Troop 116


Orienteering Race Rules
The object of orienteering is to locate all the checkpoints in order, in the shortest amount of time. The game is easy and fun and best of all there are only a few rules: 
STARTING (Used on ALL races)
You must check out at the Start before you begin your course. The Starter records every name, course, and start time to keep a record of who goes out in the woods. This way if someone gets lost or injured, we can initiate a search and rescue.  
We use "staggered starts" and start competitors in intervals so those on the same course cannot follow the person in front of them. Once the starter gives you your start time and says, "Go," you may start your course and you have three hours to finish.
GENERAL RULES (Used on ALL races)
1. Competitors who have prior knowledge of the course that will give them unfair advantage should not participate.
2. The use of any navigational aid other than a compass is prohibited, including, electronic compasses, GPS devices, altimeters, and pedometers.

3. Competitors cannot use outside help nor collaborate with other competitors.

4. It is unfair to profit from the skills of other competitors.

5. Competitors must move over the course as quietly as possible, so as not to disturb or aid fellow competitors.

6. All competitors should be aware of how danger areas are identified and avoid them.

7. It is a competitor’s duty to help anyone that is injured, regardless of which team he is on.

8. Competitors must not damage the competition terrain (Leave No trace).

9. Competitors most close all gates and barriers that they may have opened.

10. Competitors must stay out of yards, gardens, planted fields, limited-access roads, railway corridors, and areas marked “Out Of Bounds”. The only exception to this is if permission has been given in the race instructions.

11. If competitors have not completed the course in 3 hours, they must report to the race authorities at the finish line and turn in control cards and maps.  They must not remain on the course past the competition close.  Competitors must never leave the course area without informing race officials.
SPECIFIC RULE (Changed according to specific race)
1. Navigate to each control in sequential order. 

2. Punch in the correct square on your punch card. 

3. Do not move or mess with the controls.  

4. Do not ask for or give assistance, unless someone says they are lost or injured. 

5. Do not follow other competitors. 

6. Return to the finish area within 3 hours, regardless of whether you finished the course or not, or by 3pm whichever comes first. 
