
Competitive Compass Game Instructions 

This compass game is designed to teach the elementary compass skills for taking bearing, step counting 

and measuring the height and/or width of items.  Upon completion of the game a scout will have 

completed all of the requirements for First Class Rank requirement 4a.  Please note all 9 holes or 

challenges must be completed in order to fully meet the one-mile requirement. 

 

 

LOCATION: 

This orienteering course is located in the grass area behind 

The Church of Jesus Christ of Latter-Day Saints building 

located at: 1201 Paseo Camarillo, Camarillo, CA 

 

EQUIPMENT NEEDED: 

Each player will need a score card, a pencil and a compass. 

 

PRELIMINARY INSTRUCTIONS TO PLAYERS: 

Have each player determine how many steps it takes to walk 100 feet in a straight line.  The church 

parking lot can be used for this purpose.  Starting at the flag pole you should find a starting marker and 

as you proceed West along the curb you should find additional 50’ and 100’ markers.  Players should be 

careful to walk with a normal step and should cover the course twice, noting the average number of 

steps taken.   

 

 

 

 

EXPLAIN HOW TO USE THE COMPASS: 

With the compass, turn the 360˚ dial to place the desired bearing along the index line.  Without 

changing the dial setting, hold the compass horizontally so that the direction of travel arrow on the 

transparent plate points the same direction the player will walk.  Then turn the player’s body, (Do not 

move the compass) until the red end of the magnetic needle points to the “N” on the dial.  Now, the 

player and compass are oriented to the intended direction of travel.  The player walks the number of 

steps indicated and repeats the process for the next bearing. 

  



PLAYING THE GAME: 

Like the game of Golf, the player will play 9 holes or challenges.  The “Starting Point” for each hole is the 

flag pole near the parking lot. The player will then travel according to the bearings and distances 

indicated for each hole.  Upon completing the “Hole” (2 or 3 legs), the player should end up near one of 

the baseball diamond fence posts.  Each of the fence posts are labelled with a number 1 through 25 as 

shown in the picture below. 

The player will write down the number found on the pole that is nearest to where they ended up at the 

end of the last leg of each hole.  If the player doesn’t end up within 25 yards of a pole then they might 

have made a mistake along the way and might want to start the hole over again.  After completing each 

hole the player will repeat the process again for the next hole starting at the flag pole. 

 

THE SCORE: 

The leader will have the correct destination of each hole.  The player will receive a point for each pole 

away from the correct destination.  For example, if the correct destination for the hole was pole number 

6 and the player ended up next to pole number 9 then the player would receive 3 points.  Likewise, if 

the correct destination for the hole was pole number 22 and the player ended up next to pole number 

20 then the player would receive 2 points.  Like the game of golf, the player with the LOWEST total score 

wins. 

 

CORRECT DESTINATIONS: 

The correct destinations are stored on a separate sheet for the scout leader.  Please email Andrew at 

AndrewMTree@gmail.com to receive the correct destinations. 
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