Hank’'s Wall Area

Listen up, and listen good. Get away from the
cracks! Are you from Yorkshire or summat?

V6 7a— Pigswill —Best done from a sitstakVith or
without the pinch it is about the same difficulty.
F.A.Hank Pasquill, 1983-86.

V7 7a+ - Pigswill Sit-Start with No Toe/Heel
Hooks. Eliminate the trickeryF.A. Matt Leigh.

V7 7a+ —PP - Pigswill into ParabolaStart as per
Pigswill, reaching pinch with RH, then get sidepull
1 with left, then go for poor crim@® with right.
Next, LH to 3 and finish up the crack above. Quite
fingery! F.A. Matt Leigh.

V3 6a+ —Parr’s Crack Sit-start. Go on then.

V6 7a -Hank's Wall. The classic of the crag. Any
holds betweenthe cracks, feet and hands. The left
hand pinch is in. Watch that left fooB.A. Hank
Pasquill, 1979-83. In big boots.

V7 7a+ -3 Hold Hank - using 3 holds: sidepull,
edge for left, rock over for good two finger hold
near the topF.A. Andy Kay.

V7/8 T7a+/7b - Hank's Wall Sit-Start — An
excellent powerful move to catch the sidepull. The
back wall is in for feet, but the arétes are notoin
handsF.A. D ylan Fletcher, pre 1999.

V8 7b/+ - Sieta's PresentSit-start without using
the sidepull on RH notch. F.A. Dylan Fletcher, pre
1999.

V8 7b+ -Right Hand Hank Climb the wall on the
right, with no holds left of centre. The crux isiggp
from pocket4 and ripple5 to edge6, but the top
move is very fluffable. Brilliant.F.A. Andy Kay,
2004.

V2 6a —Slayback- One handed upayback to the
jug. Possible in 2 hand movements. Reversing is
also good fun at about the same grade.

V3 6a+ —Alana — Make a tricky move from the
right hand crimp to finish on good holds up the
vague left aréte.

V5 6¢ —Playback— Eliminate the good holds on the
left aréte - use underclings to reach slopet the
top of the crack, then swing up left to a good grim

Project —Alana Direct Finish — Eliminate both
crack and aréte holds. Rumoured to have been done
by Ryan Pasquill.

V5 6¢ —The Pillar - Pinch the undercut with right
hand and crimp low sidepudl with left hand. Pull
on and slap the undercut to stay on. If you stéth w
both hands pinching the undercut it is only V2,
though this is perhaps how it was originally done.
F.A. Brian Cropper, 1976.

V5 6¢ - Traditional Mantel Problem - Mantle

flattie 10 and reach crimd 1l Get a foot up tdO
and stand up. Feet on smears and handholds only.

Pg. 3



Top End

Up past the Unjust Wall are several more quality
problems.

V5 6¢ - Prow Dyno —To the right of Blurt is an
obvious prow. Dyno from the bottom flatties to the
top.

V4 6b+ -Prow Eliminate - From sidepull and sharp
undercut directly up to the ledge, using a sloping
intermediate or pinch just below the ledge. This is
also hard and reliant on a good bit of friction -
definitely not one for summer!

Further left...
V6 7a- Tulip. From extreme right-hand side of top
end, traverse left tdiptoe without using topFA

Geoff Hibbert , Spring 2002.

And a little further left...

V6 7a —Dezertion Sitstart — Sitstart underclinging
crackl. Perhaps a grade easier from standing.

Project - Dezertion Eliminate — Sitstart but
eliminate good right hand undercling/notehand
instead use crimB on the face. The standup is V8
7b.
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Even further Left...

V8 7b - Ridiculous Eliminate — Sistart crackl to
obvious slopey protrusiorzand3, then lay one on
for ledge4. Great stuff. Good conditions helpA
Robin Mueller

Project- Dyno —1 to 4.

Eyeballing onPP



Nexus Wall

This bit stays dry in all but the worst of downpguiThere are some
excellent dynos here, as well as potential for sbard eliminates — let me
know if you invent any or if I've missed vital haldand I'll update this
page...

Dynos

V4 6b+ -Nexus Dyno— The classic. 1 -2 - A
V5 6¢+ -The Good-6-5 - A

V6 7a-The Bad-5-4-A

V8 7b -The Ugly -4 - A

Project-4-3-A

V7/8 7a+/7b -The Witching Hour -4 -2 - A
V7 7a+ -Nightlife -3-2-A

Other Problems

V5 6¢+ -Lancashire Pothot- 17 —19*-8 — A
*Use any part of sidepull, all the way up to hold 2

Jordan Buys on th&roundhog Sitstart
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Unjust Wall V3 6a+ -Unjust- The classic problem is itself an eliminate. Clithi wall
using any holds except D and H.

V56c-Crimps —E-F-7-8-A

V6 7a —Unjustice— G -3 - A
Awkward fun.

V7/8 7a+/b -Unpinched —15 - 16 — B — A.
Harder for shorties

Again, there is plenty of potential. Let me knovddill update this page...

slbouldering@hotmail.com

Aiming high onBig Muff
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The Long Back Wall

There are many excellent highballs, but two areasideal for bouldering,
being much shorter and more compact. See the ctenpteng Back Wall
Topo for the rest...

Right Area

V3 6a —Lowballing - Traverse from extreme right hand end of wall. Star
corner and traverse left to finish up Knep (distiisped by the graffitied
number 16a)F.A. Geoff Hibbert.

Project - The complete traverse remains unclimbed, and hetiose of
V13 climbing.

7 - V9 7c —Colt - Climb the wall on shot holes/small crimps. May be
harder now a hold has gortéA. Paul Robins. 2000.

8 - V5 6¢+ -Rusty Wall - An excellent problem with the hardest move to
start, but no easy moves higher up.

9 - V2 6a -Stop Butt - Climb the two cracks from obvious jugs to a tyick
finish.

10 - V4 6b+ - Big Butt - Sitstart left of Stop Butt from a left hand
undercling and fat right hand sidepull. Work rightés and up into the thin
left crack. Pumpy moves lead to a highball finisattlooks so easy from
the ground. Entertaining all the way.

11 - V3 6a+ -Butt End - From a low overlap climb the two faint cracks
that diverge rightwards.

12- V2 6a Knep - Climb the block-filled crack on the left.

Left Area

V5 6¢ -Left-hand Traverse - Traverse right from Impo (problem 28) to Var
(problem 22).

20 - Project- Would definitely be climbable.

21- V3 6a+ -Hardline - A great move to start and an interesting finish. A
sitstart adds a few extra moves, but nothing tatffeculty.

22-V2 6a —Var - Jump for the jug and go. Fun.

22b - V7 7a+- Big Muff - Sistart beneath Var and finish with a difficult
move to the jugFA. Robin Miiller, 2005.

23— V5 6¢ —Lifeline - The good pockets are reached by either a layback
cross through, but both methods are tricky and delm@escision on the
polished footholds. The difficulty is over at thalfaheight jug.

23b - Project - A sitstart would go, using the foothold on Big Mahd a
sidepull just left of the Big Muff undercut. It wizbialso be very hard.

24 - V3 6a+ -Knah - Originally given 5c, this is still tricky at V3.

24b - Project- Sitstart Knah to the jug, without any holds onsBuwall.
Gnarly.

The wall to the left also has several good problems
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Brownstones Eliminates and New Routes

13 July 2006

So here’s the latest incarnation of the Brownstahgsst, now
replete with photos, drawings and go faster strifB=gteries
not included. As the last guide was perhaps aelittl
overwhelming, I've made this edition a lot moreestive.
Most of the harder stuff is included, as well asneoof the
better and more overlooked easier problems.

The Nexus Wall is finally displayed in hold by hold
technicolour — though it probably needs a few twgedke
described lots of good dynos on this bit of roclat there is
potential for hard non-leapy stuff as well, sortet know what
you come up with and I'll add it to the guide. Téame goes
for the Unjust wall.

And another thing. I've changed the grades. So yowget V
grades and Font grades. Isn’t that fun?

By the way, sorry if the pages are all in a funmglen. The
computer always wins in the end.

Have fun kids...

-Robin

www.southlancsbouldering.tk

Send words to slbouldering@hotmail.com
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Groundhog Area

1 - V5 6¢c —The Young Pretender— When dry this is a good problem.
Climb the crack and swing left to hang the slogge of Groundhog.

2 — V7/8 7a+/b —-Groundhog Start — Climb the obvious aréte from a
sitstart and finish matched on the slopey ledgentstanding it is a good
V6 7a. Either way, it is more fingery than it looKtstart FA Jordan Buys,
2005.

The rock between Groundhog and Crackhorse does $@we holds. Try
and use them...

3 - V6/7 7al+ Crackhorse — Climb the right fork of the two cracks to the
left. Highball but fine with mats and spotteffig\ Calum Berry, 2006

4 - V3 6a+ -The Key — Climb the left fork.

5 - Project — Just left of the corner is a brushed wall. Clitmigood holds.
On the wall to the left are easier lines, with sopwtential for fun
eliminates. The best thing about this wall is disring the oh-so-satisfying

sloper.

There is also a good eaByno to the left, from the jug in the crack to the
juggy ledge up and right. This goes at around /8 6a



Ticklist

In very approximate order of difficulty — the hastiproblems at
Brownstones (though don't forget those listed agquts):

V9 7c
— Colt

V8 7b+
- Right Hand Hank

V8 7b

— Sieta’s Present

— Dezertion Eliminate (standup)
— Groundhog Start sitstart

— The Ugly

— Ridiculous Eliminate

V7 7a+

- Hanks’ Wall sitstart
-PP

- The Witching Hour

- Unpinched

- Crackhorse

- Big Muff

- Nightlife

- Three Hold Hank

- Pigswill w/o trickery
- Thunder

V6 7a

— Grand theft

— Groundhog (standup)
— Hank’s Wall

— Pigswill

— Unjustice

— The Bad

— Dezertion sitstart

— Tulip
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And don't forget ...

DC10- The legendary flying and leaping problem acrdes rhagic circle.

Stand atop the left-hand spur of the ‘'amphitheéseyou look at the rock)
and gaze down across the divide to the far wadl RH spur). About a third
of the way up the wall, in the centre (?) thereisovious foothold that

under normal circumstances you'd never fall off &oould quite happily

bivvy on as a team of 3." From the top thought budd is a long way off,

and it's the target for your feet. Has only had tkmmown successful

descents; Andrew Gridley and Paul Pritchard. Tindi@y's attempt at a
third descent spoilt the 4 hours of plastic surgémat he had undergone
after falling from the back of a truck a few day®wously, on the way

home from the pub/cra§.D. Andrew Gridley. 1980s.

Pete Hurley otHank’s Wall



