
LOC / WAROC PLANNING COMPETITION     1. GRAYTHWAITE 

The judge has provided this recipe for success! 

Your mission is to plan a Brown standard course for an imaginary Cumbria Galoppen event. 

You will not be judged on computer skills or presentation. Please have a go if you have never 

planned before – planning can be fun and creative once you get started. The judge will be looking for 

courses that he, personally, would like to run. So best read his notes below! 

Aim to make your course fun, fair and challenging. Before you start, have a clear idea of how you 

intend to achieve this – what challenges you want to include. A list of these, roughly in order of 

priority, is given below. It is probably impossible to cram all of these into the same course. There are 

always constraints - such as the nature of the area – and you will need to make compromises. A 

good course is one that makes the most of the available terrain. Ideally, your course should test as 

many different orienteering skills as possible – for example: fine-o (accurate map and compass), 

rough-o (covering the ground quickly on a longer leg) and route choice, all in a variety of terrain 

types.  

How to bake a tasty course 

Ingredients: 

- A minimum of ‘dead running’, ie easy orienteering along linear features, and a maximum of running 

‘off-piste’. 

- Variation in leg length. 

- One or more longer legs –two or three times as long as the average. If the best route is obvious it 

should not follow paths and linear features. Because this is a long-distance-style course, longer legs 

are a priority, however even in middle distance or sprint it is good to include one or two longer legs. 

- Route choice – where the best route is not obvious. If a leg offers plenty of route choice its ok if 

some options use paths.  

- Short, fine-o legs – perhaps in a complex area – perhaps a series of them that slalom around. 

- No excessive, unnecessary climbs, ie straight up and down a massive hill! Overall climb less than 5% 

of course length, ie 500m in 10km). 

- Variety of terrain – legs / controls on slopes, in low visibility, complex areas, vague areas. 

- On most areas, a TD5 course should be made as technically difficult as possible whilst remaining 

fair. Never deliberately dumb-down! 

- Direction changes 

- Correct length for required winning time. In this case about 60 mins or 7.5km. However this should 

not be given a high priority – more important to set the best orienteering course, even if its 10 

minutes out either way. 

- It goes without saying that a course should always be fair – luck should not play a part – as well as 

safe - runners should not be put in mortal peril! 

 



Cooking: 

It helps to do things in a certain order: 

1. First of all, look for good longer legs – 800 – 2000m. These should either offer route choice 

options, or involve running straight through the forest rather than along paths. Lakes terrain 

is often not suited to longer legs – there may only be one or two good ones per area – so it is 

important to find them first, then fit the rest of the course round them. It may help to print 

out the map and draw lines with a pencil. Try adjusting either end of the leg until the best 

route is not obvious. Imagine you are the competitor – which way would you go? 

2. Circle any complex or interesting areas where you may want to set a series of shorter legs. 

3. Identify areas that may offer challenge or variety – for example sloping, low visibility, flat or 

vague terrain. 

4. Put everything together. You can place the start somewhere that helps you do this. Keep 

juggling things to make a course of roughly the right length. Use cross-overs if necessary. If 

part of the course looks rather dull, try again with a different course shape. Treat it as a 

puzzle to be solved. Be creative! 

 

 

Nb – Do not include descriptions, just give the course length and approx. climb. 

 


