Handbook & Rules 2024

rﬂn
o

Scouts

Hereford & Worcester

If you have any questions about ShireHike 2024:
Email heretohelp@scoutshw.org.uk
Call 0300 772 7734

Version 7.1 — 4-03-3034



Welcome to ShireHike 2024
Hello and welcome to ShireHike 2024 — hosted by Scouts Hereford & Worcester.

We are so glad you all want to take part in this event. You will each receive a special badge to
remember the day by.

This is the second time we’ve run this event but the first time based in Colwall. We want to be
safe and we want our young people to have an enjoyable day (and evening) in the Malvern Hills

AONB.

ShireHike is not competitive. There is no trophy! But there is the opportunity to improve
navigation skills and hill-walking skills.

Please respect other footpath users and people you come across on the day. Be courteous to
everyone. You are ambassadors for Scouts.

Above all, we want you to have a fun and enjoyable hike.

Who's Who in ShireHike 2024

Organiser in Charge Rob Williams
Administration Edd Hogan
Checkpoint coordination Mark Graham

Route planning Mark Graham

Car Park & Drop off marshals Allan Page / BP Guild
Registration Lynn Lee

Checkpoint catering BP Guild

Finish Edd Hogan

First Aid Edd Hogan / HQ Base leaders
Safety and Walk Control Edd Hogan
Transport Mark Graham

Treasurer lan Newman



Programme - Squirrels & Beavers ‘Up & Down’ 5km route

10:45-11:30
11.00

12:00

12:00-13:00
14:30-17:00
14:30-17:15
15:00-17:15

Arrive between

Registration opens

Registration closes / Kit checks

Walk starts — setting off in groups 2 minutes apart
Teams return to HQ / starting point

Badge distribution / teams re-group

Depart

Route map will be provided in OS format

Route (marked in red)
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‘Up and Down’ Route Description
From the start point,

Remember to stop along the route for your picnic — very important! You can choose where to do
this. Suggestions for this are at Wynds Point or close by.

Head out on the pavement, left onto Mill Lane and then turning right at the end of Mill Lane towards
the railway bridge. Carefully cross to the other side of the road. Just past the entrance to The Elms
take a left onto the footpath that runs almost through the school grounds. Keep left of the cricket
square to pick up the main track towards Evendine Lane. Take care crossing the lane. Follow the
tarmac drive then take the left turn path heading uphill towards Wynds Point (aka British Camp). You
have now reached the summit point on the walk where there is a café and toilets. If groups wish to
go to the top of the Herefordshire Beacon, they can but this is only an optional part of the route
adding on an extra km and 100m of ascent. You descend via the path to the side of the toilets. Head
down the path until you reach Evendine Lane again (where you were before). Here you should stay
to the right as a path slowly diverges from the outward leg path. You then take a left under the
railway (it’s quite a high brick arch) and onto a residential road. Head right to meet the main road
through Colwall then turn left. Cross at the Pelican Crossing and take the footpath next to Thai Rama
back to the village hall. Well done, you have finished!



Programme - Cubs ‘Beacon Challenge’ 12km route

09:00-10:30
09:15

11:00

10:30-12:00
15:00-17:45
15:00-17:45
15:15-18:00

Arrive between

Registration opens

Registration closes / Kit checks all complete

Walk starts — setting off in groups 2 minutes apart
Teams return to HQ / starting point

Badge distribution / teams re-group

Depart

The Beacon Challenge Walk route map will be provided in OS format

Route (marked in red)
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Beacon Challenge Walk Route Description

Head out on the pavement, left onto Mill Lane and then turning right at the end of Mill Lane towards
the railway bridge. Carefully cross to the other side of the road. Just past the entrance to The Elms
take a left onto the footpath that runs almost through the school grounds. Keep left of the cricket
square to pick up the main track towards Evendine Lane.

Walk up Evendine Lane and take a left turn footpath — The Geopark Way. Keep to the path for 1.5km
before heading right (before you cross the railway line tunnel entrance!). The path heads upwards to
come out on the B-road hairpin bend. Take care when walking up the road to the Wyche Cutting, we
recommend taking the track that runs parallel to the road on the right. At Wyche Cutting, follow
Beacon Road which turns into the main path to the Worcester Beacon. Enjoy the view at the top.

From the Worcester Beacon, head north down to the checkpoint. Head left initially contouring round
the hill then down to the West Malvern Road. Take care crossing over the road and head down
Brockhill Road. This is a road to begin with but quickly turns into a rough track. You eventually come
out at The Downs School. Follow the main road down through Colwall. Cross at the Pelican Crossing
and take the path next to Thai Rama to return to the village hall. You have finished!



Programme — Scouts / Explorers / Network ‘Malvern Hills Challenge’ 21km
route

07:45-08:30  Arrive between

08.00 Registration opens

09:00 Registration closes / Kit checks complete

09:00-10:00  Walk starts — setting off in groups 2 minutes apart

14:30-15:00 First teams begin to return to HQ / starting point

19:00-20:30  Final teams return to HQ / starting point (plus badge distribution)
17:15-20:30 Depart

The route map will be provided in OS format.
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Malvern Hills Challenge Route Outline

From the village hall, cross over the road and head along the footpath that runs alongside the
cricket nets. The footpath you need goes across the lower cricket pitch and over a stile. Follow
this path through other stiles until you reach St James Church. Follow the path that is set down
at the end of the church car park. This is a big field. Head to the far corner and over the bridge
and stile. Turn right and head towards the road junction between Mill Lane and Old Colwall.
Cross over the road and head upwards on the footpath to Oyster Hill (trig point). Continue then
on the path that takes you towards Hope End House (visible to your left). Once you get to the
lane, turn RIGHT and head towards Wellington Heath. Take a footpath on the left and follow this
to the end before turning left again. This will head down and then up until you reach a stile and
a fire track along the edge of Frith Wood. Follow the track/path all the way down towards
Ledbury. You will go almost through a back garden at one point but the path is signposted. (You
may then see signs saying that there is no right of way — please continue as this is public
footpath. The local resident is discouraging the path’s use!). Turn right and head down hill with
the railway line on your left. This path is muddy. At the bottom, turn left and follow the
pavement all the way to 1%t Ledbury Scout HQ for refreshments.

Once refreshed, head left out of 15t Ledbury HQ. Turn left up Church Lane (cobbled and picture
perfect lane) and into the church yard. Head right and out onto Cabbage Lane (side of the police
station). Turn left and head up the pavement to a set of steps and cross the main road. Take
extra care crossing this road. Head up the footpath signposted ‘Eastnor’. Follow the well
signposted path all the way to Eastnor. Cross over the main road. Refreshments and toilets are
available at the Woodshed Café. Then head into the Deer Park along the main track.

Take a right turn that will take you through the middle of the two small Deer Park lakes and
continue heading in a straight line up the hill and up to the Obelisk. Continue onwards until you
reach the checkpoint at a cross-roads of paths and take the Three Choirs Way. You will summit
Swinyard Hill, Hangman’s Hill, Millennium Hill and Herefordshire Beacon before heading down
the main path to Wynds Point. There is a café and toilets here.

Take the path at the side of the toilets and head down hill until you reach Evendine Lane. Cross
the lane with care and continue on the footpath. It is well marked. Take the path under the
railway line (a high arch) and onto a residential road. Once at the main road head left and cross
the road at the Pelican Crossing point. Take the path to the side of Thai Rama and head back to
the village hall. Well done! Finished!



Programme — Scouts / Explorers / Network ‘Shire Challenge’
37km route

Saturday

06:45-07:15  Arrive between

07.00 Registration opens

07:45 Registration closes / Kit checks complete

08:00 — 08:30 Walk starts — setting off in groups about 5 minutes apart
18:00 —19:00 Teams begin to return to HQ / starting point
21:00—22:00 Final teams return to HQ / starting point (plus badge distribution)

This route has catered refreshment stops at 1%t Colwall HQ and 1°t Ledbury HQ.

Cut off times — IMPORTANT!
37km teams need to average at least 3kph. There are cut offs at the following checkpoints.
Teams arriving after these times will be directed to follow a shorter route back to Colwall.

Cut off 1 —13:00, 11.5km - Checkpoint H — Eastnor Deer Park. Arrivals after 13:00 will be asked
to follow the 21k route through the deer park.

Cut off 2 —17:15, 26km — Checkpoint N — Wynds Point Car Park. Arrivals after 17:15 will be
asked to follow the 21k route back to Colwall.

Cut off 3 —18:30, 30km — Checkpoint Q — Wyche Cutting. Arrivals after 18:30 will be asked to
follow the road back to Colwall. Torches & high-viz required

Route maps will be provided in OS format.






Shire Challenge Route Description

From the village hall, cross over the road and head along the footpath that runs alongside the
cricket nets. The footpath you need goes across the lower cricket pitch and over a stile. Follow
this path through other stiles until you reach St James Church. Follow the path that is set down
at the end of the church car park. This is a big field. Head to the far corner and over the bridge
and stile. Turn right and head towards the road junction between Mill Lane and Old Colwall.
Cross over the road and head upwards on the footpath to Oyster Hill (trig point). Continue then
on the path that takes you towards Hope End House (visible to your left). Once you get to the
lane, turn RIGHT and head towards Wellington Heath. Take a footpath on the left and follow this
to the end before turning left again. This will head down and then up until you reach a stile and
a fire track along the edge of Frith Wood. Follow the track/path all the way down towards
Ledbury. You will go almost through a back garden at one point but the path is signposted. (You
may then see signs saying that there is no right of way — please continue as this is public
footpath. The local resident is discouraging the path’s use!). Turn right and head down hill with
the railway line on your left. This path is muddy. At the bottom, turn left and follow the
pavement all the way to 1%t Ledbury Scout HQ for refreshments.

Once refreshed, head left out of 15t Ledbury HQ. Turn left up Church Lane (cobbled and picture
perfect lane) and into the church yard. Head right and out onto Cabbage Lane (side of the police
station). Turn left and head up the pavement to a set of steps and cross the main road. Take
extra care crossing this road. Head up the footpath signposted ‘Eastnor’. Follow the well
signposted path all the way to Eastnor. Cross over the main road. Refreshments and toilets are
available at the Woodshed Café.

Turn back on yourself and head to Eastnor Pottery. Continue up the track, bearing to the left.
Continue climbing. Continue on the same bearing and on the track skirting the edge of
Clencher’s Mil Wood (on your left). Eventually you meet the main A417 road. At the main road
you take the immediate branch / fork to the left — a single track road to Pepper Mill. Here there
is a ford and a footbridge. Bear right. You may see the timbered spire of Bromsberrow Church
ahead but you turn to the left before the church. When you meet the road, continue on the
same bearing. You will pass Bromsberrow Primary School. Continue on past the school and war
memorial. Follow the sign on the road for White Leaved Oak.

From the lane, turn right over a stile into the parkland grounds of Bromsberrow Place. Continue
on the GeoPark Way until you meet the lane to Whiteleaved Oak. Walk along the lane, climbing.
Just before you reach the hamlet of Whiteleaved Oak, take a right turn onto a wide path that
climbs up and then to the left. Follow this up Chase End Hill (trig point at the top). Follow the
steep path down from here to Whiteleaved Oak.

There are stocks at Whiteleaved Oak. Putting Scouts in the stocks is up to you! Head to the left
(track) and then turn right through a gate to continue on the Geopark Way staying on a level
below the summit of Ragged Stone Hill. You arrive onto the A438 main road. Be careful as you
head to the right as there is no pavement.

Cross over the road with care to arrive at the car park used by hills walkers. Follow signs to
Peacock Villa and remain on the Geopark Way (where it is also the Three Choirs Way here).
Continue of this path slowly climbing all the way up Swinyard Hill, Hangman’s Hill and
Millennium Hill and passing the Giant’s Cave en-route. Head to the summit of the Herefordshire



Beacon and then head down the main path to the car park, toilets and café at Wynds Point.
Take care crossing the road.

Continue behind the Malvern Hills Hotel and follow the footpath that leads to Black Hill car park.
From here you take the main hills path to summit Black Hill, Pinnacle Hill and Jubilee Hill.
Continue on the main path which will come out at Wyche Cutting toilets.

Take care to cross the road here and then head up Beacon Road, which turns into the main
footpath leading to the Worcestershire Beacon.

From the Worcester Beacon, head north down to the checkpoint. Head left initially contouring
round the hill then down to the West Malvern Road. Take care crossing over the road and head
down Brockhill Road. This is a road to begin with but quickly turns into a rough track. You
eventually come out at The Downs School. Follow the main road down through Colwall. Cross at
the Pelican Crossing and take the path next to Thai Rama to return to the village hall. You have
finished!



Checkpoints and marshals (all routes)

All marshals will be wearing something that indicates that they are part of our Scouts family — it
might be a knecker, a high-viz, or even full uniform!

Marshal
:c:isnta Location Description Grid Reference Checkpoint
CP1/ A |Colwall Village Hall 750420 Y
B Corner of field after St James 734419 N
Church car park
C Old Colwall road junction 732422 N
D Oyster Hill summit 723418 N
E Wellington Heath village 712402 N
Ledbury Railway Station or 1%
P2/F - 7 Y
cp2/ Ledbury Scout HQ 08386
G Ledbury Police Station 713376 N
CP3 / H |Eastnor Deer Park entrance 737378 Y
I Clencher’s Mill Wood 725355 N
CP4 /) |Bromesberrow 747342 Y
K Obelisk 753378 N
PS5 /L Gullett Wood Footpath 756380 v
crossroads
M Herefordshire Beacon 759400 N
CP6 / N |Wynds Point car park 763404 Y
0] Nr Netherpaths 755412 N
CP7 / P [Evendine Lane crossing 760408 Y
CP8 / Q |Wyche Cutting / Beacon Road 768436 Y
R Worcestershire Beacon 768452 N
P9/ Worcs Beacon stone compass 767456 v
paths crossroads
T  |Top of Brockhill Road 764453 N

Not all checkpoints will have a marshal at all times. The major checkpoints — with a prefix of CP -
will be staffed throughout the event. Please thank marshals as you pass them.
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How to get to Colwall Village Hall
For volunteers based at HQ or remaining with groups, there is limited parking at Colwall Primary
School car park. WR13 6EQ.

Drop off and pick up

For those dropping off young people, a drop-off one-way system will operate through the Village
Hall car park. Please follow marshal directions. Young people need to be dropped off with their kit
and they will then be ushered into the hall to meet their group. Registration and kit checks will be
done in the hall. There are toilet facilities here.

Please encourage parents to drop off young people quickly so we don’t end up with traffic jams.
Marshals will be on hand to help.

Please use your own group comms systems — OSM / WhatsApp etc to alert parents of your
estimated finish time and when to collect young people. The times in this handbook are a guide only.

Encourage parents to park nearby (responsibly) and walk to the village hall to collect.

For both drop off and pick up we encourage car sharing to reduce overall cars at the venue and to
minimise the environmental impact of multiple car journeys.

Training / Permits

The various walks and hikes are all in Terrain 0 (per POR). If you are working towards a hill walking
permit, please liaise with your Permit Assessor to discuss how this event may contribute to your
permit.

Food and Drink
Please provide your own food and drink.

The Woodshed café at the entrance to the Deer Park sells hot/cold drinks, cakes, and light
refreshments and is open Saturday 10am-4pm.

Basic refreshments will be available at the two main checkpoints: 1°* Colwall HQ and 1° Ledbury HQ.
There is a commercial kiosk at British Camp car park. Some routes will pass the convenience store in
Colwall and shops in Ledbury High Street.




The Rules

It is the responsibility of every participant and team coordinator to ensure that they have read,
understand and agree to abide by these rules. Rules will be reviewed annually.

1a Entries must be made using the on-line entry via the County website. Once monies are received
they are non-refundable.

1b Entries must be from TEAMS of 4 to 8 people. Flexibility on these numbers is at the discretion of
the organisers. No team is permitted to over 10 people.

1c Entries will be closed when the maximum number of walkers is reached or on a date agreed by
the organising team and posted on the event website.

1d The organisers reserve the right to change any team name inappropriate to a Scouting event.

2 Each group must be accompanied in line with POR. Scouts and above can be remotely monitored
e.g. By a leader walking some distance behind.

3a Participants may only retire at official checkpoints. If a checkpoint cannot be reached a message
must be sent to the nearest checkpoint or, if appropriate, direct to walk control. The remainder of
the team may continue the walk and be in the competition provided that they are 4 or more in
number and carry the specified team equipment. Teams with less than 4 walkers remaining may join
with other full or part teams to complete the walk but will not be eligible for trophies.

3b Teams must keep together at all times. Retired walkers cannot continue with another team.

4a Participants may be disqualified if:-
o Any of the rules are broken.
e The country code and rules of the road are disobeyed.
e Members of the team do not keep together.
Recognised footpaths are not used or you do not walk carefully along road sections.
Checkpoints are not visited in the correct order.
Any assistance is received other than in an emergency.
In the opinion of a marshal a walker is unfit to continue.
e Acheckpoint is reached after its allocated cut-off time.

4b Additionally participants will be disqualified if they are deemed to have received assistance from
anyone other than an event marshal or event official except in the event of an emergency. Such
assistance might be the provision of food, clothing, drinks etc from support teams. All competitors
are required to carry all their own provisions for the duration of the event and to use the services
provided by the checkpoint locations. The event organisers do not allow the use of support teams as
this can often cause conflict with the event and overwhelm checkpoint locations.

4e. Dogs are permitted but must be kept under control and on a lead at all times. Dogs remain the
responsibility of the owners at all times. Dog owners are reminded that some young people are
afraid of dogs. Please be mindful of this when moving around young people especially at busy areas
such as the start and finish.



Kit Lists

5a Boots / footwear designed for prolonged use over rough and wet terrain MUST BE WORN AT ALL
TIMES.

5b PERSONAL equipment to be worn or carried in a rucksack BY EACH PARTICIPANT:
Quality base layer

Warm long sleeved top

Additional suitable jumper/top (in case it’s cold or windy)
Full length legwear suitable for outdoor use (NOT denim)
Quality wind and waterproof coat & over trousers

Spare socks

Warm hat (if you think appropriate)

Warm gloves or mittens (if you think appropriate)

Food for en-route

Drink(s) (suggested 1.5 litres)

Hi viz waistcoat (see below)

The above list is at the discretion of leaders for the Squirrels / Beavers / Cubs

For the 21km and 37km routes:

Watch (or other device with a clock on it i.e. mobile phone)

Drinking mug / Flask with integrated cup

Whistle

Compass

Torch with spare batteries and bulb. (Your torch must be of a suitable size to provide sustained light
suitable to illuminate your route over several hours during darkness. LED torches do not require
spare bulbs. Wind up torches are not suitable.)

Hi-visibility waistcoats with reflective banding which must be visible front and rear. These must be
worn at all times during the hours of darkness and must be worn from 17.00hrs until the completion
of the event. They must also be worn at any point on the route where motorists would benefit from
seeing the ‘hi-viz’ (please see the note above about not walking on roadways) or when instructed to
do so by an event marshal.

6. You are required to wear or carry clothing appropriate to the event, The Malverns can get
extremely cold at night. If the weather is appropriate you might choose to walk in T-shirt and shorts
during the day for example, but items such as these are additional to the required kit listed.

7. In addition each TEAM must carry -

First Aid kit which should include as a minimum a good supply of plasters, blister treatment,
antiseptic wipes and wound dressings.

Emergency high energy food such as mars bars, Kendal mint cake or any such snacks according to
your reference.

Thermos flask with hot drink.

1x Survival bag or foil blanket

0OS map of the route (Malvern Hills OL190 (1:25000) Photocopies may be used in

addition but are not accepted as a substitute.



All rucksacks should ideally display reflective material visible from the rear - a high level of hi-
visibility and reflective banding (which can be supplemented with red lamps such as bicycle lamps) is
to be placed specifically around the rucksack of the team's backmarker. This could be an additional
hi-viz jacket worn around the rucksack.

The above list of equipment will be adhered to at the kit check. If you have any queries please
contact us before the event.

TEAMS WILL NOT BE PERMITTED TO START, or continue the walk unless the equipment listed in rules
5 and 6 can be produced at the kit check and at spot checks carried out by inspection teams on the
course.

8 Acceptance of all applications will be at the discretion of the organisers. On completing the
registration form, all participants agree to accept the rules and conditions governing the event. The
organiser’s decision will be final in any dispute. These rules may be changed if it is necessary in the
interests of safety.

9 All registration forms must be signed by someone in authority that can confirm that the entrants
are correctly prepared to enter the event and that the Scout / Guide district are fully aware of their
participation. i.e. unit leader, GSL etc.

All teams must be signed in by a leader at the start and collected at the end by a leader. Teams of
Scouts / Explorers can walk without a leader or with a leader following behind (at the discretion of
their leader(s).

10 The organisers accept no responsibility whatsoever for any accident, injury or loss of
property incurred during the weekend of the event. All decisions made by the organisers are final.

11 By entering the event participants are agreeing to the possible use of photographs and/or video
footage of themselves for use in the promotion of ShireHike, and to their team location during the
event being tracked and published. For those under 18 years of age it is the responsibility of the
team’s leadership to ensure that full acceptance of these rules is gained from the relevant parent or
guardian. The organisers will assume that consent has been agreed by their parents or guardians in
acceptance of all these rules for them to become a participant.



Other notes:

Spectators

Whilst support teams are not permitted spectators are welcome on ShireHike and we hope this
handbook will be of use to those not actively involved as well as to the participants. We do ask you
to help the smooth running of the event by following these guidelines:

Do not give any assistance to walkers (except, of course, in the case of an emergency) as this may
result in their being disqualified. Such assistance might be the provision of food, clothing, drinks etc
from support teams. All competitors are required to carry all their own provisions for the duration of
the event and to use the services provided by the checkpoint locations.

Park well away from checkpoints. Congested checkpoints hamper staff, confuse competitors and
anger landowners. Do not block Malvern Hills Trust car park spaces.

Do not give lifts to retired walkers until a checkpoint marshal gives permission. Otherwise transport
will be sent unnecessarily, and we will worry over "lost" walkers. We will transport dropouts back to
Colwall from checkpoints but cannot guarantee how quickly we can do this. You may be at
checkpoints or on the minibus for an extended period.

The event organisers do not allow the use of support teams as this can often cause conflict with the
event and overwhelm checkpoint locations.

Returning Retirees (21km / 37km routes)

Please make contingency plans for the possibility of members of your team not completing the
whole route. You could get stuck without car keys, dry clothes, money or food, in some cases for
many hours. We will transport dropouts back to Colwall from checkpoints cannot guarantee how
quickly we can do this. You may be at checkpoints or on the minibus for an extended period.

By-Laws

All walkers and spectators are required to respect and abide by all local rules and by-laws, in
particular those enforced by MHDC, Malvern Hills Trust. SPECIAL NOTE — marshals please be aware
that gazebos are not allowed to be erected on MHT land.



ShireHike 2024 Stage by Stage

Arrival/Camping
Follow the requests from the marshals and only drop off where asked to stop.

Camping is only available to those who have pre-booked. Tents should be pitched where you are
directed to. Overnight, the 1°* Colwall HQ will be available for toilets / kitchen facilities.

Registration
Please bring two copies of the registration form: one for the organisers and one for you to keep.

LEADERS — YOUR YOUNG PEOPLE WILL NOT BE PERMITTED TO WALK WITHOUT PRESENTING YOUR
SIGNED AUTHORISATION SO DO NOT LEAVE IT TO THE LAST MINUTE AND DON’T FORGET TO
BRING IT!

Catering

There will be light refreshments and food at 1°* Colwall HQ and 1°t Ledbury HQ for the routes that
take in these locations. There is no official catering at Eastnor. The Woodshed café offers food (at a
cost) during their opening hours.

Trackers
Each group will have an electronic tracker. Please keep this with you throughout the walk and return
it when you get back to HQ.

Walk Cards

Each team will have a walk card which they need to present at each checkpoint and get ticked off.
Using the tracker and walk cards together provides some resilience and is a deliberate feature of the
event.

Kit Check

Have you registered? Are all your team together? Have you got everything on the kit list? If so then
you are ready for the kit checkers who are in the kit check area ready and waiting. Please report as
close as possible to your allocated time.

Start

The start is at Colwall Village Hall. Make sure your team is ready to start when you are called, as no
allowance will be made for late starting. As you arrive at a checkpoint ensure that ALL your team or
combination of teams are together (you shouldn't be out of contact anyway!). Report to a
checkpoint marshal and get your walker card punched before taking a rest or refreshments. Keep
your mug handy for drinks. The clock is still running whilst you are at a checkpoint so be mindful of
how long you stay - 10 minutes at each one adds up to 2.5 hours!

Food on the Course

Your entry fee includes drinks (squash, tea, coffee, soup etc.) at two checkpoints — Colwall and
Ledbury. These checkpoints also provide snacks - please note this is intended as a supplement to
your food for the day, you must bring and carry your own lunch (and breakfast and tea!).

Risk Assessment (RA) and Critical Incident Plan (CIP)

Both of these documents have been prepared and are available to view on the county website or the
event HQ on the day. A QR code will be prepared and clearly visible to scan and take you to the Risk
Assessment.




The Route

A lot of time has been spent to find a course that is off the roads and interesting. In a number of
places it may seem possible to use roads rather than the approved course, please don't because: i)
many of the roads are narrow and have no footpath; ii) Road walking is not very interesting.

The Start & Finish
See individual maps for the different routes. Start and finish is the same place for every hike.

Your Team

ShireHike is a TEAM event. If a member of your team is unfit to continue, your first duty is to see
them safely to a checkpoint or collected by ShireHike transport. You must be close enough together
to be able to communicate with each other AT ALL TIMES. You started together, and should STAY
TOGETHER. Teams must walk together as a group and be able to easily talk to each other. Arriving at
checkpoints minutes apart is not acceptable.

Retiring

Should you decide not to continue, or a marshal decides you are unfit to continue or you arrive at a
checkpoint after its cut-off time then you will retire. Transport will be arranged to take you back to
Colwall. Should you be unable to continue between checkpoints, at least one other team member
must stay with you whilst others obtain assistance. In this instance the remaining team members
must not continue the walk until Walk Control give permission. It is your first duty to ensure that the
retiring team members are safely accounted for and you may be required to help locate them. The
remaining members of your team will be allowed a time adjustment in this case.

Once you have retired and the rest of your team have left then you CANNOT continue walking. If you
do this you render your whole team liable to disqualification for not hiking as one group.

Disqualification

We have tried to tune the Rules to cover all eventualities without becoming a huge legal document,
but this isn't easy. ShireHike exists only for the participants; the rules may appear unnecessarily
strict to some; however with over 500 walkers, spread over nearly 25 miles, we cannot ensure that
there are no serious problems unless they are kept to. We hope that there will be no problems
during the event, but the only people that can ensure that are you, the participants. You agree to the
rules when you enter: please abide by them - letter and spirit.

First Aid

Report to the First Aid area at the finish. If it is your feet that require treatment please bring a towel
and clean socks. Marshals will have a first aid kit and many of them are trained/qualified first
responders also.

Presentation
There is no formal presentation at the event but all participants will be given a badge for their camp
blanket.

Lost Property
Lost property will be kept at the main HQ / base during the event. The organisers of the event accept
no responsibility for lost items.



