route card's most
important function is to enable past experience to be used for future planning.
Select an area of country on a 1:25000 scale map which is strange to you, yet not too far
away. Avoiding roads as much as possible, select a series of footpaths which will enable
you to walk in a circle back to your departure point. A total distance of around 8 or10
kilometres (five or six miles) might be a suitable distance. Divide the route into sections
or LEGS on the basis of direction. Whenever there is a major change of direction at a
path junction start another leg. Refer to the start of each leg as a checkpoint. Make a
copy, or enlarged photocopy, of the route card opposite and then fill in your proposed
route.
Diagram 1. In the first column enter the location of the checkpoints which divide the
route into legs with their Grid References. If the places are identified by a name use
the name but if not, use a simple description such as "The junction of path with track",
or "The bridge over stream", and then give the Grid Reference. In the second column
write the general direction of the next checkpoint from the start, or the previous one,
using the nearest of the cardinal and half-cardinal points. After dealing with direction,
measure the distances between the checkpoints to the nearest 100 metres and enter
the figures in the third column. Filling in these first three columns involves only simple
map reading skills but the next involves you making a judgement based on personal
experience. Knowing the distance between the two check-points, estimate how long
it will take you to travel between the two places from your previous experiments in
rinding out how long it takes you to travel a kilometre or a part of one.
At each checkpoint allow yourself a five or ten minute break to note times, set the map
and compare map and country, and memorize the features which will enable you to
pinpoint your position as you make your way along the next leg. If the checkpoint
overlooks the surrounding country so much the better, as you will have an opportunity
to practise locating and identifying features.
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By adding this allowance to the time it takes to walk the leg and then to your starting
time you will be able to calculate your time of arrival at the various checkpoints and
at your destination. This time is known as the ESTIMATED TIME of ARRIVAL or ETA
and it is central to effective planning. The next column is large enough to allow you to
describe the method of route finding you are using or the features you are following.
"Follow road to junction with footpath". "Follow S. bank of stream". Such a route card
would provide a responsible person with a clear understanding of your route, but, of
equal importance, it has concentrated your thinking and you have produced a clear
statement of your intentions. It is surprising how many lose their way because they
only have a vague idea of where they are going.

The specimen route card Diagram 1. Similar to the one for mountainous country but
with two omissions—there is no provision for the extra time needed for travelling up
hill, and there is no space for escape routes or alternative routes to use for bad weather.
Escape and alternative routes for bad weather are generally inappropriate for normal
and open country. There is no provision for allowing for height climbed for two
reasons:
First, although hills and steep climbs are frequent occurrences in normal and open
country, they are usually not so high or so prolonged, and they do not dominate
movement to the same extent as they do in mountainous country. Secondly, it just
introduces another complication, which is usually unnecessary, to your route planning,
a complication which is better delayed until the need is greater.
Prepare a route card for a locality which is strange to you but still in "greenfield"
country. Then travel to the starting point and follow the route you have planned and
see how well your forecast relates to the reality of the journey.
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Diagram 1.
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The route card is an important document as it is a statement of your intentions.
In preparing it you have had to sort out all your ideas and intentions and commit
them to paper. If you have no clear idea of your intentions then you place yourself
at a disadvantage from the start. Part of the Mountain Code is to tell someone where
you are going so that in the event of an accident a mountain rescue team has some
means of locating you. A copy of your route card will do this better than any other way.
Another vital role of the route card is to act as a log of the journey.
By making a note on the card of the times you reach the various checkpoints, and
comparing them with the estimated times, you quickly acquire experience in how fast
you travel over different kinds of country which can be used for future planning. You
may even care to jot down the weather and conditions underfoot and you will then
have an easily created log to be stored away for reference, which would do
credit to a mariner.
Page ? Is a specimen route card. The first column presents no problem—the major
checkpoints with their grid references. The second column headed "General Direction
or Bearing" is more contentious. Many route cards head this column "Bearing".
The intention of this column should be to indicate the general direction of travel which
is best expressed by using the cardinal or inter-cardinal points.
All bearings entered on the route card must be magnetic bearings so that they can be
used directly on the compass. Always adjust for magnetic variation immediately after
you have taken the bearing from the map and then enter it on the card. So that you will
form the habit of writing down the magnetic bearing, and to avoid confusion, write a
capital "M" after the bearing.
The following columns are self-explanatory, providing the detail to work out the time
taken to travel each leg. When the travelling time is added to the time of departure we
have an Estimated Time of Arrival, or ETA, at our checkpoint; by adding the times for
all the legs, and any breaks, we can work out an ETA at our final destination.
The column titled "Details of route" should indicate the method of route finding to be
employed, e.g. Follow right of way, follow boundary wall or walk on bearing, to which
local detail can be added.
Naismith's rule and its subsequent derivatives were devised to enable the hill walker to
calculate the duration of a day's journey, and Naismith was the first to insist that it
should not be used for calculating of journeys lasting only a part of a day. They are no
use for preparing time-tables of movements through the mountains. Though the timings
appear to have the precision of a railway time-table it is an illusion; there are far too
many unknowns in mountain walking. They are a statement of intent and, though the
course of the journey the time may be followed diligently, anyone who hopes to make
contact with a group at a certain time, must always wait in hope rather than expectation.
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NAVIGATION.
SUMMARY

The most important consideration in all route planning is to plan a route which will
fulfil the aims and objectives of the journey. The route must be within the capability of
the participants and routes must take weather conditions into consideration.
Alternative routes which will enable the destination to be reached in bad weather by
going "through" or "round", or which may be more clearly defined and easier to follow,
should always be considered. Escape routes may enable you to avoid a particular
hazard but prevent you from reaching your destination, which may give cause for
concern. Plan for the unexpected and allow ample margins of time at the beginning and
end of journeys.
Groups of young people engaged in mini-expeditions tend to process across the country
at about 2.5 kilometres per hour (1½ mph); a journey of 20 kilometres (12 miles) takes
around 8 hours.
To be able to provide realistic Estimated Time of Arrival (ETA) journey times should
always be recorded. In mountainous terrain particular attention should be paid to the
extra time needed to make ascents and to devise a formula which will suit your needs.
Do not include any bearing on a route card which cannot be followed in its entirety.
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Elements of the Rule of the Road
Ships sailing on the high seas have to abide by certain rules, otherwise there would
be many collisions. These rules have been compiled by the leading maritime nations
of the world and are called The International Regulations for Preventing Collisions
at Sea or the “Rule of the Road”. They provide for almost all occasions of two vessels
approaching one another where risk of collision exists.
They tell the seaman (in a section called “The Steering and Sailing Rules”) which vessel
must give way, and describe the conditions under which he may expect the other vessel
to keep clear of him.
They prescribe the means whereby vessels which are fully manoeuvrable (i.e. normal
power-driven or sailing ships) may be identified by night or in restricted visibility;
also the means whereby vessels with no power (or limited power) or with limited
manoeuvrability (e.g. a ship towing another ship) may be distinguished, by day or by
night or in restricted visibility, from those which are fully manoeuvrable. By these
means (i.e. the display of lights and shapes and the making of sound signals) the seaman
may know instantly whether to expect another vessel to obey the Steering and Sailing
Rules or whether she is unable to do so. They also include sound signals to be made by
vessels in various circumstances, signals to be made by vessels in distress to attract attention or summon assistance, and precautions to be taken by all vessels.
This Section will give the seaman the elements of the Rule of the Road, particularly
the 'Steering and Sailing Rules', so that he/she may be able to handle a power-driven or
sailing boat with safety.

Definitions
1.

The word vessel includes every decription of water craft, including nondisplacement craft and seaplanes, used or capable of being used as a means of
transportation on water.

2.

The term power-driven vessel means any vessel propelled by machinery.

3.

The term sailing vessel means any vessel under sail, provided that propelling
machinery, if fitted, is not being used. (If a vessel is propelled by both machinery
and sails she is to be considered as a power-driven vessel.)

4.

Lights specified are required to have an intensity derived from Annex I of the
Rules, so as to be visible at certain minimum ranges. This intensity, in candelas,
takes into account various factors including luminous range of the light.

5.

The term short blast means a blast of about one second's duration.

6.

The term prolonged blast means a blast of from four to six seconds' duration.
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7.

The word whistle means any sound signalling appliance capable of producing the
required blasts and which complies with certain specifications in Annex III of the
Rules in respect of frequency and audible range.

8.

A vessel is underway when she is not at anchor, or made fast to the shore, or
aground. Thus a vessel may be described as 'underway, but stopped', or
'underway and making way'. All vessels underway are bound to obey the Steering
and S ailing Rules unless they are restricted in their ability to manoeuvre for any
reason, e.g. dredging or towing or 'constrained by their draught', and are thereby
severely limited in the extent to which they are able to deviate from their course.

Risk of collision
When two vessels appear to be on converging courses the possibility of collision
depends upon their relative courses and speeds. The only certain way of determining
whether risk of collision exists is to take a compass bearing of the other vessel. If the
bearing does not alter, or alters only slightly, then risk of collision exists. If the bearing
draws forward then the other vessel should pass ahead; if the bearing draws aft she
should pass astern. If a compass is not available the relative bearing of the other vessel
gives an indication of the risk of collision provided that your own vessel remains on a
steady course.

RULES FOR SAILING VESSELS
These rules are related to the direction of the wind.
Rule 12 of the International Regulations 1972 states:
'When two sailing vessels are approaching one another, so as to involve risk of collision,
one of them shall keep out of the way of the other as follows:
1.

When each has the wind on a different side, the vessel which has the wind on the
port side shall keep out of the way of the other. (DIAGRAM 01A)

2.

When both have the wind on the same side, the vessel which is to windward shall
keep out of the way of the vessel which is to leeward. (DIAGRAM 01B)

3.

If a vessel with the wind on the port side sees a vessel to windward and cannot
determine with certainty whether the other vessel has the wind on the port side
on the starboard side, she shall keep out of the way of the other.

For the purposes of this Rule the windward side shall be deemed to be the side opposite
to that on which the mainsail is carried or, in the case of a square-rigged vessel, the side
opposite to that on which the largest fore-and-aft sail is carried.
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1.

when each vessel has the wind on a different side, the vessel which has the wind
on the PORT side (vessel A) shall keep out of the way of the other.
DIAGRAM 01A

WIND

WIND

A

A

It does not matter whether the other vessel is “running free” (as in the case of the left
hand illustration) or is “close hauled” (right hand illustration) - the vessel with the wind
on her PORT side keeps out of the way.
2. When both vessels have the wind on the same side, the vessel which is to windward
(vessel A) shall keep out of the way of the vessel to leeward.

A
WIND

WIND

A
DIAGRAM 01B
Once again it does not matter whether the vessels concerned are “running free” or
“close hauled” - the windward vessel keeps out of the way.
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RULE OF THE ROAD
“Sailing vessels” lights (DIAGRAM 02)

When underway a sailing vessel shows a green light on her starboard side and a red
light on her port side from right ahead to 22.5 degrees abaft the beam.
She also carries a white light at the stern which shows from 22.5 degrees abaft the beam
on one side, through the stern, to 22.5 degrees abaft the beam on the other side.
(This is called the sternlight and it indicates to another vessel that she is an overtaking
vessel when this light can be seen.) Certain optional alternatives exist, to this basic rule:
1.

In a sailing vessel of less than 12 metres in length, these three lights may be
combined in one lantern carried at or near the top of the mast where it can best
be seen.

2.

A sailing vessel of less than 7 metres in length is required, if practicable, to
display one of the above lighting systems, but if she does not, she is required to
have ready at hand some means of displaying a white light in sufficient time to
avoid a collision.
DIAGRAM 02

A sailing vessel’s light

PORT SIDE LIGHT
112½ º

STERN LIGHT
135 º

STARBOARD SIDE LIGHT
112½ º

1. Vessel 12 metres or more in length

112½ º
135 º
112½ º

2. A combined lantern for vessels less then 12 metres in length
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Sailing vessels' sound signals
In or near an area of restricted visibility, whether by day or by night, a sailing vessel in
common with other vessels which are not as manoeuvrable as power-driven vessels
(e.g. towing, fishing or not under command) sounds, at intervals of not more than two
minutes, three blasts in succession, namely one prolonged blast followed by two short
blasts (———--).
A vessel of less than 12 metres in length is not obliged to give the above signal, but if
she does not she is required to make some other efficient sound signal at intervals of
not more than 2 minutes.
It should be noted that the sound signals give no indication of which tack the sailing
vessel is on and that the manoeuvring rules referred to above, which state who should
give way to whom, apply only to vessels in sight of one another.

Power-driven vessels and sailing vessels meeting
Power-driven vessels give way to sailing vessels except when a sailing vessel is overtaking. This obviously does not give the coxswain of a sailing boat the right to obstruct
a large power-driven vessel in a narrow channel, because the power-driven vessel is
restricted in her ability to manoeuvre. Similarly, sailing vessels should keep clear of
vessels not under command or engaged in fishing.
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RULES FOR POWER—DRIVEN VESSELS
The rules for a power-driven vessel meeting another power-driven vessel depend upon
the relative bearing of one ship from the other. The main principles upon which these
rules are based are as follows:
1.

When two vessels approach end-on, or nearly end-on, to one another, each must
give way to the other by altering course to starboard.

2.

In all other circumstances where risk of collision exists one vessel holds her
course and speed while the other gives way.

3.

The vessel which is directed to give way does so by altering course, or reducing
speed, or stopping, or going astern.

4.

The vessel which is directed to give way should avoid crossing close ahead of the
other vessel and should, wherever possible, not alter course to port for a vessel on
her own port side.

5.

In a broad sense vessels keep to the right, especially in narrow channels or
fairways.

6.

Every vessel overtaking any other shall keep out of the way of the overtaken
vessel.

7.

Vessels should always keep a proper lookout, exhibit the prescribed daymarks
and lights, make the prescribed sound signals and be handled in a seamanlike
manner with due caution and consideration for others, especially in conditions of
restricted visibility.

8.

As soon as it is apparent that the vessel required to keep out of the way is not
taking the appropriate action, the vessel which is required to keep her course and
speed may manoeuvre herself to avoid collision.

9.

If vessels find themselves so close that action by the giving-way vessel alone
would not be sufficient to avoid collision, then the other vessel shall also take
such action as will best aid to avoid collision.
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Power-driven vessels' lights (DIAGRAM 03)

When underway a power-driven vessel shows the sidelights and sternlight in the same
way as a sailing vessel. She also shows one or two white masthead lights according to
her length, so that she may be identified as a power-driven vessel. Each masthead light
shows over the combined arcs of the two sidelights. When there are two masthead lights
the after light is the higher.

Power-driven vessels' sound signals
In sight. When vessels are in sight of one another, a power-driven vessel underway and
taking action to comply with the Steering Rules makes the following signals:
One short blast: “I am altering my course to starboard"
Two short blasts: “I am altering my course to port”
Three short blasts: “I am operating astern propulsion”.
IN FOG, MIST etc. A power-driven vessel in or near fog, mist, falling snow, heavy
rainstorms, sandstorms or any other condition similarly restricting visibility, whether
by day or night, makes the following signals at intervals of not more than two minutes:
Making way through the water: one prolonged blast.
Underway but stopped, and making no way through the water: two prolonged blasts
with an interval of about two seconds between them.
DIAGRAM 03

A power-driven vessel’s lights

PORT SIDE LIGHT

STERN LIGHT

STARBOARD SIDE LIGHT

1. Seen from above

RULE OF THE ROAD

Able Seaman. Page 110.
Chapter 9. Section 9a

2. Seen from her starboard beam (stern light not visible)
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The giving-way vessel
Divide the circle of your horizon into three arcs representing the arcs of visibility of
the two sidelights and the sternlight (DIAGRAM 04) Let us consider the case of each
power-driven vessel in turn.
Ship A. Since A is approaching head-on (both sidelights and masthead light(s) visible at
night) both ships take avoiding action by altering course to starboard.
Ship B. If B remains on a steady bearing (red sidelight and masthead light(s) visible at
night), own ship must give way by altering course to starboard and/or reducing
speed, stopping or going astern.
Ship C. Provided that C maintains her present course and speed there is no risk of
collision.
Ship D. On her present course (green sidelight and masthead light(s) visible at night)
ship D cannot collide with you and no action is required.
Ship E. If E remains on a steady bearing there is risk of collision. You can see her red
sidelight and masthead light(s) at night and she can see your green sidelight
and masthead light(s); therefore you must take avoiding action.
Ship F. This ship is an overtaking vessel (power-driven or sail), because she can see
only your sternlight; therefore she must keep clear of you. If this ship gains
bearing, i.e. if she moves into the giving-way arc so that she can see your green
sidelight and masthead light(s), she is still an overtaking ship and must keep
clear of you until she is finally past and clear ahead.
Ship G. This ship is on a collision course. You can see her green sidelight and masthead
light(s) and she can see your red sidelight and masthead light(s); therefore she
must take avoiding action and you must maintain your present course and
speed.
Ship H. Provided that H maintains her present course and speed there is no risk of
collision.
Ship J.

If there is risk of collision by coming up on J at greater speed it is your duty to
keep clear because you are an overtaking vessel and, at night, you would see
only her sternlight. Even though you may later see her green sidelight and
masthead light(s), you are still the overtaking vessel and must keep clear.

Ship L. This is the only situation in which there may be some doubts as to which ship
has right of way. You are in a position that may be considered within the
giving-way arc or the overtaking arc of ship L. At night you can determine your
relative position because you can see either her side and masthead light(s) or
her sternlight. By day it is not easy to judge your relative bearing from her. If
there is any doubt at all it is prudent to assume that you are an overtaking
vessel and to make an early and bold alteration of course to keep out of her
way.
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DIAGRAM 04
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Power-driven vessels conduct
When obeying the Steering and Sailing Rules, the following points should be borne in
mind.
1.

If yours is the giving-way vessel, always give the other vessel as wide a berth as
circumstances allow. It is bad seamanship and bad manners to pass close aboard
another vessel.

2.

If yours is the giving-way vessel your avoiding action should be made in such a
manner as to leave no doubt of your intentions in the mind of the person in
charge of the other vessel.
You should therefore:
a. take avoiding action in plenty of time;
b. make a sufficiently large initial alteration of course for your intentions
to be made clear both visually and on radar;
c. steady on your new course without undue yawing;
d. make the appropriate sound signal if you are in sight of the other vessel.

3.

When another vessel is approaching, steer as steady a course as possible and
make allowances for the other vessel yawing. A vessel approaching nearly end-on,
on an opposite course, may appear to be end-on now and again because she is
yawing. Under such circumstances she should be treated as approaching end-on,
and you should alter your course to starboard early and give her as wide a berth
as practicable.

4.

In a narrow channel or fairway keep to that side of the channel which is on your
starboard hand.
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The duties and Responsibilities of an Instructor
a.

Taking charge of a class
As you progress through the cadet ranks, there will become a time when you
are asked to take charge of a class of younger cadets, either assisting an officer
or instructor, or eventually leading a class yourself. The following points will help
you understand the important role of an instructor and the responsibilities that
come with it.

b.

What is said by the instructor will be accepted as fact
It is important to understand that a group of cadets will accept that everything
you, as an instructor, say to them is factually correct in the same way that they
trust their teachers at school. Therefore it is essential that you only pass on
information that you know is correct.
For the majority of your NTC class work this will be straightforward, as the
syllabus of each class is laid out for you in the cadet training manual. But if you
are in any doubt over the validity of what you are presenting, or you are leading
a training session on a subject outside of the training syllabus, make sure you
check the facts first, rather than relaying information that is incorrect.

c.

The instructor becomes a pattern for what is normal
The way in which an instructor behaves in front of a class of cadets, particularly
in their early days as an instructor, will form a pattern of behaviour from the
cadets that will be difficult to change.
It is important that you make the classes as much fun as possible, but there is a
danger of becoming too relaxed, and allowing the cadets to lead the class. Once
you have gone down this route it becomes very difficult to regain control.
Similarly if you are too strict or if your classes are ‘boring’, these will also form
a pattern with the cadets that will be difficult to change.
There is a balance of making the class fun, whilst maintaining a professional
approach which will help you gain the respect of the cadets and make your future
as an instructor much easier.

Setting a good example in dress, attitude and personal habits.
The way that you present yourself as an instructor is as important as the way that
you conduct yourself, as described in the previous section.
Dress – If you are poorly turned out when leading a group of cadets, this will rub off on
them and the standards will begin to drop and it will affect the cadet’s behaviour in the
class.
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Setting a good example in dress, attitude and personal habits.
The way that you present yourself as an instructor is as important as the way that
you conduct yourself, as described in the previous section.
Dress – If you are poorly turned out when leading a group of cadets, this will
rub off on them and the standards will begin to drop and it will affect the cadet’s
behaviour in the class.
Attitude – The way that you approach the class can easily be read by the cadets,
and will affect the way that they respond. If your attitude is poor then the cadets
will very quickly lose interest in the subject and switch off, this can then lead to
further problems of disruption to other cadets.
Habits – Everyone has personal habits in their life, and you should always be
your natural self when you teach, however you must make sure that your habits
do not become a focal point of the class and lead to disruption by becoming more
interesting than the subject.
For example, Umm or right between statements, playing with your pen or
scratching your nose.

e.

The main qualities of a good instructor are enthusiasm,
the correct attitude and manner, confidence.
Enthusiasm – Remember that Boredom is infectious. If you are enthusiastic about
your subject, this will rub off on the cadets and make your job a lot easier.
Attitude – Similarly, as described in the previous section, the success of the
training session will depend largely on your attitude as an instructor. Remember
that this will vary from week to week, and it is important that you don’t allow
factors outside of that class affect your attitude.
Confidence – Being self confident will gain the respect and trust of the cadets, and
this will improve their willingness to learn. You will gain confidence by leading
classes successfully, and you will always learn something from running a class,
either about the subject matter, or about yourself.
Look up whilst you are speaking, make eye contact where possible and vary the
pitch and strength of your voice to avoid being monotonous and keep the class
alert.

Remember the 6 P’s of instructional technique:Perfect Planning and Preparation Prevents Poor Performance

