Print thiz chart out and keep it on you at all times, in your Pocket Sized Zombie Survival Kit.
A FIDWChan At the first zure =ign of an outbreak, follow the instructions on thiz chart.. 1

Zombie Apocalypse Survival:

r_ .
Section One: Find Shelter . —
= ind the
*fou won't be able to survive long on the | Where Ay from Areyouat 1, Areyouat .. Are you in nearest, best Juosimg szt
run. is vital to find a =afe place to hold are you? Jmme Eomeone work or a building? def Im.;. —
) elze's home? zchool? ElEn=a
ocut against the undead horde. \ e buildi
Al home Yes — uiding
Iz thiz place defendable?
A defendable location should Good Shelters Bad Shelters
have these aftributes: - Older houses in good repair - Supermarkets
-Sturdy cuns\.truu_:tlun - Houses with few close-by neighbors - Most school buildings Find the best location you
-Few (if any) windows - Anywhere with a sturdy fence - Mobile homes can, even if it's not ideal, or
-Tools and weapons - Two story houses - Modern tract housing travel as stealthity as
~Food and water - Stores with few or barred windows - Apartment buildings possible until you find
= ~Warehouses - Police =tations gomew here you can hole up.
- Army bases (best choice, but they - Hozpitale (thiz iz the absolute worst place to go!) —
1 d)
may not let vou in}

Section Two: Fortify

While no Zombie iz emart enouah
Oizy] to use a doorknob, they wil pound
on a door until it breaks down, or
=mazh though a low window.

How to get boards and nails/screws
Even if your shelter doe=n't have lots of
loo=e wood and nails lying around, that
doesnt mean vou're out of luck.
Drez=sers and bookshelves can be
dizzazembled for the boards and nails
or screws they contain. Keep in mind

Are there any exterior doore S8 Do you have a hammer, nailz, and =]

that don't lock or aren't sturdy? s boards? Oreven better, power and an < however that much of the newer,
| electric screwdriver and wood screws? mass produced funiture i= made largely
N of particle board, which will not be very good for securing
weak zpots in your perimeter, though it could be used to
rAre there any windows? reinforce an exigting wall.  Still, this type of furniture will
; i Yes ] usually have lotz of nailz and screws holding it together. Also
it\ir;s\:c'lit: tT:::LiTS s there any heavy furniture that [y, be aware that a lot of high-end furniture, whike it may be
. could be used as a barricade? constructed of the best wood, may not have any fasteners.
e o Good quality furniture is frequently dovetailed together and
secured with glue. You can alzo get lots of good two by fours
and nailz by knocking down a non-load bearing internal wall, or

fare there any doors taking apart a flight of stairs. It i= most important to keep thinking
you haven't boarded Impravisel 122 on your feet and be prepared to try using something in a way it
lup or barricaded yet? P ’ 4 igi i

p ¥ wazn't originally intended.

Section Three: Secure

rGﬂther all tools, weapons,
Forget about a fallback position. uzeful chemicalz, blankets,
Further =ecure your outer bedding, radios, batteries,
perimeter and move along to and anything elze that
gathering resources. might come in handy into
your fallback position.

Whether you like it or not, you're
probabhy going to have to hold out for a
Firgt, vou’ll need il while. What's more, it iz possible that
to prepare a your outermost defenses could be
fallback position. breached. Prepare your shelter for a
long term seige.

Ko

™

Iz there any food that will
go bad, =uch as bread or
anything that must be kept
frozen or refrigerated?

Prepare for your eventual
ezcape. See "Escaping” on
the other =ide of thiz sheet.

le there a room or
reoms with limited
access to the outzide?

Iz there a
bazement?

Is there a
zecond floor?

i)
—

¢ = fes How to Purify Water

(Mﬁke thiz your fallback position. i After shelter, water is going
EE Move it to your l Sy to be your most important
¢ fallback position. Conzume this food before resource. The human body
. } touching th -perizhable can survive as long as 4 or 5
- cuching the nen-perizha
Completely close off all entrances Move all that you can into

food. If you stil have power, | Weeks without any food, but

our fallback posiion.
A g meat can be satted and dried | Only @ matter of a few days

except one to your fallkack position.

Drink from the containers . .
L = you can't store there first in an oven at a low heat without w.ﬁter. If you've lost
" i sefting to make it last longer. | Your running water, you'l
Iz there any canned need to collect =ome, either
. food or other non- f # d
Reinforce all walls that fFi i ) rom a siream or pond, or
Fill every available perizhable food by collecting rainwater. If your water comes from

could be exposed if | container with water,
your outer perimeter iz including jars,

Lbreached. glasses, emply jugs,
Lt:-athtut:-s, and ginks.

available? outdoors or has been stagnant for a whike, you will want

to purify t. ldeally, a camping water fiter would be best,
but =ince most people don't have one of those lying
around, you could put a few drops of bleach or iedine in a
galion of water. If the water iz dirty, it can be run through

~
Prepare the one remaining

b .
entrance to your fallback Gather resources | fDoyoustl | Be prepared to purify | 5 coffee fiter filed with sand or crushed charcoal to
position to be quickly secured to withstand a L have water your water. _5'3'3 remove impurities, though that won't remove the ilness
if the perimeter iz breached. long term =eige. and power? inz&t to the right. causing bacteria.
N
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Zombie Apocalypse Survival: A Flowchart

Print thiz chart out and keep it on you at all times, in your Pocket Sized Zombie Survival Kit.
At the first zure =ign of an outbreak, follow the instructions on thiz chart..

r - "'
Section Four: ESCEPE II-—Tr'_.r to get a =ense of the situation around
~ - vour ghelter. Where are the reports of
Unless you have a way to Turn it to AM, and periodically large numbers of undead? |z there
make your =helter completely scan for broadcasts. AM somewhere people are holding out against

=elf sufficient, sooner or later
vou're going to have to make
a break for it. Be prepared
IL:am:l plan ahead.

Make one. See
building a radio,
below.

signals reach farther than ﬁ' the horde? Is there a rendezvous point
]

FM, and are more likety to be
used by emergency picking up survivers to transport to a mare
broadcasting stations. =ecure and sustainable position? Draw out sketched out,

where what remainz of civil autority iz Once you have

your travel plans

By now, a horde of the undead

| @ map in advance of your escape. - prepare for the

ezcape from your

has almost certainly surrounded
your =helter, drawn by the smell
of your live flesh. Your best of simulating the smell of live

r -
Unless vou have some way

= shelter.

How to travel

A lot of people *koff koff* have seen one too many
zombie movies, combined with episodes of the

option will be to create some human flesh, your best bet i

=zort of diztraction to draw as .
many zombies away from your w to ma_ke 3 ":.”m noise,
possibly with a firecracker or

ezcape routs as possible. even a gunshat Anything oy

that will attract even a few of
the undead away from vour
ezcape route.

Will you be

r
The firgt phase of the escape,

A-team, and ingtinctually run for the big truck and the
. . . welding torch. However, there are many reasons
gefting out of the immediate why this might not be the best way to move through
the apocalyptic wasteland. Here are zome pros and
cons to various modes of transport:
Armored truck: Great for plowing through great
armie= of the undead, not 20 great on gaz mileage,

vicinity of your shefter and it's
crowd of zombies is the most
importand (and most difficult)
part. Especially if you are the
only live human for a long

. N . -
travelling distance, you will have attracted z:lud”:-;;-ll;npznrz;s when you're going to find the next
for more uite a crowd of the living dead. :
than about G‘H;,Lq g Regular car or truck: Much better gas milage than itz
2-3 days? - armored brother, but it still has that nagging and

Try and do it without ” - potentially fatal fuel problem. Also, anything with an

sleeping. Every zombie You've made it! internal combustion engine makes too much noize and draws in the zombies.

that has sensed your Civilization, such as it is! Food! Clean | Motorcycle: More maneuverable than the last two, but still with that loud noise

Presence i moving water! Other people! Most importantly, | problem. vou might end up drawing in every zombie in a several mile radius.
When you must slowly towards you, a chance to sleep for a time without Bicycle: Thiz iz probably your best option. 1t
rest, try and do t_'”t they will never get the constant, gnawing fear. Make Did the zombies get here will travel many times faster than the undead,
<0 somewhere tired and rest. yourself as useful as possible to before you? Wel makes very litle noise, and is fueled by you, so
high. Remember E=T protect and grow this new oasis of thats too bad. Time to as long as you stay well fed and manage to get
o | . hurr!ﬂn'rty, and begin pressing bﬂ.cl.( square your shoulders, =ome sleep at ni.ght,. YDI{ Shl:ll.lll:.1 I}B fine.
climb. EE] 7 againzt the undead horde, reclaiming pick your chin up, and On foot: In certain situations, this is your best

your world from the dead! =i N otart over at Section One. | bet, but if you can possibly find a bicycle, do

20.

Appendices

Appendic A: Know your ensmy

Zombizs are 3 very dangerous fos, but they do have one weskness: they are crestures of purs
instinct, and their only goal in unlife is to consume live flesh. Because of this simple fact, they are
weny predictable. The onby real advantages the undesd have are a total lack s fatigue, superior
numbers, and the sheer teror of their homrible appearance. With the right tools, knowledge, and
frame of mind, you can overcome sll of these, Here are several important points sbout the undead
to aid you in the fight against them.

1. Zombies Movement: Zombiss generaly move in 3 slow shamble, but when they sense life close
by they will make a brief rush towards their prey, arms outstretched and moaning. Always
remember that even if you owtrun 3 zombie, it will continee shambling skowhy in your direction unless
distracted by another target.

2. Fombies Attacks: Zombies slways move in 3 direct line towards the nearest living person.  Their
arms will b outstretched to grab and pull you towards their mouths. Alwsys kesp in mind that their
OME GOAL is to sink their testh into your flesh. Don't expect them to resct to 3 counterattsck from
YOUu.

3. Attscking Zombies: A solid blow to the head that damages the brain is the ONLY WAY to stop a
zombie. Do not bother siming for any other part of the body. Be aware that even if onhy the head
survives, it will still try and bite you if get too near. You must destroy the brain to stop 3 zombie.

4. Good Zombie Weapons: Guns are grest, 2= long a= you don't plan on being snesky. The sound
of gunfire is sure to draw zombies from all around.  For distance weapons, a slingshot or sling is
best, but do reguire practice. For hand to hand combat, you'll want a long weapon with 3 weighted
end. A good, solid club or axe is 3 good choice here. Swords are good for penetrating the shull, but
can become stuck. Mon incendiany explosives are useful for temporarily clearing 3 path, but aren't
likehy to permanenthy finish off 3 zombie. MEVER, EVER USE FIRE, especially near your shelter!
‘While 3 normal zombie is dangerous, 3 burning zombie will keep moving, kesp trying to bite you, and
will tend to =&t anything around it on fire. |t can take up to several hours for 3 zombie to burn
enogh to acteally stop moving.

5. Zombies Cannot Climb: They can drag themselves up something of sbout shoulder height, but
they don't know how to actualhy pull themsslves up anything much higher than that.

8. Fombies Mever Stop: They will continue to track you across any distance. They will continue
pulling and pushing against any bamicade. They will never grow bored milling abouwt outside of your

shelter. You must be constanthy vigilant, checking and rechecking eveny wesk point of your shelter.

T. Zombie Wounds: Any wound inflicted by a rotting corpse will very likehy become infected with
normal bacteria. Clean any wound thoroughhy and use disinfectant if possible. ALL ZOMBIE BITES
WILL RESULT IM INFECTION BY THE ZOMBIE FLAGUE! THERE IS NO CURE! Itis vagushy
possible that if you are bitten in an extremity, s3y in the hand, if you immedistehy (within a few
seconds) cut off the entire arm, you may avoid undeath. Don't count on it, thowgh, and plan on
restraining anmyone who may have been bitten for at least 38 howrs.

Appendic B: How to Build a Radio

With a few items from around the house, you can build 3 simple AM Radio. This will help you stay
up to date on the situation as it unfolds. Remember, knowledge is power, and the shility to resson is
your most powerful weapon against the undesd. (Specisl thanks to www sci-toys. com for this ides)

“fou will nesd: A round plastic bottle, such as 3 shampoo bottle

Enamel coated magnet wire - this can be found inside 3 microwave of in the
transformers of many other electronics.

A diode - this can also be found in mamy housshold electronics. Look on 3 circuit
board for 3 small component, & tube abowt 3/18” long and 1/18 to 1787 in diameter.
It should look: like it's made of orange glass, with 3 wire coming out of each end.
O end will be painted black.

A telephone handset or pair of hesdphones. |f you use a telephone, don't use 3
condless phone.

Insulsted wire (S0 feet or more) or 3 tv antenna.

1. Poke 2 holes half an inch apart at each end of the bottle. Tie of f the enameled magnet wire in the
two holes at one end of the bottle, leaving seversl inches loose on one side.

2. Start winding the wire around the bottle. After 5 loops, leave a small boop (wrapped sround 3 pen
or stick) standing cut from the bottle. Wrap & more times, leave another loop, and repeat wntil the
entire bottle has been wrappsd.

3. When you get to the two holes at the other end of the bottle, tie of f the wire through these,
leaving sbout & inches of wire looss.

4. Using sandpaper or 3 knife, scratch the coating of f the ends of the wires, and the small leops you
made that stand off the bottle. Leave the coating intact evenywhere else!

5. Attsch the diode to the loose wire at the bottom of the bottle. Solder if you can, but twisting the
wires together and taping them wp will do the job.

G. Cut off the end of the telephone cord or the jack off the headphones. In 3 phone cord, use the
black and yellow wires. In headphones, you will most likehy see sither blus, red and black, or blus,
red and uncosted. Wrap the blue and red together, and the blsck or uncoated will be the other wirs.

7. Attsch one wire to the free end of the diods, and the other to the loose wire at the top of the
bottle. Solder if possible, or use tape or an alligator clip if you have to.

8. Put your antenna (insulated wire or tv antenns) 3= high up a5 possible. |f you have one, sttach
an alligator clip to one end. This end will be clipped or held to the wariows small loops you made that
stand of f the bottle.

9. If you've done everything right, you should be able to hear AM radio stations throwgh the
hesdphones or handset. Move the antenna wire to differsnt loops to change the station. A longsr
antenna will produce louder sound, and higher up it will be clearer.
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