
TD1 or ‘White’ 
We often forget this one in our range of Colour Coded (CC) courses, usually 
because we expect only a very few younger children (if any) and when they come, 
we tend to direct them to do Yellow. That can be a mistake as a bad first run on a 
Yellow for an 8-year-old could put them off for life. The TD1 is really the course that 
is so easy that you just have to succeed. 
 

 
 

The course above is 1.4km, an ideal length for a TD1. Aim for that length but you 
may go to as little as 1km but no more than 1.9km. Notice that the control codes are 
sequential 41-48. There has been some discussion on the merits or otherwise of this 
and some think it is a good idea on a White course where the objective is to keep 
everything as simple as possible. An alternative is to have completely random codes 
that form no pattern at all. What is NOT helpful is to have ‘almost a sequence’ as that 
can be confusing for a younger competitor. Eg. I would avoid sequences like 41 - 42 
- 44 - 45 - 55 - 46 - 47. The start is on a path, not a path junction. The start must not 
be on a junction as a junction is a decision point. No leg on a TD1 should require the 
competitor to make a decision about which way to go… I said it was easy! 
 
Start to 1 is 200m run along a path with no decisions on the way. The length of that 
leg is ‘textbook’ perfect. All legs on a TD1 course should be ideally 200m. The 
description for 1 would be ‘path junction’. On the ground (and this is really important) 
the control would actually be sited on the exit side of the junction, so that once the 
competitor had dibbed, he or she is already on the correct path for the next control; 
no decision to make. 



1-2 is also 200m and so is 2-3. The control at 3 would be a metre or two along the 
northern path from the crossing. 
3-4 may be bit shorter than the optimum 200m but there is a junction at 4, a decision 
point, which must have a control on it. 
4-5 is again the ideal 200m, and the ride crossing the main track may not even be 
noticeable but the competitor will probably see the control a long way off. That is fine 
for a TD1 course. 
5-6 should just be a nice fast run in the same straight line, giving a sense of pace 
and progress. Note that if there was no narrow path crossing at 5 I would still place a 
control there. Given that there are no other features on the path nearby, I would 
simply place by the path and the description would simply be ‘path’. It appears that 
control 7 spoils the optimum 200m distance rule. Yes it does, and if there was no 
decision to make there, we could miss it out, go from 6-8 and have yet another 
perfect 200m leg. But 7 is essential to ensure the competitor heads away NE. The 
control of course is sited a couple of metres on the NE exit path. Control 8 is sited in 
the middle of a complex junction of several paths. It would be sited so that once 
dibbed, the competitor would be in no doubt which way to head for the finish. 
 
TD2 or ‘Yellow’ 
This is the course that an older child could do as a beginner. The ideal distance is 
2.5km so aim for that; no less than 2km and no more than 2.9km though. Let us now 
go around the TD2 course below. 
Start to 1 is about 350m and that is the recommended maximum leg length for TD2. 
Try to vary legs between 200m and 350m. On the way to 1 there is one major 
decision to make and another minor path to cross. Two decisions is the maximum 
allowed on a TD2 leg. 
1-2 is a bit shorter, may be 300m. Try to observe the good practice of siting the 
controls on the exit side of junctions. (For TD3 and upwards, this ceases to become 
necessary). 
2-3 is a shorter leg (200m) but this is the one where an unwary competitor could 
easily go wrong. Shortly after leaving 2, he or she could enthusiastically gallop past 
the junction at which a right turn is required, especially since the competitor is 
leaving a large ‘fast’ path for a smaller, narrower one that may be difficult to spot. 
Planning on a map alone is risky. The planner would need to visit the site to see 
whether that junction is clear enough. If not, I would simply put an extra control on it. 
3-4 is a nice down-hill run towards a pond. To add variety, as the pond will be visible 
from the path and only a few metres away, it is reasonable to site the control on 
“pond, west edge” if only to add some variety to the control descriptions. TD2 
competitors are allowed to leave a line feature for a few metres as long as they 
cannot lose sight of it. For instance, had the pond been 25m away surrounded by 
dense trees so that it was not visible from the path, then it should not be used. 
 



 
 

 
4-5 has a decision point immediately after the pond and another one to turn left and 
head up hill. 
From 5, some planners may consider missing out 6 and going straight to 7; it would 
certainly be a reasonable leg length. However, it would break an important rule about 
route choice. No route choice is allowed in TD1 or TD2. Without 6, a competitor 
would be faced with two choices of route. 
7-8 is on a path / ditch crossing right next to another path, so the competitor has to 
make a decision immediately after dibbing and then another one before reaching 8. 
8-9 requires crossing a stream. May be it is a small stream all the time. If it is fast 
flowing or deep, it may be unsuitable for safety reasons. Only a site visit or local 
knowledge would enable you to know. Younger competitors may enjoy crossing 
streams but often it takes their concentration off the map and they wonder (and 
wander) afterwards. 
9-10 should be a ‘fast’ path run with a short leg from 10 to finish. It is always good 
practice in any course to have a short last leg. 
 



Please bear in mind that the TD of a course is measured by its most difficult leg. So 
a TD1 (White) course as above would become a TD2 simply by introducing one leg 
with a decision point. Eg, removing say control 7 in the white course would make the 
course a TD2 and a very poor TD2 course at that. The aim is to keep the TD 
consistent throughout the course and for that matter from event to event. It should 
not be the case that a Yellow has been planned with a ‘couple of Orange legs’. It is 
then in fact a TD3 (Orange) Course with lots of Yellow legs and not at all 
satisfactory. Consistency across events is important. TD2 is TD2 and a competitor 
should expect the same standard of course at each event and therefore the same 
(approximate) time. 20 - 30 minutes on a Yellow and around 15 - 20 minutes for 
White are reasonable. 
 
TD3 or ‘Orange’ 
For our Orange course, we go to Pembury Woods. The map extract below shows an 
Orange course with its control descriptions, reproduced at about 1:10000. TD3 may 
be the course for an adult beginner who is reasonably confident with map-reading, or 
an improving youngster probably at secondary school who has already completed a 
few Yellow courses. TD3 is the designated standard for M/W12. With juniors, the 
physical difficulty and hazards such as road crossings of any kind should be 
considered very carefully in risk-assessing the courses. 
The start is on a path, not a path junction. Unlike TD1 or TD2, the start could be on a 
junction though it is preferred that competitors just ‘get going’ at the start and don’t 
have to think for too long. 
Start to 1 is a 200m run along a path then a turn off to the right to find an earthbank 
near the path. It is not necessary that the control is visible from the path. What 
matters is that the feature is close to a good attack point, in this case a path junction. 
The length of that leg is fine. It could have been shorter or much longer; there is no 
absolute restriction on leg length with Orange, though it should have controls 
relatively frequently. 
 
An Orange course should be between 2.5km to 3.5km in length including 0.1km for 
every 10m climb. In our example, the actual length of the course is 2.6km but the 
height climb of 80m means that its ‘length’ should be considered as 3.4km. You 
would expect about 10-12 controls on most Orange courses and it would be rare to 
have a leg of more than 400m. 
1-2 provides a short leg with a simple choice of route and several decisions. It is 
likely that the three pits are close to the paths and probably visible from them. That is 
fine. The paths around the pits act as ‘collecting features’. 
2-3 also has route choice, though the likely route would be out to the larger path to 
the west. The competitor should notice the bends in the path and count the junctions. 
If control 3 is overshot, there are paths close to it that will catch the competitor from 
going too far beyond it. 
3-4 is likely to lead the competitor along the path next to the stream. Using distinct 
earth features, such as depressions or knolls makes for more variety than typical 
TD1 and 2 courses. The depression appears to be close to the path and probably 
visible from it. If not, this site would need to be used with caution as leaving the path 
adjacent to the depression too far north could result in wandering NE towards a high 
fence or north towards the main grid power line. However, these collecting features 
should still be effective though they are a little further from the control than desired. 



4-5 allows the competitor to experience ‘corner-cutting’ if they so wish. There is the 
‘safe’ option of following a longer path route virtually all the way. 
5-6 should just be a nice fast run along the path near the stream. It is likely that 
control 6 will be visible from the path. 
6-7 provides another corner-cutting option over a fairly short distance but again there 
is the option of getting there on paths alone. Note that when corner-cutting, the 
competitor may use the compass to follow a rough bearing or even to aim off for a 
longer leg. The main thing to consider is that it should always be possible to get from 
one control’s attack point to the next control’s attack point by following line features 
alone. 

 
 

7-8 is likely to be approached from the path junction 50m NW of control 8. 
8-9 offers a choice of two path routes (and the remote possibility of a straight line 
run). The control is likely to be attacked from either the SE or NW along the 
vegetation boundary on which the small depression and control are sited. 
9-10 offers a challenging leg with good route choices and lots of variety. Some may 
well head SE in a straight line though most would take a path or ride route most of 
the way. 



10-11 is a chance for a quick corner-cutting sprint near the finish and 12 - Finish 
offers a similar challenge. In the case of the last leg, the path route to the finish 
would involve climbing too high then descending again to the finish banner. Time 
would probably be saved by an accurate straight-line sprint. 
 
In general the Orange course provides the following: 
Route choice; corner cutting; rough compass bearings; use of some distinct earth 
features; several changes of direction; leaving the security of a line feature; having a 
collecting feature fairly close beyond each control. In planning an Orange course, 
some of the Yellow course controls could be used. This would be most appropriate 
for instance where the Orange course jumps cross-country from one control to 
another, whereas the Yellow course might have had other controls in between. The 
Orange competitor then has the choice of cutting across, or going around as if on the 
Yellow course. As ever, consistency across events is important. TD3 is TD3 and a 
competitor should expect the same standard of course at each event and therefore 
the same (approximate) times. 25 - 40 minutes for an Orange course is reasonable. 
 
TD4 or ‘Light Green’ 
The next level is TD4 and this belongs only to one colour coded course; Light Green. 
It is always around 3.5km in length and is intended to bridge the technical gap 
between Orange and full technical courses such as Green, Blue and Brown. 
However, in many areas of the UK, TD4 is about as technical as the terrain will 
allow. In the SE region there are very few areas that could support TD5, the hardest 
level. 
 
So what is TD4? 
Controls should be on any feature not requiring map reading through complex 
contours. This does not preclude areas of complex contours, provided there are 
other means of navigating in that area, for instance a water course, large knolls or 
rock features. Courses should have as few controls as necessary and involve legs of 
varying lengths, changes of direction and route choice. The main features of TD4 
that separate it from TD5 (the most technical) are as follows: 
For TD4, there should be a 'collecting feature' behind every control. This means that 
if the competitor runs past a control and continues in the same direction, he or she 
will 'soon' arrive at a line feature or very large landmark such as a lake! This acts as 
a 'safety net' and prevents the competitor drifting off course too far. However, the 
definition of how far away the collecting feature should be is unclear. It ties in with 
another condition of TD4, i.e. that errors should not be expensive in time lost. 
Suppose a control was placed in a small depression in technical woodland. Though 
there may be (and should be) other features nearby to aid navigation, there is no 
path, road or line feature within 300m of the control. That control would be TD5, 
probably in Scotland. Now imagine the same control with a forest road running 100m 
north of it and a footpath 100m to the south and a stream to the east. It is now likely 
to be TD4 and quite possibly in Kent. I have studied most SAXONs maps and many 
of the areas support no harder than TD4. Therefore, the planner needs to be careful 
to follow the rules. If the Green, Blue and Brown courses are to be 'the most 
technical courses', then there might be a temptation to make the Light Green a bit 
easier. This would be wrong if the area supported only up to TD4. In such a 
circumstance, all courses of Light Green and upwards would be TD4. Finally, when 
planning Light Green in our area, I would offer this advice. Plan to make an 



interesting and challenging course encompassing all that makes good orienteering; 
changes of direction, varying leg lengths, route choice. Do this as if you were 
planning Green, Blue or Brown. Then afterwards, take yourself through the course 
and on each leg, determine whether there is a catching feature soon after each 
control, whether a mistake is likely to be expensive in time lost or whether there is a 
need to deploy map reading through complex contours. If any of those requirements 
are compromised then consider re-siting the offending control(s). 
 
TD5 –Green, Blue and Brown  
This is often described as being ‘as technically difficult as the terrain will allow’. None 
of our areas in Kent support true TD5 as there are simply too many line features or 
‘catching features’ too close together. However, this article will hopefully help 
planners to make the best use of our areas when planning Green, Blue and Brown 
colour courses which should be as technical as we can make them. Significant route 
choices should be available to the competitor. It may be that a long leg on a Brown 
course has at least three feasible routes, all of which are of similar duration. Beware 
of having a Brown course with all controls near to paths as it will result in little route 
choice and extensive path runs. This will not impress competitors unless they are 
keen runners who do not like navigating! As far as possible the planner should 
ensure that running is off paths and requires navigation on contours, spurs, re-
entrants, marshes and the like. I recall an event many years ago on High Pike, 
Cumbria where a Brown course had just 13 controls, with one leg being 2.2km in 
length. The competitor had a choice of three significantly different routes for that leg. 
It required concentration and map contact. The ideal Brown course was always 
considered to be one where the sum of the two longest legs added to at least one-
third of the total course length. So, for example, a 9km Brown course would have its 
two longest legs adding to >3km. In the south-east, this is not usually practical as 
legs approaching 1km in length are likely to be run along a nearby path system. 
 
Whilst a good technical course should have a few long legs, these should be 
interspersed with short, technical legs requiring several changes of direction. 
The planner should not be tempted to compensate for technical ease by having 
too much physical challenge. I recall a Brown course once where the competitor was 
expected to climb 75m to a control site that was fairly easy to find, only to descend 
down the same hill by reversing direction. This is viewed as gratuitous climb that 
serves only to aggravate the competitor who is primarily seeking a navigation 
challenge rather than a physical one. Good planning will usually result naturally in 
about the right amount of climb, which should not exceed 5% of the distance of the 
course. Roughly contouring through a large section of sloping forest with height 
losses or gains of one or two contours per leg is preferable to zigzagging through it, 
climbing and descending to its upper and lower limits! 
 
If it is necessary to have a leg running along a track, for instance where it is required 
to move from one section of forest to another by one specified route, then 
immediately afterwards there needs to be some short, challenging, thinking legs to 
awake the competitor and remind him or her that there is work to do! 
Any feature at all can be used in TD5 planning. Simple, large or obvious features 
(such as buildings, path junctions, gates or large, isolated knolls) should be avoided 
as these are likely to be too easy to find. The exception to this should be when it is 
desirable to take a competitor through a specific gate, for example, in which case 



that gate to be control site. Look for the unusual features and use some of them if 
you can as control sites. Spurs, terraces, saddles and broken ground are not often 
used and may help to make a course more interesting. Controls must be on mapped 
features and not hidden. This applies to planning at all TD levels. The planner should 
avoid ‘bingo’ control sites such as an isolated small depression in the middle of 
500m square of heather, with no other feature nearby! Planners should show no 
mercy towards the competitor by looking for nice, nearby re-locating features; such 
practices are for TD4! A good TD5 course should result in large losses of time in the 
event that the competitor wanders astray. 
 
In summary, a good TD5 course should challenge the orienteer constantly with little 
or no ‘dead running’. It should use all the skills learnt previously; aiming off, route 
choice, macro- and micro- navigation, relocating and all with plenty of variety and 
interest. 
 


