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MANUAL OF MAP
AND COMPASS READING.

INTRODUCTION.

This book is in THREE SECTIONS specially t‘iesigned for MODERN
WAR. These sections are as follows:—

Section l. ‘“Map-sense, road-sense, and common-sense.”
This is chiefly guidance and information for D.R.'s, drivers
and other military road-users.

Section Il. “Getting the lie of the land.”
This tackles the problem of getting about dlfﬂcult and unknown
country with map and compass.

Section Ill. “Second Front Maps.”
An introduction to French and German Military maps, backed
up by French and German Language Vocabularies as applied
to Map Reading and Direction Finding.

Finally, this book was written in answer to the challenge thrown
out by the Axis..

“Blitzkrieg” demanded colossal Map Reading skill on the part of
the German troops. And British troops who escaped from Hong Kong
have testified to the excellent Map Reading ability of the Japanese
soldier, who advanced to the attack map in hand.

SO WHAT ABOUT IT, CHAPS? *
A. H. DICKSON.

Bristol.
17th April, 1943.
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SECTION I. “Map-sense, Road-sense, and Common-sense.”

CHAPTER 1.

Map-Handling.
Theory and practice.

Drivers and D.R.s will no doubt appreciate that ROAD-SENSE
is only gained through the hard school of experience.

The same thing applies to MAP-SENSE.
The essence of Map-reading is to be out on the road, map in hand.
So let us start with the district where you are stationed.

Get hold of a “One-inch” map of that district.
where with you. Study it in odd moments.

Use it to find your way about with, even if you know all the
roads backwards. Continually compare map with ground.

Remember that time spent in training yourself now will be well
spent when the Second Front opens. Jerry is a good Map-reader and
YOU have to be an even better Map-reader .

Information from the Map.
Make good use of the information contained in the margins.

Carefully study the Table of Map-signs in the left bottom margin
of your map.

These signs need to be treated with great respect. Indeed, a
magnifying glass is often helpful when reading these signs on the map.

Here are a few of the signs that you need to be careful about:—

Take it every-

Map-sign No. 1

Map-sign No. 2

Remarks

Church-with-Tower

Church-with-Spire

Useful landmarks.

B e

Railway cutting

LAANAANANN MR N ha .,
M T T O R

Railway embankment

Tactical importance
(Tank obstacles:
cover)

Fenced road

Unfenced road

ML

~L-

ROAD

ROAD

11
/>
Railway over road,

“Railway arch.””

Road ove; Railway.
“Railway bridge.”

“Fence” might mean
ditch, hedge, wall.
Prevents vehicles
making quick getaway
from road.

Useful landmarks.
Usually strong tactical
points.

FIG. 2.
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Here is the Iay-out of a typical One-inch map:—

Title @
Scale
Line

Map- ﬂ

signs v\ 7 =

FIG. 1

North
Direction

17777%——Neighbouring Maps

GOLDEN RULES ABOUT MAP-SIGNS.
1. When in doubt refer to the Map-signs Table in the map-margin.
2. The best way to learn these Signs is through experience.
Constant use of the map out-of-doors will soon teach you.
Folding the Map for Road-use,

MAP BEFORE FOLDING.

DIRECTIONS MAP AFTER
: DOTTED LINE SHOWS
FOR FOLDING WHERE TO FOLD. FOLDING
[T itle ‘
Fold Back \ x
the Margins \
N
Fold in Two'
Long-ways

AN

Fold in Two

DN

Twelve Sections
“Concertina-
ways”

‘ FIG. 3

Broad-ways
ﬂ@ Left Half
Folded
Fold each
Half into Left Half
Three Equal Both
S Halves
Right Half Folded
Map Ready
i 'Q \ for Use
Map Folded in ol VY

NN

1/12th original size
(2) Each of theli2
Sections readily
accessible




Holding the Map Correctly.

Choose a nearby cross-roads that you can easily identify on the

map.

Take your map there and carry out the following map-drill:—

1. Fold the map as directed. (Figure 3.)

2. Look for the section of the folded map that will show the cross-
roads where you are standing.

3. Juggle the map-folds till this section comes on top and the
sections you don’t want are tucked away under it.

4. Now hold the map in your LEFT HAND, with your. LEFT THUMB
NAIL marking the cross-roads. (Figure 4.) f

X Left

Hand

/ FIG. 4. .

Make a habit of ALWAYS carrying out the above map-drill when

you take the map on the road for use. The advantages are:—

1. Saves much valuable time.

2. Map is now convenient size for stuffing into Battle Dress trouser
pocket.

3. Your right hand is free for rifle or field-glasses (or cigarette!).

4. The map makes a much smaller target for enemy snipers.

5. The wind doesn’t flap it about.

Setting the Map by Road Features.

Setting the map simply means TURNING the map to the correct
direction where all the map-signs correspond exactly with the surround-
ing features.

When the map is set, North on the map will point to North.

Carefully study Figure 5:—

Distant Church Tower
Railway

/ P
_21 i T""e”( S

Straight Road g
i e ’e'&‘“
L1 T G

~

Ras ~ 7
a’/“‘a}. i

FIG. 5
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Note the following points from Figure 5:—

Map is set by turning it till map-road is parallel with the actual
straight road in front of you.

Your position is checked by the church tower.

Thﬁ map-setting is checked by railway to left and stream to the
right.

An additional check might well be the distant railway arch.

In Figure 5, by the luck of Old Harry, you so happen to be facing
the North. You know this because:—

(a) Your map edges are dead upright.

(b) The. map-sign for Church-with-tower is dead upright.
Remember that when setting a map it is one chance in a thousand
that will find you facing due North as in Figure 5.

Now look at Figure 6.

T -§
T N
FIG, 6. /‘ﬁ E-l_w

Here you are facing due South. You know this because:—

(a) Your map edges are dead upright.
(b) The map-sign for Church-with-tower is UPSIDE DOWN.
(¢) If there were any printed place-names on the map, these would be

School

UPSIDE DOWN too. Now look at Figure 7.

Note the following landmarks:—
Left and right FORK ROADS ahead.
2. Church-with-spire on corner in front of you.
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3. Pub over on right (an “Inn” in map-language).

4. School building over on left. (Shortened to “Sch.” on most maps.)
- Note that you are facing South-West this time.

An extremely careful study of Figures 5, 6 and 7 should give you
all the information you want to know about setting the map by road
features. Here are a few GOLDEN RULES:—

l. Check your map setting by every means possible. It is better
to spend a few minutes at the outset of a journey setting your map
properly, and studying your route carefully, than to get away in a
hell of a hurry and finish up in Paris when you wanted to get to
Berlin!

2. Don’t get all hot and bothered if you set the map correctly and
then find that the map-printing of signs and place-names is all
about-face and upside down. This printing is only upright when you
are facing North.

Reading a Map Reference.

Did you, in those piping days of peace, ever listen-in to a Cup
Final Broadcast?

Perhaps you may recall the “Radio Times” plan of the football
pitch, all carefully split into numbered squares; you know: “Jones has
got the ball in Square 1, passed it to Brown in Square 2, ... he’s
shooting . . . yes . . . good man ... GOAL!”

Well, thanks to Adolf Hitler, we shall have to take regretful leave
of the numbered squares of the football pitch, and come to the num-
bered squares of the One-inch map, this time for the brutal game of
WAR.

In the bottom margin of most One-inch maps there is a complete
explanation of the Map Reference system.

In case your map has not got this explanation, let us see how the
numbered “Grid” Squares work.

The squares are usually in violent purple.

Each line has a two-figure number.

To indicate a square, take the left-hand bottom corner of that
square, and read off the number of the upright line, followed by the
number of the horizontal line. (See Figure 8.) s

24

% Pl . S1aa8
23 //A FIG. 8

B |- 574225 or 574226

S61222 /1. aieie t




The shaded square is called Sq. 5623.

To give a more exact indication of position, we use SIX-FIGURE
MAP REFERENCES. Example:— ;

In Sq. 5722 there is a Church-with-tower.

To indicate its position by a Six-figure Map Reference, imagine
that the upright. lines 57 and 58 are really 570 and 580. Then halfway
between these lines would be 575.

But in Figure 7 above the church is not at a point halfway between
570 and 580. It is slightly nearer to 570 than to 580.

Very well, call it 574. g

What this extra fqur means, is four-tenths on the way to 580.

On the horizontal lines, the church lies between 220 and 230. It
is slightly more than halfway, so call it 226.

Then we see that the six-figure map referencé of this church is
574226. Study this very carefully indeed, and make sure you under-
stand it.

Note that the BASE of the map-sign is taken as showing its exact
map-position.

Similarly, in Sq. 5622, the Church with-spire is at Map Referenze
561222; and in Sq. 5723 the Wind-pump is at Map Reference 57823%.

Once you have got the hang of this, get hold of your friend and
practice reading map references to each other until you are fairly
QUICK and DEAD ACCURATE.

Measuring Road Distances.

Convoy work on the roads and despatch riding demand accurate
measurement of road distances, from the point of view of estimated
petrol consumption alone.

Let us start with short distances first. And from the point of
view of the driver, not the quartermaster in charge of petrol.

The first GOLDEN RULE in all measurement is to JUDGE or
ESTIMATE first, and to MEASURE afterwards. This rule is followed
throughout this Manual.

The driver should aim at judgment, QUICK judgment, likely to
be a TIME-SAVER in emergency.

On the One-inch map judgment of road distances is fairly easy,
as inches of map and miles of road are the only things involved.

Rough and ready measurement of road distances can be got by
looking at the Scale Line of the map, and trying out your fingers,
thumbs and knuckles on it. (See Figure 10.)
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Here in Figure 10 the three big fingers of one hand measure two
inches across. This is two miles of road on the map; something con-
crete for the driver to go on when he wants to quickly find out the
length of a road. Try this method. See how it works. i

Paper and Pencil Method of Road Measurement.

ROUTE TO BE MEASURED FIRST STEP
(From A to B)

<
./\\/———. B oy "
A ‘ A

Requirements:~— Starting from A, lay paper along
1. Straight-edged paper map-road as shown, corner of
2. Sharp pencil paper being at A

SECOND STEP THIRD STEP

Using pencil as a PIVOT, ease
At point C, where road bends | the paper round to follow the
away from piper, dig pencil | road. Point D is the next point
point into edge of paper where road bends away from

FIG. 11 PRper

Thus by alternately moving paper and pencil, the road-bends can
be “straightened out” and the distance of the road transferred to the ,
paper.

Now comes the question of applying the road-distance A to B to
the Scale Line. Assume that the distance is between two and three
miles (by judgment).
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Figure 12 shows the checking of your judgment. The distance IS
between two-and three miles.

FIG. 12 Pager T ok
e Distance AtoB.______5&F
L
1 0 ] 2 3 Miles
Now look at Figure 13.
FIG. 13 Paper 3%
= ai"
Distance A to B by
1 i
876543210 2 3 Miles

Furlongs

Note the following about Figure 13:—

1. The pencil mark on the paper is now opposite the 2-mile mark of
the Scale Line.

2. The Scale of Furlongs reads from RIGHT to LEFT, thus allowing
the number of Furlongs to be immediately read off.

Cotton or String Method of Road Measurement.
When paper and pencil is not available, but a length of cotton or
fine string is to hand, this method may be used.

Make the string follow the road, and apply the string to the Scale
Line for measurement.

.Let us take the same route as shown in Figure 11, and carry out
the following thumb-drill:—

1. Tie a knot in one end of the string.

2. Place knot over point A, and hold it there with LEFT THUMB.
3. Hold rest of string in right hand.
4

. With right hand, pull string out to point C, holding it tight there
with RIGHT THUMB.

5. Release left thumb from knotted end and move up close to right
thumb, at point, C.

6. Hold string tight at point C with left thumb, moving right thumb
on to point D.

And so the string is “paid out” with the right hand, and the left
thumb continually moves up “one bound” behind the right.

In this way no slipping can occur, and much TIME can be saved.



Map-drill for SPEED in Finding Map References.

Since RHYTHM enters so very much into our lives nowadays, the
following drill attempts to put some useful, time-saving RHYTHM
into a very necessary Map Reading process.

Jitterbug enthusiasts might call this "twit.t'erbugging" with the
forefinger of each hand.

(Note that every fifth Grid line is numbered all along its length.)

STARTING POSITION

Squared
Map

L R

Left and right forefingers close
together at LEFT BOTTOM
CORNER of map

FIRST MOVEMENT

—

Upright
Line—

L R

Left hand remains still. Right
hand moves ACROSS to find the
required UPRIGHT LINE

SECOND MOVEMENT

_s\, Required
ﬂé/I/Upright Line

L R

Left hand joins right at required
UPRIGHT line

THIRD MOVEMENT

(and last)
Required
/, % l':{orizontal
ine
L
/L~
FIG. 9

VR
Left hand moves upwards to find
required HORIZONTAL LINE
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Using a Route Meter.

A great deal of thought has been given to the problem of measur-
ing road-distances on the map.

As a result, a useful little instrument has been evolved. This is
the ROUTE METER. (See Figure 14.)

FIG. 14

Needle and
Mileage Clock

) ————— Measuring Wheel
-A ROUTE METER
The measuring wheel is run along the map-road, and the mileage
is clocked-up as it goes.

This is a useful instrument to check your vehicle speedometer
readings with. It makes map-distances something very REAL to you.

The mileages on this instrument are usually made to confotm with
the scale of one inch of map to one mile of road

But it can easily be used on any scale of map in this fashion:—
1. Set it to Zero to start.
2. Run it along the required road.

3. Turn it about-face, and run it along the Scale Line till it goes back
to Zero again.

. 4. The point on the Scale Line where it will have reached Zero will

then give the exact length of the road.

All map-users should get one of these instruments. A watch-
maker or Army “tiffy” could easily make one for you.

Finale to Chapter One.
You have now plodded through the chief map-drill that is required.

You should now be able to fold, hold, and set a map ready for
use on the road; to read off a map reference, and to judge or measure
a road distance. Incidentally, you will have learned a few of the most
important Map-signs.

Speed in all these things will follow with practice. As with gear-
changing on a vehicle, these operations will all become automatic and
instinctive, leaving your “ACTIVE MIND” free to deal with other tasks
in hand.

Now we are ready to use the map on the road.
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CHAPTER 2.

“Map using.”

Following a Route with the Map,

Five minutes outdoor map reading will teach you more than hours
of indoor study.

All the theory in the world about First-Class roads, and Churches-
with-Towers will not beat your ABSOLUTE knowledge when you have
actually walked down a “main road,” map in hand, and crossed over
the road to have a closer squint at St. Michael’s or what-not church
over there, that is marked on the map as an ordinary Church-with-
Tower.

It is a good thing to go slow at first, walking along country roads
where curious folk won’t stare at you and your map.

Later, try to speed yourself up. This can be done by riding in
the front of a 'bus, map in hand, following the route as you go, or
riding in an Army truck with a map.

Foliowing a train route from the carriage window is good practice,
provided there are not too many cuttings to spoil your view.

Whilst on the road with your map, get yourself thinking in terms
of miles-per-gallon, miles-per-hour, North direction point, number of
miles done, time you should arrive at your destination, and road signs
or traffic sighs you should meet on the way.

“l should be in Oxford by three o’clock.”

“In another two minutes | should be going over a main cross-
roads, with a pub on the far right, and there should be a railway arch
visible up the left cross-road.”

“l am coming to a rather dodgey bend in the road—followed
immediately by a fork-roads.”

These are the sort of things you should be saying to yourself.

Map-signs and Road-signs.

. Let us now consider Map Reading in the light of the Highway Code.
Look at the Table in Figure 15.
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MAP-SIGN

ROAD-SIGN

REMARKS

<

STEEP HILL. Map-sign shows a
gradient steeper than 1 in 7 The
arrow points down-hill.

SHARP RIGHT-HAND BEND
The dotted white line on the
road becomes’ continuous as a.
CAUTIONARY SIGN at night.

LOW BRIDGE. Railway runs
OVER road. Good landmark.

. A0l

CROSS-ROADS.  Minor road
crosses a Major road. . You are
on the Major road. RIGHT OF
WAY.

4EE TN

n
e
O
=

1

CROSS-ROADS. Major road
crosses a Minor road. You are
on the Minor road.

FIG.

15

The above examples can be greatly added to. They are merely an
indication of the SPIRIT of Map Reading.

Further interest can be obtained by the examination of the white
lines painted on the roads, and the white signs painted beside them.
For they are practically your sole guide on a pitch-black night.

Now look at your map-roads and imagine yourself travelling along
them, both by day and night.
Road Landmarks, Night and Day.

A road landmark is a prominent feature on or near the road that
can be clearly seen from the road and easily found on the map.
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Besides the features dealt with in the Table in Figure 15, prom-
inent buildings beside the road are a great help as landmarks.

(It’s a pity the One-inch map cannot print the names of country
pubs, for they are excellent landmarks.)

Churches beside the road will not be good landmarks at night if
they are screened by tall trees. However, on a pitch-black night, if
you bend down low and look upwards, the tower or spire will usually
be plainly visible against the background of the sky.

Telegraph poles are useful. They can tell you which are the main
roads. L

Road-bridges over streams are sometimes a snare and a snag. Often
the streams are not visible from the road .and the bridge-work escapes
notice in the guise of a low brick wall.

House numbers in streets of large towns are useful. Most big
streets radiate from the centre of the town. As the town grows
larger, the streets are built longer, and so the numbers of the houses
get bigger. Thus you can fairly safely say that the house number signs
get bigger as you go out of town, and smaller as you come in to town.

Railways, rivers, the seashore, and- distinctive ridges of hills that
run beside the road, or maybe across the road, are useful landmarks.

It is useful to know the ups and downs of the route—how many
hills and valleys you must cross. This, and the question of direction,
will be more fully deal with later on.

Selecting the Best Route.

Here is some useful MAP-DRILL for when you have to go from one
place to another along a strange route, and have to pick the best way:—
1. Find your starting position on the map.

2. Find on the map the place you have to get to.
3. Carefully examine the possible routes.
4. Consider such details as:—
(a) LOAD you are carrying. If heavy load on lorry, avoid steep
hills; if important despatches on motor-cycle, QUICKEST route
may be needed.
(b) SIMPLICITY OF ROUTE—easy to remember—no ‘“dodgey”
forks where you might go wrong; it may be better to make
the journey a little longer and go by a main road where you
won't get lost. . :
(c) WEATHER CONDITIONS. If ice or greasy roads, then' avoid
steep hills and sharp bends where skids likely.
Decide on best route.
If no Security question is involved, clearly mark this route on the
map. BUT NOT IN INK!
Let us examine this Selection-drill a little closer.
Here is a way of examining the possible routes:—

. Call the starting point A and the finishing point B.

2. Mark A and B clearly on the map—either by sticking pins in them
or by laying your match-box and cigarette-case beside them. (See
Figure following.)

Ak
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Cigarette-

Match-

case box

10.

® N o un a

Connect A and B with a straight line (or lay a piece of cotton or
fine string along the map, keeping it down with match-box or
cigarette-case).

Look along this line, searching intently for roads, towns, or villages
lying on or close to it.

If there is a line of towns or villages, carefully examine the roads
connecting ‘these.

Mark in the possible routes by faintly ringing the towns, cross-
roads, or by other landmarks.

Now consider your circumstances—vehicle, load, urgency, weather
conditions, etc. .

In the light of these circumstances, carefully search each possible
route for gradient signs, sharp bends, low arches, or bridges unable
to carry a heavy load. Some of the routes will thus be eliminated.
Now compare the remaining roads from the point of view of
surface, distance, by-passing of congested areas or any possible
contingencies not already taken into account.

As a result of this comparison, you should now have little trouble
in selecting the best route for your purpose.

All this sounds complicated, but with a little practice you develop

your own system for route-selecting.

Your map-sense, road-sense, and common-sense will do the job

for you.
Memorizing the Route.

Ask yourself first, WHY do you want to memorize a route?

Some probabilities may be:—

Having no map of your own, you may have to take a quick look at
somebody else’s map before setting out on a journey. In this case,
if you have time, a route-card, route-panel, or sketch-map may
help you. More of this later.

You may not wish to constantly refer to your map, or follow the
route with your map. Indeed, if it were dark, or if you were
motor-cycling, it would not be possible to follow your route with
the map.

Let us deal with the second probability first of all.

You wish to memorize a route to save constant reference to the

map. In this case the route has either been pointed out to you by
a senior or you have selected it yourself.
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Now if you have carefully selected it yourself, this fact will
already have impressed the most important details of the route on
your mind.

But if the route has been selected for you by another person, then
its main features must be studied by you.

Here are some rules that may help you to memorize:—
1. Look at the route intently, trying to set the map and picture the
roads as though you were travelling along them.

2. Try to get a general pattern of the route in your mind’s eye. If
you are very lucky you route may be shaped like a huge “W,” or
“V,” or “N,” or “U,” or “M.” Look for this type of thing. If the
route has a distinctive pattern, a simple pencil sketch jotted on a
scrap of paper will help to impress it in your mind.

4. Remember that routes consist of FOUR main elements—DISTANCE,
DIRECTION, LANDMARKS, and TIME. Study the route in terms
of these.

5. If your route goes through a series of towns, think of these towns
in their correct order. If there are, say, five towns to be remem-
bered, take the initial letter of each town in the order in which
they occur, and see if they mean anything, or make a pattern. For
instance, Lingfield, East Grinstead, Forest Row, Maresfield, Uckfield
is fairly easy to remember because it makes L. E. F. M. U., lefmu.

6. If you are driving, or motor-cycling, or have some problem on your
mind, don’t try to remember too much at a time, but rather split
the route up into stages or bounds, memorizing one bound at a
time. In this case, five “directions” will probably be the most that
you can remember at a time—"Left fork, straight over cross-roads,
third on right, first left to round-about.” In fact, you'll be very
good if you can drive AND remember all this at the same time.

7. WHEN IN DOUBT, CONSULT THE MAP.

Route-cards, Route-panels and Sketch Maps.

A Route-card is a post-card or paper containing a clear lay-out of
all essential information required for going from one place to another
without using a map.

We have previously seen that a route consists of four main
elements—Distance, Direction, Landmarks, and Time. Together, these
four make a distinct pattern of shape and time.

In making out a Route-card, allowance must be made for the scale
of map from which you are taking the route, for the length of the
route itself, and for whether it is a simple route along main roads
from one town to another, or a complicated route to a pin-point
reference along tricky roads.

Since we have only so far been dealing with the One-inch map,
here is a specimen Route-card taken from the One-inch map of Ports-
mouth and Southampton (Sheet 132). (Figure 16.)
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Distances . .
Map Direction :
Reference st L:::]Yneairk‘s of Travel Instructions
127307 COWPLAIN | Starting S.W. Through WATER-

(main road) point LOOVILLE

X-ROADS ; )
117291 (minor Foad) 11 miles N.W. TURN RIGHT

ovala. L RRCAES SE2L milss ML, i, Beeb ATRAIGHT

WINDMILL
A TURN LEFT through
main ') roug
QRN ‘fmage 3 mile W | DENMEAD VILLAGE
street)
os3ie | FORKC |300yards | W | Fork RIGHT
Road- s
089319 Junetion 1 mile w TURN RIGHT
R FORK RIGHT
Bany | ISR ymile | NW. | PASSING SCHOOL
: ON LEFT
085329 | Fork-Roads 1 mile N Fork Right

WOOD ON P
084331 RIGHT 200 yards N.W. Destination
FIGURE 16

Now this Route-card (Figure 16), is rather elaborate. Here are a few
explanatory notes:—

1. Map References. In this case they were put in because the driver
had a faulty vehicle, liable to break down. He therefore wanted
some idea of his position in case he had to telephone for help. Map
references might be useful for reconnaissance purposes, where a
driver could note items of importance along a road, such as bomb-
craters, blown-up bridges, trees blown across roads, or flooded
sections of road.

2. Landmarks. The WINDMILL was included in this case because it
was daylight. But if it were a dark night it would probably not be
seen from the road.

3. Distances. These can be a useful check as to your position.

4. Direction of Travel. In this case the driver had a good know-
ledge of sun-lore, and checked his route by the direction of the
sun-shadows. (See Section Il.)

5. Instructions. These were clear and simple.

But what about this Route-card as a whole?

Some drivers might have preferred it written out as a short
account, like this:—
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“Waterlooville. Main X-roads.

y Turn right, three miles, turning left at second X-roads.

Through DENMEAD, forking right at Inn.

Aghin fork right, passing School on left.

Half-mile further on, fork left.

Wood lies on right 200 yards past fork.”

(Compare this with the Sketch-map, Figure 17.)

Supposing you wanted to make a Route-card for a really long road-
journey, say of 200 miles.

In this case, of course, you would take your route from a Motoring
Map. (The subject of Motoring .Maps is dealt with later.)

Your Route-card might have these headings:—

Names of chief towns on route.

Mileages between these towns.

Estimated speedometer mileages for each town.

General direction in which travelling.

Any really big landmarks, such as Geographical features—rivers or

ridges of hills crossed; well-known lakes or mountains passed;

industrial belts of “Black Country” or Coal-mining areas passed
through; or any other features of significance such as Fenlands or

Forest Belts.

6. ESTIMATED TIMES OF ARRIVAL AT EACH TOWN. ‘This is
important as it gives you a target to aim at. “| should arrive at
Coventry at 3 p.m.”

7. Serial numbers of any Sketch-maps appended. These Sketch-maps
may show tricky routes along side-roads, or give detailed instructions
for getting to an exact destination in some obscure part of the
country after you have left the last big town on the route.

For the purposes of getting about in the United Kingdom, all you
would really want to know would be the names of the chief places
on the route, and the estimated speedo-readings and times of arrival.
The sign-posts and A.A. men would supply the rest.

Sketch-maps.

A Sketch-map is a simple yet clear sketch of the chief information
you want concerning a route. )

Drawing a Sketch-map will help you to memorize a route, because
the PATTERN of the route is in this way emphasised.

Wood

MV =

Finish

Start

Waterlooville

















































































































































