
FORWARD: Event Rules

FORWARD is a day-long incident hike for Scouts and Guides. The objec#ve is to go around the course

in the direc#on assigned, complete all the checkpoint challenges, and then return to HQ within the 7

hour #me limit. 

Team scores depend on (in this order of importance):

1. Scores at the challenge bases (performance, teamwork and conduct).

2. Scores on the observa#on quiz.

3. The #me taken to complete the course.

During the day, teams may be unsupervised for periods of #me but must s#ll follow the rules. Event

staff  will  be  travelling  around  the  course  and  monitoring  teams  from  a  distance.  Any  teams

suspected of breaking the rules will be reported to HQ. Local landowners and residents will have

contact details for HQ and any complaints from them will be treated severely.

The kit list will be checked before each team starts to ensure they have followed the rules.

Teams must contact HQ if they have not visited a checkpoint or been in contact with HQ for two

hours to help us keep track of their progress. Points will be deducted if teams fail to do this. Event

staff may contact teams using the event phone or other phones. We expect teams to answer these

calls.

All teams will be given a copy of the rules at the beginning of FORWARD. Not knowing the rules is

not an excuse for breaking them.

RULES

Teams must:

· Obey any instruc#ons given to them by a member of event staff.

· Behave in a manner befi;ng members of The Scouts / Girlguiding UK.

· Carry all items on the kit list.

· Keep to public rights of way.

· Obey the countryside code.

· Contact HQ if they have not visited a checkpoint for two hours.

· In the event of a problem contact HQ first, and let HQ contact parents, Leaders etc. If an ambulance

is urgently required, teams should first call 999 and then let us know. 

· Stay together as a team except to get help in an emergency. No one person should ever be on their

own.

Teams must not:

· Consume their emergency ra#ons during the event unless there is a genuine emergency.

· Blow their whistles except when necessary in a genuine emergency.

· AAempt to interfere with other teams or the course in any way.

· Use items in their first aid kit unless necessary.

· Arrive back at HQ more than 45 minutes aDer their finish #me.

·Leave a manned checkpoint if they are unlikely to reach the next one before their allocated finish

#me

These rules are important to the safety of everyone on the event. Sanc#ons for breaking rules are at

the discre#on of the event coordinators (whose decision is final), but may include docking of points,

disqualifica#on from the compe##on, immediate return to HQ and banning from future events.
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