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WHERE'S A POLICEMAN
WHEN YOU NEED ONE ?
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When you get lost in combat, bad things
can happen. You may run into some nasty
people—the enemy. You may not get where
you are supposed to go—fail your mission.
You may have trouble getting back to your
unit—miss your meals and worry the CO.
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What can you do to keep from getting lost?
Read a map correctly. Use a compass correct-
ly. Use other ways to find directions. Keep
cool. Use common sense.
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KEEPING COOL AND USING
COMMON SENSE DEPEND ON
CONFIDENCE. Tuis BOOK #
‘8 TEACUES WHAT VOU NEED TO [l
all KNOW MOST ABOUT MILITARY €
Ui MAPS AND DIRECTION FINDING,\C
L/ S0 TUAT You CAN MOVE

ABOUT WITH CONFIDENCE

AND WONT
GET LOST/S




2l know about a map is that it’s nothing
of a piece of the earth’s surface. It’s a
i as you would see it from an airplane—
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In order to make the map more useful to soldiers, the
map shows much more than just terrain. It shows
man-made objects such as things like roads, buildings,
and bridges, just to name a few. All of these man-made
objects are represented by a symbol, and the symbols
are explained in the lower left corner of every map in a
section called the legend.

Besides giving symbols for man-
made objects, the legend also gives
the color code used on the map,
and explains the meanings of other
symbols which give you an even
better idea of what the ground
actually looks like. Look at the
legend before you begin using the
map.



NO TWO SQUARES HAVE
THE SAME NUMBER/J T0 cET

THE CORRECT NUMBER FOR A
CERTAIN GRID SQUARE, FIRST
READ FROM LEFT TO RIGHT ALONG
TUE BOTTOM ANPD EIND THE LINE
TUHAT BORDERS YOUR GRID
SQUARE ON THE. LEFT. THEN

READ UP AWD EIND TUE EAST- |
WEST LINE THAT BORDERS
YOUR GRID SQUARE
ALONG TUE




Look at the picture. Your address is grid square
1181. How do you know this? Start from the left
and read RIGHT until you come to 11, the first
half of your address. Then read UP to 81, the last
half. Your address is somewhere in grid square
1181.

REMEMBER: Read
left to right, then réad

up. READ RIGHT
AND UP,

Grid square 1181 gives your general neighborhood, but there is a
lot of real estate inside that grid square. To make your address
more accurate just add another number to the first half and
another to the last half—so your address has six numbers instead
of four.



THESE SIX NUMBERS ARE

{/CALLED YOUR COORDINATES .
{ THEY GIVE YOUR LOCATION,
| AND (F YOU ALWAYS kNow
WHAT THEY ARE, YOU CAN

| apd fine 82. Then the
. by our address is 813. (If you
VEFS BKa tly on line 81 the second part
would be 810.) The picture shows that if
you were located where the dot is in grid
square 1181, then your address would be
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THESE ARE YOUR
COORDINATE scaLest

This is a coordinate scale and protractor. It
helps you measure small distances inside grid
squares. You can also measure angles with it.
You’ll learn about this later on.

The coordinate scale and protractor is nothing
more than a square piece of clear thin plastic. It
is usually called just a “protractor” for short.
Your squad leader can show you exactly how to
use it.
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You can use your map to measure distance—
how far it is between two places. The map is
drawn to scale. This means that a certain dis-
tance on the map equals a certain distance on
the earth. The scale is printed at the bottom
and at the top of the map, like this—Scale
1:50,000.

This means that 1 inch on the map equals
50,000 inches on the ground. In fact, any
ground distance equals 50,000 times that dis-
tance on the map.

Wy’ 4

ALWAYS cUeCk THE

SCALE BLFoRE YOU TRY
TO MEASURE DISTANCE,
A BECAUSE DIFFERENT

AO% .\ MAPS HAVE
== D\ DIFFERENT
= SCALES ]
e



HERES HOW YOU USE TUE
BARS TO FIGURE DISTANCE

ON THE GROUND:
At the bottom of the map

you will also find three dif-
ferent bar scales which will \
help you to change map
distance to miles, meters, *
or yards. ‘

Take a ruler (straightedge) or the edge
of a piece of paper and mark on it the
straight line distance between your
two points,



Then put the ruler or paper just under
one of the bar scales and read the ground
distance in miles, meters, or yards.
Estimating the scale between marks, the
bar scale in the picture shows a ground
distance of approximately 1520 meters.




/ REMEMBER: mark map

[ DISTANCE ON A STRAIGUTEDGE

OR A PIECE OF pAPER... |
THEN UsSE TUE BARS
TO GET GROUND
DisTANCES




When you have to go a certain distance
on foot without any landmarks to guide
you, you can measure distance pretty
accurately by counting your paces. The
average pace is just a little less than one
meter. The average man uses 116 paces
to travel 100 meters. You should check
your pace length by practicing on a
known 100-meter distance—like a foot-
ball field plus one end zone, which is 110
yards (pretty close to 100 meters).

(F YOU FIND TUAT YOU DONT TAKE
116 PACES 1V 100 METERS, FiGURE

ouT HOW MANY PACES You DO
TAKE TO 60 100 METERS.

BEWARE: When you travel cross coun-
try like you do in the field, you use
more paces to travel 100 meters—usually
about 148 instead of 116, This is be-
cause you are not travelling over level
ground, and you must use more paces to
make up for your movement up and
down hills. You should pace yourself
over at least 600 meters of cross-country
terrain in order to learn how many paces
it takes you to travel an average 100
meters over cross-country terrain.

Be sure you know how many paces it
takes you to walk
100 meters both on
level terrain and
Cross country.




The big problem in pacing is
maintaining a straight line. At night
the average man tends to walk in a
circle if he doesn’t use a compass. In
daylight, you should use a compass
and steering points (well-defined
objects in your direction of travel
toward which you may steer). Also,
remember to figure only the
straight-line distance when you have
to walk around an obstacle.

Another problem is keeping count of
paces taken. One way is to use peb-
bles. For instance, suppose you want
to pace off one kilometer. (One
kilometer is 1000 meters, or the dis-
tance between two of the black grid
lines on your map.) Put 10 pebbles
in your right pocket. When you go
100 meters move one pebble to your
left pocket and start your count over.
When all 10 pebbles have been moved
to the left pocket, you have travelled
one kilometer! Or, you can tie knots
in a string—one‘ knot per 100 metets.
Y




YOU HAVE LEARNED HOW TO
FIND LOCATION (vour map
COORPINATES ). ALSO, YOU
CAN USE YOUR MAP SCALE
10 FIND DISTANCE .
THE NEXT STEP (S TO FIND
THE corRRecT DIRECTION.
THESE THREE THINGS WILL
KEEP YOU FROM GETTING
LOST: — KNOWING YOUR
(DLOCATION, MEASURING
@ODISTANCE, AN GOING
IN THE RiIGHT()DIRECTION?



... ane s0, asour DIRECTION... "

The top of your map s fif 5 AN X
NORTH. The right edge 2d AQ \ @, J
of the map is FAST, the W75 K N\
botlom is SOUTH, aad

the left edge 1s WEST. The
direction from one pomt
to another pont (either
on the map or on the
ground) has a military
name—




Azimuths are given in degrees in a
clockwise direction. Since there are
360 degrees in a circle, your azimuth
can be any number up to 360. Due
east is 90 degrees, due south is 180
degrees, due west is 270 degrees, and
due north is 360 degrees.

To get the right azimuth
from a map you have {c use
your protractor. Suppose
your location 15 at 220850
and you want to find the
azimuth to a certain road
junction. Draw z line from
your location to the road
junction. Then place the
protractor as shown m the
picture, making certain to
line it up properly, keeping
the crosscenter lines of the
proiractor parallel with the
grid lines. Read the azimuth
n degrees from the protrac-
for — 210 degrees.



REMEMBER: Aline vour
protractor up carefully, us
ing the qrid lin titcles,
Place the protractor index
directly over your loca:
tion.
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Suppose you follow the 210 degree
azimuth to the road junction, and then
want to go back to your original loca-
tion. To do this, you take a BACK
AZIMUTH. You simply subtract 180
from the first azimuth. Your back azi-
muth is 210 - 180 = 30 degrees.

WHEN YOU TURN AROUND COMPLETELY. YOU
. TURN Back {80 DEGREES?

25, &
0 )9
25 0

If you can’t subtract 180 degrees be-
cause your first azimuth is too small,
then just add 180 degrees. For example,
if your azimuth was 40 degrees, you
know that you can’t subtract 180 de-
grees, so you add 180. The back azimuth
would be 40 + 180 = 220 degrees.

e 40 140
29, g0 189
180, Aaw {@Q 0
90 70,7

252

REMEMBER: A back azimuth goes in

the opposite direction from an azimuth,



AND NOW, ABOUT THOSE "3 NORTHS"

Can you figure out the back
azimuth of 290 degrees?

The northsouth lines on
your map give GRID north.
How about the back azimuth of The needle of the compass
75 degrees? points to MAGNETIC north.
Grid ‘north and magnetic
north are usually different by
Check your answers with the a few degrees. Neither one
right answers at the bottom of points straight at the north
the page. ‘ pole—that’s called TRUE

north, but you needn’t worry
muww: about TRUE north to keep
from getting lost in a combat
area. The difference in de-
grees for every map is shown
at the bottom of the map

E sheet. If the Declination GN
$92183p ¢GT SIYIIYM ‘081 i/} Diagram on your

snid ¢/ st sea18ap G/ Jo yInwrze MAGNETIC Map looks like

Jorq Sy, "seeIdap (O] ST YoIym o8 etz
‘081 snurw g st searlop 67 JO o s 18 8

|nwize yoeq oYy :SYAMSNY S js im

IUTH
MNITAT G ANGLE MDD S AvGak




1965 G-M ANGLE
99 {161 MILS

The difference between
GRID north and ]
MAGNETIC north is
called the G-M angle. The
diagram at the bottom of
newer maps tells you
how to change grid
azimuths to magnetic
azimuths and magnetic
azimuths to grid
azimuths.

For example, you aim your
compass at a distant tower.
The compass reading you get
is 190 degrees—the MAGNET-
IC azimuth. The diagram on
your map tells you that the
G-M angle is 9 degrees, and it
also tells you that “to convert
a magnetic azimuth to a grid
azimuth, add the G-M angle.”
So, add 9 degrees to your
compass reading. This gives
you 190 + 9 = 199, Your
grid azimuth is 199 degrees.



MANY TIMES THE G-M ANGLE |5

SO SMALL THAT YoU DO NOT
EVEN HAVE 10 WORRY ABOUT T/

It depends on the particular area of the world
" where you happen to be. (Your squad leader
. will be able to tell you jif the G-M angle is large
enough in your area so that you have to use it to
come up with your grid azimuths.)

- s Z= P-5-5-5T1 WANNA KNOW How
e TO UANDLE YOUR COMPASSQ
: ... TURN THE pasel

23



You use your com-
pass to find or follow
an azimuth. The ar-
row on the compass
points towards mag-
netic north. The ar-
row 18 also attracted
by any mass of metal
—a Jeep, truck, your
nifle, your heimet,
anc even electrical
power lines. So be
sure you use your
compass away from
metal objects—so it
- won't give you a bum

How Lo Yoa SHOOT An Azimuth?

You gotta’ use the center-hold technique! It’s
faster, easier, and more accurate than the old

sighting method.

Open the compass so that the
cover forms a straight edge with
the base. The lens of the com-
pass is moved out of the way.

Next, place your
thumb through the
thumb loop, form a
steady base with your
third and fourth fin-
gers and extend your
index finger along the
side of the compass.



Place the thumb of
the other hand be-
tween the eye-piece
and the lens; extend
the index finger along
the remaining side of
the compass and the
remaining fingers a-
round the fingers of
the other hand; pulil
your elbows ﬁrmly in-
to your sides. This
will place the compass
between your chin and
your belt.

REMEMBER:

'I'bmmema:.i;nuth saply
‘tumn your entire body toward
Mahﬁwt pointing the com-
pass cover directly at the ob-
Ject.  Once you are pointing
At the object, just look down
md.’md ‘the aximuth from he-
neath the fixed black index
line. Man, you can even use
I:lﬁiml:thndninuht'

If you arz land navr
gating, stop occasion-
ally to check the az:-
muth along which you
are moving to Keep
from gomz n circles
Also. you can movce
from object to object
along vour path of
travel by shooting an
azimauth o each ob-
ject and then mov-
mg to that object.
Repeating  this proc-
ess while you navi-
gate should keep you
“straight!™

THE ABOVE
METHOD (%




MAN, IN THIS CRAZY WORLD '\
A GUY JusT HAS 10 Have
soMe PDIRECTION.

I WOULDNT BE CAUGHT
DEAD (i nine Times)
WITHOUT MY TRUSTY
compAsSs/




BEWARE: Your compass is a sensitive
t—and it's your best friend in the
Take care of it and it will tale
are ol youl




WELL, NOW VOU KNOW QUITE A BIT
ABouT HOW 10 use vour COMPASS
TO KEEP FROM GETTING LOST

BUT DO YOU KNOW WHAT REALLY
SEPARATES THE MEN FROM THE

BOVYS 2 5 KNOWING
HOW TO USE THAT
TRUSTY OLD COMPASS

AT NiGHT S

Take:another look at the compass on the
preceding page. Those luminous lines
and luminous dots have a special pur-
pose. See that bezel ring? When you
rotdte it, you should be able to hear it
chick. Well, those clicks also have a spe-
cial purpose, just like the luminous lines
and dots.  They're all built into the
compass to help you set an azimuth on
your .compass and follow it at night.




WANT T0 LEARN HOW TO

GET YOUR COMPASS TO _,

kKeep vou *ON COURSE

AT NIGHT 2 ITTAKES A

LITTLE KNOW-HOW — BUT

IF VOU UNDERSTAND

EVERYTHING asouT WHERE DO YOU FIND
THE COMPASS SO FAR, B THE (NFO 2? LOOK FOR
YOU'LL HAVE NO THe CAT witH
TROUBLE PICKING THE STRIPES —

ruplt YOUR SQUAD LEADER!
WELL FILL YOU IN
WITH ALL VOU NEED
10 KNOW. OR YOU
CAN CHECK FM21-26!
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“direction...
without a
compass

When you have no compass, use
the sun to find your direction.
You probably remember the old
rule that “the sun rises in the east
and sets in the west.” Well, that’s
a pretty good rule, but it’s not

quite right,

ACTUALLY, [N THE MORNING
THE SUN RIses ALMOST

EAST, AND IN THE AFTERNOON

o

So now you’re probably asking yourself,
“How can I use the sun to find my direc-

You see, very seldom does the
sun lie DUE east (exactly 90
degrees), or DUE west (exact-
ly 270 degrees) on the hori-
zon. Where exactly the sun
does rise and set depends on
where you happen to be on
the earth’s surface, and also
on what time of year it is.

ion if I don’ ow exactly where it is?”
THE SUN seTs ALMOST wesrr) " ot ko sxacty where



EASY! Just use the SHADOW-TIP field expedient method. It’s quick, it’s easy, and it’s very
accurate. Here’s how to do it in three simple steps:

Place a stick or
branch into the
ground vertically at
a fairly level .spot
where a distinct sha-
dow will be cast.
Mark the shadow tip
with a stone, twig,
or other means.

@

Wait about 10 or 15

- minutesuntil the sha-

dow tip moves a few
inches.  Mark the

new position of the
shadow tip just like
the first.

Draw a straight line
through the two
marks which you
made on the shadow
tips. This line you
have drawn is an
EAST-WEST line.

BUT WHICH
SIPE 15

EAST awp
WHICH 15

The material on pages 31-33 was adapted from the book, Better Ways of Pathfinding, published by Stackpole Co., Harrisburg,

Penn, copyrighted'@"1964 by Robert S. Owendoff, 11156 Byrd Drive, Fairfax, Va, All rights

(author).

reserved by copyright owner 31



Well, since the sun always rises in the east and
sets in the west, the shadow tip moves in just
the opposite direction. So the first shadow
tip mark you make is always WEST, and the
second mark is always EAST.

REMEMBER: Place your stick vertically into
the graund. Mark the tup of each shadow.
The first tip 1s the WESTERN half of your

es line, and the secend tip is-the EASTERN half.
h"z - SHADOF\‘N TIP You can drawa NOBTH-SOUTH line perpen:
MARK dicular-to your EAST-WEST line,

\ SECOND SHADOW TIP
MARK




/ \\
USE THE WATCH DIEFERENTLY IF VOU

ARE SOUTH OF THE EQUATOR (sourhern
semispriere ) POINT {Z-OCLOCK AT THE
SUN. THEN, HALFWAY BETWEEN 12-0CLOCK
AND THE HOUR HAND 1S NORTH”

You can also find direction with your
watch. It’s not as accurate as the
SHADOW-TIP method, but it will do
in a pinch. North of the equator
(northern hemisphere), this is how it
works. Point the hour hand at the sun.
Then, SOUTH will be half way be-
.tween the hour hand and twelve
o’clock. Try this in a place where you
already know the directions to prove
that it works.
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*\* BIG DIPPER *Ptt\)nls your map, but first
\ L—j ,\,"' \ you have to do one
/" ~X - . NORTH important thing.
) d " POLE

<)

\» _x

—— B E

At night, you can locate north by finding You've got to point your map so that
the north star (POLARIS). First, find the NORTH, SOUTH, EAST and WEST on
Big Dipper. The last two stars in the cup the map POINT THE SAME WAY as they
point directly at Polaris, which is about 5 do ON THE GROUND.

times as far out as the distance between
those 2 stars in the cup. Facing Polaris
you are looking north, with east on your
right and west on your left.

THIS (5 CALLED

ORIENTING

YOUR MAp f

Once you are able to find north (using
your compass, the sun, or the stars), you
are then ready to locate your position on
your map. There are many good ways
that you can use to locate your position on

34



What if you want to locate your
position but don’t know exactly
where you are? Orient your map
as closely as you can using one of
the ways you've learned about
finding direction—compass, sun
watch, or stars, Then, look for
some feature—like a water tower.
(A)—that you can also find on
the map. Put a ruler or straight-
edge on the map, and place its
edge right next to the water tower
symbol (B) on the map. Then
aline the straightedge so that it
points exactly at the real water
tower. Draw a line along the ruler
(the line will cross the symbol for
the water tower on your map).




Next, find another feature—like
a road junction, and do the
same thing. Lay the stfaight-
edge on your map and point it
at the real road junction (C),
while at the same time its edge
crosses over the road junction
(D) on the map. Draw another
line along the ruler until it
crosses (intersects) the first line.
The point where the lines cross
is your location (X). This is
called RESECTION. If you do
the same thing with a third line,
it may help locate your position
more accurately.

REMEMBER: Don’t move your map once you've gotitproperly ofiented,




If you know that you are located some-
where along a certain linear feature on the
map (such as a road or river bank), then
you can use an easier method to pinpoint
your location—a method called MODIFIED
RESECTION,

First orient your map, then find some feature
that you can also find on the map, such as
the water tower in the previous example. Just
like before, put a straightedge through the
water tower on the map and aline the straight-
edge so that it points exactly at the real water
tower. Draw a line along the ruler. The point
where the line crosses the linear feature which
you know you are on (road, river bank, etc.)
is your location.

REMEMBER: Always
ORIENT YOUR MAP AS N\
CLOSELY AS YOU CAN.THE \
COMPASS (s THe BEST |
WAY. iF YOU DONT HAVE A
REGULAR STRAIGHTEDGE,
USE YOUR RIFLE CLEANING
ROD, A SECTION OF RADIO
ANTENNA, OR EVEN THE
EDGE OF A C-RATION sox”




IF YOURE INTEREST-
ED IN GETTING ALL
THE INFO ON THIS

| METHOD WHICH THE
£ PEOPLE ~IN -THE -
- =} KNOW* UsE, CHeECK
. WITH YOUR SQUAD
megnetic LEADER — OR TAKE A
wws 57 [ ook ar FM21-26,

ANOTHER WAY

Here’s another way of
using resection and
.modified resection to
find vyour location
even closer than what
you just learned. First,
use your compass to
shoot ~azimuths to
your reference points
(such as the tower and
junction). Next,

convert the magnetic 20 B THE BIBLE OF
azimuths to grid ﬂS_Q.— ,r;::., ﬂ_ggc.)—;—
azimuths, then 20F°  back azimuths # ¥

determine the grid
back azimuths and
plot them on your
map. Your location is
where these grid back
azimuths intersect.

GM angle = 9* (p. 22)
38
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SUPPOSE YOU WANT TO KNOW THE LOCATION OF A CERTAIN

OBJECT WHICH YOU cAN SEE IN THE DISTANCE BUT
15 NOT ON YOUR MAPR — sucl as AN
ENEMY OBSERVATION POST (OP).

Q= i . .
) . To do this, first shoot
1 |3 an azimuth to the OP
with your compass,
and (if you have to)
" convert this azimuth
~-r from a magnetic azi-
muth to a grid azimuth
as you have learned.

Next draw a line on
your map from your
location out along the
grid azimuth which
you have come up
with. The enemy OP
lies somewhere. along
— this line—




To find out, move yourself so that you can
observe the same enemy OP from a differ-
ent direction, or else have another friendly
element somewhere else (who also sees the
enemy OP) shoot an azimuth to it. As be-
fore, convert the azimuth from magnetic to
grid and draw it on your map (out from the
point where the azimuth was taken). The
enemy OP also lies somewhere along this
line—

40




RIGH P2

Where the second line inter-
sects with the first line is the
location of the enemy OP.
You have just used a method
called INTERSECTION. You
can now call artillery or mor-
tar fire on the enemy position
which you have pimpointed.

oW

By reading the address of the
enemy OP. Remember, read
right and up, using the gnid
squares and the imaginary lines
in between grid squares. (See
Pages 5, 6 and 7 for a re-
fresher.)

_ Your military map Shows something impor-

tant that ordinary maps don’t have. That is
elevation (relief)—the slopes, hills, and valleys.
You have already learned about locating
points, measuring distances, and finding the
right direction. But you should also check
hills and valleys along the direction you in-
tend to travel before you start. IT MIGHT
SAVE YOU SOME TROUBLE!

41



..and this /s about

CONTOUR MUNES

The brown lines on the map are called CONTOUR
lines. Each line shows the height above sea level.
Contour lines never cross one another. Printed at the
bottom of the map is the CONTOUR INTERVAL,
which is the difference in height (elevation) between
one brown line and the one next to it. On a map with
a scale of 1:50,000
contour interval is

usually 20 feet. This /
would make point

“A” 80 feet higher

or lower than point
GGB.SS

ave




W_—' How can you tell SEE (F YOU CAN FIGURE
from the brown § our MY ELEVATION.

§ lines whether it’s

uphill or down- THECO“TOUR 'NTERVA‘I
hill? Well, every

fifth line is heavier 15 20 FEET. CHECK YOUR
than the rest and ANSWER WITH THE RIGHT

has a number that

X gives its elevation. ONE AT THE BOTTOM OF
j‘b / Let’s say that the THE PAGE.'

contour interval is
20 feet again. Now
you can tell that
point “A” is 80 feet higher than point “B.” Also,
if you knew the ground distance between “A” and

“B,” you could get an idea of how steep the slope
was,

N
I NN




Contour lines widely
spaced show a gentle

HILL AS
slope. When they are SHOWN |
close together the ON MAP

' slope is steep. —_—

THIS PROJECTED DRAW-
ING SHOWS HOW THE
SAME HILL wouLp
LOOK FROM THE
GROUNDYZ NOTE
THAT A'1s

THE'EASY
cLiMB”
SIDE.




When the
contour lines
are close
together at the
top of a hill,
the hilltop is
pointed. The
hilltop is flat
when the
contour lines
are widely
spaced at the
top.

45



Contour lines across a
stream always come to-
gether in a “V.”  The
point of the “V" points
upstream, natch.

Your legend tells you
that water is shown in
blue on your map.
You already know that
streams just don’t run
along the tops of hills!
So looking for streams is

a good way to find val- |

leys.

|\ (cLose covrour

BUT CAREFUL LOOK
AT TUE SLOPE

LIVES = STEEP
SLOPE ) BEFORE
YOU DECIDE
10 FOLLOW




IFITWAS IN
CALIFORNIA —
WOULD (TBE A

WESTERN

Sometimes contour
lines show two hill-
tops fairly close to-
gether. The lower
terrain between the
two hilltops is called
a SADDLE. Going
through a saddle is
sometimes the easiest
route to use to get
beyond the two
hills. Of course, you
wouldn’t go through
a saddle if the enemy
was on the hills.




Another terrain feature
that you should know
about is the RIDGE. A
ridge is a fairly long and

. narrow . piece of terrain.

- If you’re standing on a
‘ridge, the ground will go
uphill in one direction

. »and downhill in the other

. ‘three directions. Get
.- the picture? (The U’s
. point’ downhill.)




REMEMBER: A contour ling is a brown line on your map
that connects points of the same elevation. You can find
the conteur interval in that margin at the bottom of your
map. The heavy brown lines (every fifth one) have the
elevation printed on them. You can tell from looking at
your map what the slapes, hills, and valleys will look like
on the ground,




THIS booklet has shown you how to find your location and write it as
6-number coordinates. It tells you what you need to know about mea-
suring distance, finding directions, and reading contour lines. You won’t
get lost if you use this information.




Practice and review before you
try navigating for real. Don’t
wait until you start getting
lost before you try to remem-
ber what you should already
know about map reading and
land navigation. Take a look
at FM 21-26 too!

REMEMBER:
You HAVE TO
MAKE TUE




o®e BEFORE
YOU CAN GET



TC 21-26

|
The proponent agency of this publication is the U.S. Army
Combat Arms Training Board (USACATB). Users are invited
to send comments and suggested improvements on DA Form
2028 (Recommended Changes to Publications) direct to
President, USACATRB, Ft. Benning, GA. 31905.
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