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WALK LEADERS’ GUIDELINES!

(WITH CHILDREN)

Trip Preparation

Key areas that must be addressed when planning for a walk:

1. Equipment

· Prior to the event leaders must ensure that students have the appropriate clothing (including sun protection and wet weather gear), footwear and equipment, food and water (check for correct water containers), sunscreen, emergency equipment (whistle, torches etc)

· Appropriate thermal clothing must be included if walking in cold conditions. (Note: a warm hat and waterproof jacket must be carried by all walkers)

· A first aid kit must be carried by the group.

· Tents must be carried as shelters are restricted to small groups and individuals.

2. Venue  

· Leaders must reconnoitre the walk area before final selection of the location.  Note the venue must be suitable for all members of the group.

· Plan to minimise the group’s impact on the environment – large groups of more than 17 (including guides/helpers) are not suitable for overnight camping at the Bibbulmun Track shelters.

3. Safety

· Students (and parents) must be briefed prior to the event occurring.  Topics should include equipment needed, clothing requirements, safety, environmental impact guidelines, route planning and emergency procedures.

· The route must be suitable for ALL students (a note must be made of any existing medical conditions and/or medicine required during the walk).

· Parents must be informed of location of the walk, proposed itinerary and transport arrangements.

· Equipment and clothing lists must be provided.

· Fires should only be lit in approved areas.  Fuel stoves should be used wherever possible.

4. Route Planning

A detailed route guide must be left with the school and a Notice of Intent (NOI) form submitted to the DEC Recreation and Trails unit.  It must include:

· copy of the route to be followed

· number and names of ALL participants

· estimated time of departure and arrival

· contact person in case of emergency

· alternative route plan and emergency exits

5. Group Management

· Maps should be carried by all participants.

· Consider time of day, group morale and possible injuries.

· Each walker must be able to see the person in front and behind at ALL times.

· Make a regular count of participants, especially at track junctions and in difficult terrain.

· Maintain a slow walking pace at first, adjusting to suit the slowest member of the group.

· Ten minutes of rest should be allowed for every fifty minutes of walking, (particularly during the first hour of the day to allow for clothing, footwear and pack adjustment.  Rest and walk ratios increase as the day goes on.  The break begins when the tail ender joins the group.

6. Prior to the walk

Let the participants know what is involved.  Show them a map of the section you will be walking on.  Some may not be familiar with maps or may not have seen a Bibbulmun Track Map.  Before the commencement of the walk, it is essential to point out the following details:

· the terrain (point out the profiles on the map)

· the direction you will be walking (which way is north)

· the distance that will be covered (using the distance tables)

· the time and duration of each break (for example “we will be stopping for 10 minutes on each hour”)

· the expected duration of the walk  (for example: “our walk today will finish at approximately 2.00 pm”)

7. Appoint a ‘Tail End Charlie’

Appointing a tail ender is one of the most important precautions to take to stop people getting left behind or lost.  This is extremely critical when a person falls ill or becomes injured!  There should be frequent communication between the tail ender and the leader.  To encourage this, the leader should take very regular short breaks to let the group catch up.

Stress the importance of this role to the tail ender.

A tail ender should be told that:

· Under no circumstance should another walker be allowed to fall behind the tail ender, the tail ender should only walk as fast as the slowest person.

· If a walker needs to stop for whatever reason, then the tail ender must wait with them.

· The tail ender must be told the approximate time or approximate location of the next break.  Walkers (as well as the tail ender) are always comforted by knowing how far they have left to go far more than not knowing at all - especially if they are toward the back of the group!

· The tail ender should communicate to the leader if any walker is having difficulty or if walkers are finding the pace too fast (or too slow!).

· If a tail ender finds an unattended pack on the track, he/she must stop and wait the return of its owner.


