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Purpose 

This handbook provides Expedition Leaders with clear, professional 
guidance to safely plan, supervise, and manage expeditions within the 
Army Cadet Force (ACF), including Duke of Edinburgh’s Award (DofE) 
activities. 

It consolidates safety procedures, emergency actions, dynamic risk 
assessment, and essential first aid knowledge into a portable reference 
format. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Created by: SMI McKay 
 
 
 

Introduction 

Expedition leadership within the Army Cadet Force is more than 
supervising a route card or checking kit lists — it is about responsibility, 
judgement, and care for young people operating in challenging 
environments. 

Whether on a DofE expedition, cadet adventure training exercise, or 
remote field activity, the expedition leader sets the standard for safety, 
professionalism, and calm decision-making. 

This manual supports and develops ACF expedition leaders by bringing 
together practical safety guidance, first aid knowledge, environmental 
awareness, and leadership responsibilities into a single, usable field 
resource. 

Expeditions place cadets outside their comfort zones. Fatigue, weather, 
navigation challenges, and minor incidents are normal — emergencies 
are rare, but preparation is essential. 

A well-trained leader: 

• Anticipates problems early 

• Manages risk proportionately 

• Enables cadets to learn and succeed safely 

Above all, good expedition leadership is rarely noticed — but always felt. 
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1. Leadership Responsibilities 

Expedition Leaders are responsible for cadet safety before, during, and 
after expeditions. 

Key duties: 

• Route planning and assessment 

• Weather and terrain monitoring 

• Effective communication 

• First aid readiness 

• Calm, decisive action during incidents 

Leadership presence and judgement are critical expedition safety 
controls. 

 

2. Emergency Procedures & Lost Drills 

What is an Emergency? 

• Injury or accident 

• Sudden illness 

• Lost team or individual 

• Inability to continue 

• Severe weather 

• Critical equipment failure 
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Contacting Emergency Services 

Situation Action 

Mobile signal Dial 999 / 112 

No signal Send 2 people with written message 

Remain at the location and guide rescue services. 

Lost Drill 

1. Stop 

2. Last known position 

3. Check map & compass 

4. Do not wander 

5. Escalate if unresolved 
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3. Expedition Safety Card 

Leaders must carry a safety card. 

Include: 

• Emergency contacts 

• Group names & numbers 

• Medical info 

• OS Grid Ref / What3Words 

• Lost drill summary 
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4. Supervision & Daily Records 

. Daily Action Record 

Log: 

• Route covered 

• Weather 

• Group wellbeing 

• Incidents / near misses 

• Decisions made 

Records support safeguarding and learning 
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5. Dynamic Risk Assessment 

 

 

Dynamic risk assessment is continuous.  

We constantly monitor the route and conditions on route completing a 
dynamic risk assessment. 

 

Common Hazards  

Hazard Controls 

Roads Single file, leader crossings 

Medical FA kit, ICE info 

Navigation Headcounts, OS map 

Terrain Footwear, rest 

Livestock 
Calm 
movement 
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What are the risks and hazards? What could happen and who 
could be harmed? 

How we reduce these risks 

Roads (walking) Walkers are at risk of road 
traffic accident. Other road 
users are at risk of accident 

• Choose a route to minimise 
walking along busy roads without 
pavements/footpaths.  

• When walking along road 
sections without 
footpath/pavement maintain 
single file.  

• Advise other walkers (by 
shouting) when a vehicle is 
approaching.  

• The leader identifies the safest 
place to cross busy roads. Leader 
asks the walkers to take 
responsibility for their own safe 
crossing of the roads 

Injury/medical episode May need to contact 
emergency services 

• Leader has a First Aid kit to deal 
with minor injuries.  
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• Leader provides In Case of 
Emergency (ICE) cards and/or 
keyrings for ICE info to walkers to 
keep in/on their rucksacks (some 
walkers will have this information 
stored in their mobile phones).  

• The group should have the 
means of contacting the 
emergency services: o mobile 
phone (ensure adequately 
charged before the start of the 
walk). o What3Words / OS 
Locator Apps can be used to give 
accurate location  

• In places of poor (or no) mobile 
signal: o use emergency text 
(mobile needs to be pre-
registered) o send a pair of 
walkers to seek assistance; o use 
whistle - 6 blasts / wait for 1 
minutes/ 6 blasts....repeat 
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Getting lost / Going missing Walkers get lost / go missing • Where possible walks are 
recced a week or so in advance, 
or else carefully planned with 
good local knowledge, 
guidebooks and/or maps.  

• The leader counts the number of 
walkers at the start of the walk. At 
every junction, and after each 
break, the leader (or backmarker) 
checks that all of the group are 
present before continuing.  

• The leader has appropriate 
navigational aids for the walk. 
These may include: o an 
Ordnance Survey map; o mapping 
on a mobile phone + gps locator; 
o compass; o OS Locator App - to 
give grid reference for current 
location. 
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Physical conditions Walkers slip, trip and/or fall, 
resulting in injury. 

Before the walk: • adapt the route 
if necessary to take account of 
physical conditions;- ensure the 
walk description describes more 
challenging physical conditions 
eg hills, stiles. At the start of the 
walk:  

• warn walkers of any known 
hazards eg busy roads, slippery 
wooden stiles and bridges, 
barbed wire, electric fences..... 
During the walk:  

• Carry out a dynamic risk 
assessment throughout the walk, 
pointing out hazards to walkers. - 
Zig-zag up/down any steep 
slopes, where possible.  

• Take adequate breaks 
throughout the day. 
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Unsafe/unstable geographic features or 
obstacles (e.g. broken stiles, water, rock 
fall, overhangs, fallen trees) 

Walkers slip, trip and/or fall, 
resulting in injury. 

• Follow any local warnings or 
signs and advise walkers to keep 
away from sheer drops / edges.  

• Check paths are suitable for a 
group to use safely and make 
changes if necessary.  

• The leader will have sufficient 
skills to re-route and navigate 
around unexpected features, 
broken stiles & gates. 

• Avoid crossing any significant 
water features.  

• Walks should use bridges or 
other recognised water crossing 
points. 

Livestock Walkers are at risk of injury 
from livestock. 

• Cross fields with livestock 
calmly and quietly re route if 
necessary 
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• Follow the Countryside Code. • 
Leave gates and property as you 
find them. 
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6. First Aid for Expeditions 

Dehydration 

occurs when the amount of fluid lost from the body is not replaced 
quickly. As well as fluid, essential salts are lost through sweating. 
Dehydration commonly occurs due to exercise on hot days, pro-longed 
exposure to sun or illness such as diarrhea or vomiting. 

Severe dehydration can have the following Signs and Symptoms. 

• feeling thirsty 

• dark yellow, strong-smelling pee 

• peeing less often than usual 

• feeling dizzy or lightheaded 

• feeling tired 

• a dry mouth, lips and tongue 

• sunken eyes 

• Rehydrate with electrolyte solution to replace water and salt. 
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Heat Injuries 
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Heat Exhaustion 
Signs: headache, nausea, warm skin 
Treatment: cool, fluids 

Heat Stroke – EMERGENCY 
Signs: confusion, hot dry skin 
Action: 999 / 112, aggressive cooling 

 

Cold Injuries 
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What do you see What do you do 

                                                                      Mild Hypothermia 

 

• Conscious and violently shivering. 

 • Significantly reduced physical ability. 

 • Cold, pale and dry skin 

• Insulate and wrap in foil or plastic blanket 

• Shelter the casualty and insulate from  

   the ground. 

• Remove and replace wet clothing. 

    Rewarm slowly, give warm drinks and 

    high energy food if available. 

• Keep casualty horizontal and handle  

    with care. 

                                     Moderate Hypothermia - No vital signs evident  

 • Apathy, disorientation, irrational  

    behaviour. 

 • Rapidly decreasing response 

 • Cold, pale and dry skin. 

 • Slow shallow breathing. 

 • Shivering rapidly decreasing. 

• If conscious, as above but no food or  

    drink.  

• Must be kept horizontal.  

• Call 999/112 and arrange professional 
evacuation as quickly as possible 

                                                 Severe Hypothermia - No vital signs 

• No response. 

• No apparent breathing 

• Cold dry skin to touch 

• Treat as for Moderate Hypothermia.  

• Handle with extreme care.  

• Call 999/112 and arrange professional  

   Evacuation as quickly as possible. 
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What do you see What do you do 

Frostnip (early stage) 
 

• Skin becomes cold, numb and white. 
• Tingling sensation, pins and needles.  
• Throbbing or aching. 

• Replace wet clothing with soft,  
    dry clothing.  
• Warm the body, using warm hands or  
    wrapping it in dry clothing.  
• Don’t rub the affected area or apply  
   direct heat because this can cause 
   further injury 

Superficial frostbite 

• Affects the top layers of skin and  
   tissue, but treatment is needed to  
   make sure there’s no lasting damage.  
• Affected area will feel hard and frozen.  
• Swelling and itching.  
• Once out of the cold and the tissue has 
    thawed out, the skin will turn red and  
    blister. 

• The frostbitten areas need to be  
    re-warmed.  
• Re-warming shouldn’t be attempted  
    until you’re out of the cold.  
• Re-warming can be painful.  
• The affected area should be re-warmed 
    slowly by immersing it in warm water 
    (40-41C).  
• Repeat twice daily 

Deep frostbite 

• Continued exposure to the cold.  
• Skin becomes white, blue or blotchy   
    and tissue underneath feels hard and  
    cold to touch. 

• Requires urgent medical attention.  
• As the skin thaws, blood-filled blisters  
    form and turn into thick black scabs.  
• Tissue dies and affected tissue will be  
    removed to prevent infection. 

 

 

 

 

 

 

 

 

 

 

 

 

Frostbite / Trench Foot 

• Do not rub 

• Rewarm slowly 

• Seek medical help 

 

 

 

 

 

Severity Action 

Mild Insulate, warm drinks 

Moderate Horizontal, evacuate 

Severe Handle carefully, 999 
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Bites, Stings & Plants 

 

Ticks and Lyme Disease 

Lyme Disease is a bacterial infection spread by ticks. Once thought to be 
rare it has now been shown to be common and widespread in the UK. 
Symptoms can be seen up to a month after infection. To avoid being 
bitten, ‘tuck in’ long trousers and tops, use insect repellents, and carry 
out regular tick checks when walking through Areas of long vegetation. 
Always have a tick removal tool in your first aid kit Tick Removal. Ticks 
should be removed with an appropriate tool such as a tick twister or card. 
Do not try and pull the tick out with your fingers or smear it in a liquid or 
gel to kill it. Don’t risk the tick’s internal contents being pushed into the 
bite site. 

 

What do you see What do you do 

 

• Circular bull’s-eye rash.  

• Tiredness (fatigue).  

• Muscle pain.  

• Joint pain.  

• Headaches.  

• A high temperature (fever).  

• Neck stiffness. 

• Ticks should be removed as soon as  

    possible (see below).  

• If you have been bitten by a tick and  

   suffer from symptoms listed,  

    go and see your GP.  

• Give the GP a history 
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Adders have a 

distinctive diamond 

pattern 

Adults are between 

40-70cm (16-

28inches) long 

They may be grey, 

brown or, rarely, black, 

like this one 

 

Adder Bites 

 Adders – the UK’s only venomous snake, and something you may well see 
if out walking – if you are lucky! They usually like to bask in the sun on 
rocks and will be more surprised to see you than you are of it! They often 
sense you approaching and will move away before you even know they are 
there. If you do see one, stay calm, keep your distance and let it move 
away in it’s own time. 

What does an adder look like? 
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What to Do if Someone is bitten by an Adder 

1. Stay Calm 

If someone gets bitten, the most important thing is to stay calm. Only a 
small amount of venom has likely been injected. However, minimising a 
casualty’s movements limits the pumping of any venom around the blood 
system and towards the heart. That is where it can do serious damage by 
further pumping the venom throughout the bloodstream to other vital 
organs, including the brain. 

 

2. Clean the bite 

The area of the bite should be washed to remove any venom from the 
skin. Use clean water or a Medi-Wipe. You might apply a ‘cold compress’ 
to the bite site, but do not use ice packs. A cold compress could even be a 
bandage or other material soaked in cool water. This will help limit the 
spread of the venom and relieve any pain. 

3. Keep the bite area low 

Keep the bitten limb below the heart height to slow the spread of any 
venom. Assuming it is their leg that has been bitten, sit the casualty down 
on a rock, tree stump, or backpack, with their leg downhill. Loosen 
clothing on the affected limb and remove jewellery. 

If the casualty has more serious reactions, call 999/112 and get an 
ambulance. Put the casualty in the Recovery Position and lower the 
affected limb below the level of the heart. In rare occasions, some people 
may have an anaphylactic reaction or suffer high anxiety leading to 
breathing problems. 

Monitor their vital signs regularly. 
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Ticks: remove promptly, monitor symptoms 
Adder bites: calm casualty, clean wound, limb low 
 

Dangerous Plants 

 

Hogweed/Giant Hogweed 

 

 

 

 

 

 

Giant hogweed can grow up to five metres tall, often along footpaths and 
riverbanks. If the toxic sap of the plant comes into contact with your skin, 
this increases sensitivity to UV rays causing severe, painful burns. Can 
cause blindness if in contact with eyes. 
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What do you see What do you do 

Giant Hogweed/Hogweed 

 

• Sap can get onto your 

   skin through touching 
any 

   part of the plant, which 

   causes your skin to react 

   to ultraviolet light. 

• Do not touch Giant Hogweed, avoid it.  

If you do come into contact, immediately 

wash the area with copious amounts of 

soap and water. 

• On a sunny day burning, 

    inflammation and 
blisters 

    can be very severe and 

    lead to scarring. 

• Stay out of any sunlight for at least 48 hours, whilst 

monitoring for any delayed reaction. 

• Contact with the eyes 
can 

    be very damaging. 

• Flush the eyes with copious fresh water. 
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First Aid treatment for Giant Hogweed burns: 

Prevention is best so don’t touch it! Educate your children to identify it 
stay away as well.   

If you do encounter Giant Hogweed: 

• Immediately wash the area with copious amounts of soap (Aloe 
Vera works best) and cool water. 

• Stay out of any sunlight for at least 48 hours. 

• Don’t burst any blisters – seek medical help if they are extensive – 
a pharmacist or your GP initially. 

• Monitor for any delayed reaction. 

• Flushing the eyes with copious fresh water as a precautionary 
measure is also advisable. 

• Thoroughly and quickly wash the clothes you were wearing when 
you came into contact with the plant. 

It is worth noting that for some people, Cow Parsley can also be an 
irritant, although typically with much milder effects. 

As always, if in doubt, contact a medical professional and tell them 
the situation. See your local pharmacist, GP or go to A&E if symptoms 
are blistering, painful or not improving. 
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7. First Aid Scenarios 

Used for training and discussion: 

• Heat illness 

• Tick discovery 

• Blister care 

• Hypothermia at rest 

• Casualty collapse 

•  
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8. Expedition Information 

Stove Safety 

• Ventilated areas only 

• Secure fuel 

• Never cook in tents 
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Packing a Rucksack 

• Balanced weight 

• Waterproof kit 

• Essentials accessible 
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FOREWORD 

Navigation is a core skill. This handbook provides with the knowledge and 
techniques required to navigate safely and accurately using maps, 
compasses, time, terrain, and natural aids. 
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1. MAPS & THE NATIONAL GRID  

Ordnance Survey (OS) maps are used throughout the UK for navigation. 
They are overlaid with a National Grid which allows any location to be 
identified using numbers. 

The grid consists of: 

• Eastings – vertical lines, numbered along the bottom and top of 
the map 

• Northings – horizontal lines, numbered along the sides of the map 

Eastings are always read before northings. 

 

 

 

Memory Aid 

“Along the corridor, then up the stairs.” 
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2. GRID REFERENCES 

2.1 Four-Figure Grid References  

A four-figure grid reference identifies a 1 km × 1 km square. 

Example: 1234 

• 12 = easting 

• 34 = northing 

This reference identifies the bottom-left corner of the grid square. 

 

 

 

 

 

2.2 Six-Figure Grid References  

A six-figure grid reference identifies a position within a grid square to 100 
m accuracy. 

Steps: 

1. Identify the 4-figure grid square 

2. Divide the square into tenths left to right (eastings) 

3. Divide the square into tenths bottom to top (northings) 

Example: 123456 
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3. BEARINGS 

A bearing is a direction measured clockwise from North and written as 
three figures. 

Examples: 045°, 180°, 275° 

 

3.1 Grid Bearings  

Grid bearings are taken from the map and measured from Grid North. 

Steps: 

1. Place the compass edge between start and destination 

2. Rotate the compass housing until the orienting lines match grid 
lines 

3. Read the bearing at the index line 

 

 

 

 

 

 

 

3.2 Magnetic Bearings  

Magnetic bearings are followed on the ground using a compass and are 
measured from Magnetic North. 
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Walking a Magnetic Bearing (Ground) 

1. Convert the grid bearing to magnetic using the magnetic angle 

2. Set the magnetic bearing on the compass 

3. Turn until the needle sits inside the orienting arrow 

4. Select a feature on the line of travel 

5. Walk to the feature and repeat 
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4. MAGNETIC VARIATION & ANNUAL CHANGE  

Magnetic North does not align with Grid North and moves slightly each 
year. 

OS maps show: 

• Magnetic variation at time of printing 

• Annual change (increase or decrease) 

 

 

 

 

 

 

Converting Bearings 

• Grid → Magnetic: ADD variation 

• Magnetic → Grid: SUBTRACT variation 

 

 Memory Aid - “Grid to Mag Add Mag to Grid get RID.” 
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5. PLOTTING POSITION & RESECTION 

5.1 Plotting a Known Position  

If given a grid reference: 

1. Identify the grid square 

2. Measure eastings 

3. Measure northings 

4. Mark the position lightly 

 

 

 

 

 

 

5.2 Resection  

Resection is used when your position is unknown. 

Steps: 

1. Identify two or three visible features 

2. Take magnetic bearings to each feature 

3. Convert to grid bearings 

4. Add or subtract 180° to obtain back bearings 

5. Draw lines on the map Where the lines cross is your position. 
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6.  

 

 

 

 

 

 

 

Gold Standard: Use three features to form a triangle of error. 
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6. TIME, DISTANCE & NAISMITH’S RULE (SILVER) 

Naismith’s Rule estimates journey time in hill walking. 

Rule: 

• 1 hour for every 5 km of distance 

• +1 hour for every 600 m of ascent 

 

 

 Memory Aid 

“Five to one, six up adds one.” 
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7. MAP SYMBOLS & TERRAIN INTERPRETATION 

Cadets must be able to interpret OS symbols accurately. 

 

 

 

 

 

Key Principles 

• Close contours = steep ground 

• Wide contours = gentle slope 

• Blue = water 

• Green = vegetation 
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8. NAVIGATING BY THE STARS (UK) 

Star navigation is a supporting and emergency skill. 

 

8.1 Polaris (Pole Star) 

Polaris lies almost directly above True North. 

To find it: 

1. Locate the Plough 

2. Use the two pointer stars 

3. Extend the line five times the distance 
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8.2 Orion 

Orion’s Belt: 

• Rises roughly in the East 

• Sets roughly in the West 

 

 

⚠ Safety Note: Star navigation never replaces map and compass. 

 

FINAL NOTE 

This handbook provides the knowledge to refresh your memory and skills 
to operate safely during training. 

 

 


