Introduction
4D’s of navigation: a list of information to help you get from A-B.
Description
i.e what will your journey look like? What features/symbols will you see on the way? What will you notice if you go the wrong way? What will you see when you arrive?
Direction 
ie. How to turn your map in the right direction. How can this help you decide your direction of travel?
Distance 
i.e how long will the journey be? How can you measure that on the map? How can you measure that on the ground?
Duration
	i.e how long will your journey take? How can you estimate the timings?


Description
What will your journey look like? What features/symbols will you see on the map and on the way? What will you notice if you go the wrong way? What will you see when you arrive?
Below are a selection of activities to develop understand of relating map to ground and visa versa. You could use some of all of these in your session.
Map Symbol Bingo
Just a game of bingo using map symbols instead of numbers! Play individually or in pair, play for a line or whole sheet!
If you want to challenge high ability students just read out the name of the symbol rather than show them it – they then have to guess what the appropriate symbol is.
Categorise symbols
Discuss similarities/difference between symbols i.e. colour, shape. Get the students to suggest groupings for different symbols. 
Introduce linear, area and spot features. Suggest useful techniques for the different types of symbols e.g linear features useful for handrailing, spot features as attack points. 
Please judge this by the ability and needs of your group. Do some practice of these techniques if you want to be more active!
Contours
Use Lego to introduce the idea of contours – use different colours to show different contour lines. Translate this over to drawings e.g in pairs get one student to make a model then their partner must draw how the contours would look on paper.


Direction
ie. How to turn your map in the right direction. How can this help you decide your direction of travel?
You could use some of all of these in your session:
Building on the previous session on Description, ask the students to create their own map of the area you are in (outline the boundaries for their map – this could be a classroom you are in, part of the school grounds, the whole grounds)
Introduce orientating the map – i.e turning it in the right direction! Explore how this affects how they hold the map as they move. 
Discuss orientating by eye – using the features they can see
Introduce and practice orientating using a compass
Explore compass bearings


Distance and Duration
Distance 
i.e how long will the journey be? How can you measure that on the map? How can you measure that on the ground?
Duration
	i.e how long will your journey take? How can you estimate the timings?

Scale
Discuss how scale is represented on a map. Explore how grid references can help estimate distance. 
Pacing 
Explore how pacing can be used to measure distance on the ground.
Timing 
[bookmark: _GoBack]Explore how timing can be used to estimate distance. Explore Naismith’s rule and link it to the maths/science curriculum through the equation Speed = Distance/Time	

Treasure Hunt
Split the group into teams of 3/4 students.
Using the learning from the earlier 4D’s sessions, spend time creating a map of the school grounds (or as much space as you have access to).
Give each team 5 orienteering markers. They must decide where to hide them and use their map to write a sequence of 5 clues including the 4D’s. Their map(s) and the first clue will be given to another team to follow!
Example:
Clue 1: Starting outside Reception facing S, follow the hedge SW for 300m. At the junction of the hedge and footpath follow the footpath 100m. Follow a compass bearing of 173 across the field to find the first marker.
Clue 2 [TO BE HIDDEN AT MARKER 1!). From your position in the field take a compass bearing of 70 and walk for 50m to reach the footpath junction.  Take the footpath which runs NW and follow it until you reach the SE corner of the fence. Walk in an S direction for 1 min to reach a bush and find Marker 2.
Clue 3 [TO BE HIDDEN AT MARKER 2] …. 

Teams must then go and hide their orienteering markers at the decided locations. 
Once all clues and maps are written they are swapped with those of another team and each team attempts to follow the other’s clue and maps!
