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How to Survive Zombies!!!!  
Compiled by Dave Johnson 
The 'Ask a Zombie' expert. 
 
What are Zombies? 
 
 Zombies are the dear departed folks. Like you and me, who died of the mutated cross-
gene virus known as (nvCJD/BF) Bird flu / CJD New variant.  
 
Where did the virus come from? 
 
Nov. 26, 2000 Genesis of the New variant:  
 
Germany was last night accused of arrogance over its failure to implement measures to 
stop the spread of mad cow disease, which now appears to have claimed its first human 
victim there. New variant Creutzfeldt - Jakob disease (nvCJD).  The new variant 
mutated along with the bird flu to form the new virus that is now infecting humans. It is 
at epidemic proportions in the European Union and the United Kingdom. 
The next out break was in Canada. The Zombie threat was kept a secret by the FBI and 
other agencies. A special task force to combat the Zombie threat before it came to the 
U.S. 
 
In 2006 the first case of nvCJD/BF appeared in San Diego, Ca. The victim, a Marine 
recruit from the Philippines. He was treated at Naval Medical Center, San Diego by 
Infectious Disease clinic. He was miss-diagnosed. He reported to the clinic on June 
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12th, sat down on a chair. The clerk said he slumped over and fell asleep. He really 
died. Thirty minuets later he started eating the clerk. 
 
The Biology of a Zombie 
 
It has been determined that the source of the motivation to feed on living flesh is the 
zombified brain. Or to be precise, the brain stem. 
 

Function:  

 Alertness  
 Arousal  
 Feeding and hunger 
 Breathing  
 Blood Pressure  
 Contains Most of the Crainal Nerves  
 Digestion  
 Heart Rate  
 Other Autonomic Functions  
 Relays Information Between the Peripheral Nerves and Spinal Cord to the Upper 

Parts of the Brain  

Location:  

 The brainstem is located at the juncture of the cerebrum and the spinal column. It 
consists of the midbrain, medulla oblongata, and the pons.  

 
 

Infection. Symptoms of zombie infection appear quickly: within one or two hours, the 
victim will develop a headache, fever, chills and other flu-like symptoms. 
 
Coma. Zombie comas are brief than. While physiological changes-slow pulse, shallow 
breathing-are disturbing, the coma lasts only between four and six hours. Only the very 
young and very old do not survive zombie comas. Zombies have been found as young 
as five years old and as old as 90. 
 
Transformation. Zombies awaken from their comas in a catatonic state. They are 
unresponsive to most stimuli as they shuffle about, trying to locate their prey. A zombie 
will begin hunting immediately upon transformation. 
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Zombie scourges generally arose in the wake of natural disasters. Almost every significant 
outbreak in the United States came on the heels of a hurricane, flood or blizzard. The un-
documented cases of Zombie infestation in New Orleans, LA. Ranged from 200 to 300 
specimens. The reports of rescuers being attack in the rubble were suppressed by the FBI and 
FEMA. Other eye-witness reports said zombies were appearing at the refugee center in the 
sports dome. (Source: CDC and WHO) 
 

 
Figure 1: Zombie feeding station. FEMA set up a feeding station to stop 
Zombies from feeding on rescue workers. 
 
 
 

 How to Survive a Zombie Attack 
 
First things first, you have to know your enemy. Zombies come in two flavors: 
fast and slow. Fast are definitely cool, but you'll need more than a baseball bat 
and a pair of running sneakers to survive that zombie attack. Slow zombies - well 
why the heck would anyone die from a slow zombie? If you can't get away from a 
slow zombie, you earned dismemberment.  
 
Let's suppose that you made it through the first 10 minutes of the zombie-fest, 
and while most of your town are looking for live flesh to feast on, you're 
wondering how to hot-wire a car and get out of town. You need a plan of action... 
 
 

http://www.kuro5hin.org/story/2005/4/18/153047/155
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The most important thing that you can do in a zombie attack is to act decisively 
from the start. Zombies are slow and stupid, before they have great numbers to 
rely on, their greatest advantage is the element of surprise. Remember to keep 
away from strange, drunk looking people and to act decisively to neutralize any 
zombies you do encounter. Even if they are loved ones. In the long run this is 
better for you, less cruel for them and it is more than likely what your loved one 
would have wanted. 

 
 Preparation 
 
Preparing now for zombiedom is a good idea. Remember what the TV preacher 
said, "When hell is full, the dead will walk the earth." So it's bound to happen 
sooner or later. Since it would look weird if you started bricking up your windows 
and stockpiling rifles, you have to be smart about this.  
 
First, get to know the guy in town who bought a pallet of Spam to survive Y2K. 
He probably still has a ton of that stuff around, and knows all the good hiding 
places.  
 
Next, scout out all the big box retailers that carry ammo and food. Not too many 
eh? Tough luck, blue-stator. Someplace like WalMart is ideal, especially with the 
Garden Center for seed and stuff for long-term survival. A big bonus would be a 
nearby Home Depot or some such place so you can get plenty of lumber and 
quick-mix concrete for fortification.  
 
While you're preparing, always keep in mind locations where people congregate - 
you're likely to find lots of zombies there when things turn ugly. Highways, malls, 
and schools are especially bad. You also might want to mention to your friends 
and family in passing how well your hiding place could be defended, etc. That 
way, when the zombies come, they'll remember you said that and come help you. 
I don't recommend telling them you're preparing for a zombie invasion. 
 
 First, the Fun Stuff 
 
After your initial panic, it's important to remember that a significant component of 
your survival is the demise of the ghouls trying to get your tasty brains. Despite 
some reports to the contrary, the only way to permanently un-animate a zombie 
is to destroy its brain. This isn't rocket science (although that would be a cool way 
to do it). A gunshot to the head is the most direct way to disable a zombie, but 
not the only way. Decapitation also works, although the head will probably still 
function so don't let it bite you. If you survive long enough, and society collapses 
along with any hope of rescue, you'll need to develop some means of skull 
penetration that doesn't involve guns - a professional bow hunting setup works if 
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you can get it. You might be squeamish at first, taking out your neighbors; with 
time this will pass, you might even adopt a gleeful hangman's sense of humor in 
your executions. 
 
"First, let's get one myth out of the way: During a zombie attack, the 
zombies you'll be facing have about 1/10th the agility of an average 
human." 
 
Run or Hide  
 
This is a no-brainer. You gotta hole up somewhere eventually, but pick carefully. 
Let's say that the outbreak is localized to your city, but you know that the 
neighboring town is zombie-free. Flee to the neighboring town. I know this 
sounds obvious, but don't sit around waiting for grandma to bite you. Get to the 
safe town, find a gun store, and join the Minuteman Militia.  
 
But that isn't much fun, so let's think about what you'd do if the whole country is 
overrun. Since you already did your prep work, make a bee line for the WalMart 
you picked out earlier. Hot Tip: Pick a new WalMart if you can. Zombies tend try 
to do the things they were doing when they were alive, so they're gonna head to 
the mall, or WalMart, or school... you get the idea. And since we're on the 
subject, malls are a bad place to hole up in. Too many entrances, and not 
enough goodies for long term survival.  
In short, pick a new general merchandise or grocery big box store. You get lots of 
canned food to eat, and only one or two large entrances to guard. 
 

If TV has taught me anything, it's that you can turn pretty much any handy vehicle into a 
near-tank in an hour or two. All you need is a big angry black guy with a welding torch, a 
slightly insane pilot, a face man, and a cigar-chewing leader to get 'em all working together. 
If you can fend off the zombies for a little while, you're fine. And if the guy with the welding 
torch does his job well, you can probably just drive right through the accumulated horde. 

 
Use the Buddy System  
 
Don't be a dummy. If your buddy is bitten by a zombie, shoot him in the head and 
get it over with. Otherwise, gather the refugees, Rambo, and lead them to safety. 
People will follow anyone who acts like they know what they're doing, and you 
need the manpower to subdue the throngs at WalMart.  
 
Not to mention that a good zombie attack needs plenty of extras.  
 
Since the average WalMart has enough food to keep a few thousand people fed 
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for a week or more, you should have enough staples to get by for a few months if 
you limit your group to around 100 or so. There's a trade-off here between having 
enough people to defend your fort, and enough food to keep them fed. I don't 
know if zombies are edible, but that's a possibility if things get rough. It's not 
really cannibalism, is it?  
 

DO NOT, I repeat, do not eat the zombies. Zombies have been infected with 
nvCJD/BF, a virus that has proven to be 100% fatal. Eating a Zombie would most likely 
cause you to contract nvCJD/BF. 

 
The basic idea to get from this section is, have enough people to root out the 
zombies and block the entrances, but not so many people that you have to ration 
the food heavily. Also, make sure you have some girls. Preferably hot chicks, but 
in the absence of those some tough biker babes would work.  
 
While WalMart would seem the most likely place to live through a zombie 
attack, it's actually a giant death trap if the situation requires you stay there 
indefinitely. Think about it: Yes you can grow food, but how much soil is 
actually at a Walmart. Figuring that you'll need at least a foot of soil to grow 
anything successfully, there really isn't enough to grow food for more than 
a handful of people. Also, not the food on hand when you enter the WalMart 
will stay fresh for long periods of time. All produce, frozen goods, dairy, 
and meat will be useless after the power goes out. Basically, only a third of 
the food at WalMart will be edible after a few weeks.  

If you want to survive, I suggest getting out of town and heading as far 
away from civilization as possible. Avoid cars as zombies flock to that 
noise. Use bikes as they require nothing but human power. Find a nice 
place somewhere in the mountains and avoid water, because while 
zombies can't swim, they can walk along the bottom of rivers and lakes, 
emerging on the other side.  

 
Zen and the Art of Fortification  
 
How lame is this... you and a few buddies are holed up in a mall, with who knows 
how many entrances, and instead of bricking up the glass you eat hot dogs on 
the fine china at Macy's?  
 
First, you aren't going to do that, because you already picked out the big box 
retailer you're taking over. Second, you're going to spend the first day sealing all 
entrances. If you chose wisely, you have a store with some kind of concrete mix 
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in it, or a home building center nearby. As soon as you've cleared the store of 
zombies, and maybe even before, you need to brick up the glass entrances. You 
can worry about the others later, they're smaller and harder to open from the 
outside anyway.  
 
Be generous and thorough with your fortification. A few pieces of lumber nailed 
up is OK for an emergency start, but don't forget to make it permanent. You 
might consider some kind of buttress design as well, since I'm not sure what kind 
of force thousands of zombies could put on an amateur brickwork.  
 
Finally, don't make the mistake of assuming your fortifications will hold. Check 
them everyday, measuring the wall to make sure it hasn't moved. You also might 
consider building a second wall in case the first gets broken through.  
 
T-Shirts aren't Bite Proof  
 
This is one I've never figured out. Zombification occurs shortly after being bit by a 
zombie. So why are people running around in t-shirts for days and weeks after Z-
Day? Get some freaking armor! Thick leather will work in the short term. Later 
on, get some aluminum siding or something else metallic and affix it to your 
clothes. Even zombies can't bite through that stuff. Important areas to protect 
include the forearms, neck, and legs. Just make sure it's flexible enough to give 
you some freedom of movement. Helmets are a good idea too, but anything 
other than motorcycle helmets would look dorky, and I'd rather be a zombie than 
a dork with a pail on my head.  
 

As for armor, the added weight of leather would slow you down over time. 
Tight fitting, thin, breathable clothing combined with mobility will save you 
from the undead ones. 

 
Long Term Survival  
 
Let's recap: you've survived the initial zombie invasion, banded together a few 
dozen survivors, and fortified a big box retail store with plenty of food and 
goodies. So what's your long term prognosis? Not good.  
 
You'll eventually run out of water, canned food, and fuel for the generator. In fact, 
you'll be in the dark in a day or two, and the water will be gone shortly after that. 
Unless, of course, you don't panic, and plan ahead. Don't worry, I'll help you out.  
 
If you hide at a WalMart like I told you, you don't need to worry too much about 
lighting. The skylights do a fair job of illumination during the day, and battery 
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powered flashlights will be OK at night time. But if you're brave, you can venture 
outside to get fuel from filling station. And if you're lucky, you'll find a tanker truck 
to drive back to home base. Personally, I'd rather live in the dark. It might be a 
good idea to keep a CB radio in your car for just this type of event, and try to get 
a trucker to bring the tanker to your fort when Z-Day arrives.  
 
For water and food, I can help you out there. The first thing to do after securing 
your fort is fill every container in the store with tap water. You might have a few 
days of water available, but I wouldn't count on it. Electricity, water, and sewage 
will disappear soon, so you want all the drinking water you can get.  
 
Now that you've got that straightened out, you're going to become a farmer. 
Lucky for you, the Garden Center has lots of seeds and soil, and the store has a 
big roof for planting. This is a good time to learn the art of composting and water 
filtration - your alternative to the toilet. I'd place that on the roof too, otherwise 
things could get smelly inside.  
 
So now you are set. You've buttressed the walls to protect against the press of 
the zombies, you have a few dozen armed followers, and enough veggies to 
keep everyone fed. You can hold out here for years.  
What happens next depends on a lot of variables. Are there any other survivors? 
I can imagine a naval fleet having no problems defending itself from zombies. 
Nuclear powered submarines should be especially safe, they can run for 
decades. Maybe enough people survived somewhere to come rescue you. If 
everyone else is zombied, well that would suck.  
 
 
How long will zombies "live"**? Even though they're dead, they still maintain 
some kind of metabolism and thought process. You'd think that eventually they'll 
cease activity and it will be safe enough to venture out. Then again, they might 
be immortal, in which case you are screwed. It's kinda hard to kill 6 billion 
zombies with just a few 22s and a shotgun.  
A person infected with the nvCJD/BF is transformed into a single-minded hunting 
machine, with all changes to bodily functions serving the zombie imperative: 
locate prey, capture prey and feed. 
 
 
** A long-held, common misconception is that zombies are immortal. In 
fact, the vast majority of zombies live less than one year. It is possible to 
determine a zombie's age based on their external appearance; specifically, 
their level of decomposition, also known as necrotic degradation. 

 
 



ZOMBIE 
SURVIVAL GUIDE 

 
Some of the stronger zombies have been reported to be dragging critically-
wounded survivors out of their safe houses and into the streets, either to feed the 
waiting hordes or to finish their own meal undisturbed. 
 
Appendix to the Zombie Guide 
 

INDIVIDUAL MOVEMENT TECHNIQUES 
 
When in a known danger area and approaching areas of infestation by Zombies you 
should use the following; 
 

 LOW CRAWL 
 

 
1. WHEN THE ROUTE YOU HAVE SELECTED PROVIDES COVER AND 

CONCEALMENT LESS THAN ONE FOOT HIGH 
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2. WHEN THE TERRAIN YOU ARE CROSSING PROVIDES GOOD ENEMY 

OBSERVATION 
 
3. WHEN SPEED IS NOT REQUIRED 
 
 
 HIGH CRAWL 
 

 
 
1. WHEN YOUR MOVEMENT ROUTE PROVIDES GOOD COVER AND 

CONCEALMENT 
 
2. WHEN POOR VISIBILITY REDUCES THE POSSIBILITY OF YOUR BEING 

SPOTTED 
 
3. WHEN THE TERRAIN OR VEGETATION ARE ONLY SUITABLE FOR THE 

LOW CRAWL, BUT SPEED IS REQUIRED 
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 RUSH

 
 
1. WHEN YOU MUST CROSS OPEN AREAS. 
 
2. WHEN TIME IS CRITICAL. 
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 SMALL UNIT MOVEMENT TECHNIQUES 
 
THE FIRE TEAM COMPONENTS 
 
THE ZOMBIE HUNTING MAN (ZHM) :  
Supervises, leads, or serves as a member of an Para-infantry activity that employs 
individual or crew served weapons in support of offensive and defensive zombie 
killing and clearing operations. 
 
Most infantry operates in "Fire Teams" of three to four men, with two or three such 
teams to 
squad. When attacking, each man in the team has a specific job. 
  
1.  Fire team leaders control the fire of their troops by using standard fire commands 
(initial and  supplemental) containing the following elements:  
            
 Alert, Direction, Description, Range, Method of fire (manipulation and rate of 
fire), and command to commence firing 
 
2. The Automatic Rifleman (AR) (or light machine gunner) tries to pin the enemy 
down. 
 
3. The Grenadier (armed, usually, with an M203 or the equivalent) does two things: 
helps the automatic rifleman isolate the enemy position, and looks for an opening to 
shoot a grenade at it. 
 
4. One or two men, under cover of the Automatic Rifleman and Grenadier, attempt to 
close with the enemy position and kill the enemy. (Zombies) 
 
 
THE FIRE TEAM FORMATIONS 
 
 
 WEDGE AND FILE 

 
  WEDGE FORMATION 
 

1. IS THE BASIC FORMATION FOR THE FIRE TEAM  
2. THE INTERVAL BETWEEN TROOPERS IS NORMALLY 10  

 METERS 
3. EXPANDS AND CONTRACTS DEPENDING ON TERRAIN 
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4. WHEN ROUGH TERRAIN AND POOR VISIBILITY OR OTHER 

FACTORS MAKE CONTROL OF THE WEDGE DIFFICULT 
 

NORMAL INTERVAL IS REDUCED SO THAT THE 
     TEAM LEADER CAN SEE HIS OR HER SQUAD 
            

THE SIDES OF THE WEDGE CAN CONTRACT TO  
THE POINT WHERE THE WEDGE RESEMBLES A FILE 

 
5. WHEN MOVING IN LESS RUGGED TERRAIN WHERE CONTROL IS 

EASIER, SOLDIERS EXPAND OR RESUME THEIR ORIGINAL 
POSITIONS. 

Wedge  

1)      Permits good control.  

2)      Provides all-security.  

3)      Formation is flexible.  

4)      Fire is adequate in all directions.  

 

Wedge  

 
 
 USED FOR CONTROL FLEXIBILITY AND SECURITY 
 
 LEADERS ARE UP FRONT IN THE FORMATION WHICH  
     ALLOWS THEM TO LEAD BY EXAMPLE.   
    “F O LLO W  M E  A N D  D O  A S  I D O .” 
 
 ALL TROOPERS IN THE TEAM MUST BE ABLE TO SEE  
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    THE LEADER. 
 
 

Skirmishes  Right (Left)  

1)      Maximum firepower to the front.  

2)      Used when location and strength of enemy are known.  

 

Echelon Right (Left)  

1)      Provides heavy to front and echeloned flank.  

2)      Used to protect an open or exposed flank.  
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Squad.  The squad leader prescribes the formation for his squad.  The platoon 
leader and squad leader may prescribe the initial formation for their respective 
subordinate units when the situation dictates or the commander so desires.  
Subsequent changes may be made my subordinate unit leaders.  The 
characteristics of squad formations are similar to those of the fire team.  The fire 
team is the maneuver element in squad formations.  

a.       Squad Column.  Fire teams are arranged in succession one behind the 
other.  

1)      Easy to control and maneuver.  

2)      Excellent for speed of movement or when strict control is desired.  

3)      Especially suitable for narrow covered routes of advance, maneuver 
through gaps between areas receiving hostile artillery fire, moving through 
areas of limited observation, and moving under conditions of reduced 
visibility.  

4)      Vulnerable to fire from the front.  

5)      Used for night operations.  

b.      Squad Wedge.  Same as fire team formation for the wedge.  

c.       Squad Vee  

1)      Facilitates movement into squad line.  

2)      Provides excellent firepower to front and flanks.  

3)      Provides all around security.   
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4)      Used when the enemy is to the front and his strength and location are 

known.  May be used when crossing large open areas.  

d.      Squad Line.  Same as fire team formation for skirmishes.  

 

 

 

 

C.     SIGNALS.  Signals are used to transmit commands or information when voice 
communications are difficult, impossible, or when silence must be maintained.  
Subordinate leaders repeat signals to their units whenever necessary to ensure 
prompt and correct execution.  

1. Whistle.  

a.       Is an excellent and quick way a unit leader can transmit a message from one 
place to another.  

b.      It provides a fast means of transmitting a message to a large group.  

c.       It must be prearranged and understood.  It may be misinterpreted.  

d.      Its effectiveness may be reduced by normal noise. May alert the zombies.  

2. Special Signals.  Signals consisting of all special methods and devices used to 
transmit commands or information.  Radio and pyrotechnics such as flares and 
smoke grenades also may be used for various purposes.  

a.       Used to mark zombie positions.  

b.      Signals when to attack, withdraw, shift or cease-fire.  

c.       Mark landing zones.  

d.      Used by only one unit at a time.  Be sure signals do not have another    set of 
meanings.  

e.       Can give your position away.  
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3. Radio.  

a.       Fast means of transmitting commands and signals.  

b.      Call for fire support, supplies, and reinforcements.  

c.       Additional weight.  

d.      Limited range.  

e.       Battery life is short.  

f.        Can‟t be intercepted by the enemy. They are mindless zombies! Duh!  

4. Arm and Hand.  Signals used with combat formations.  

a.       Decreased speed.  Extend the arm horizontally sideward, palm to the front, 
and wave arm downward several times, keeping the arm straight.  Arm does 
not move above the horizontal.  

 

b.      Change direction.  Extend arm horizontally to the side, palm to the front.  

 

c.       Zombies in sight.  Hold the rifle horizontally, with the stock on the shoulder, 
the muzzle pointing in the direction of the enemy.  
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d.      Range.  Extend the arm fully towards the leader or men for whom the signal 
is intended with fist closed.  Open the fist exposing one finger for each 100 
meters of range.  

 

e.       Commence fire.  Extend the arm in front of the body, hip high, palm down, 
and move it through a wide horizontal arc several times.  

 

f.        Fire faster.  Execute rapidly the signal commences firing.  
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g.       Fire slower.  Execute slowly the signal commences firing.  

 

h.       Cease fire.  Raise the hand in front of the forehead, palm to the front, and 
swing the arm and forearm up and down several times in the front of the face.  
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i.         Assemble.  Raise the arm vertically to the full extent of the arm, finger's 

extended and joined, palm to the front, and wave in large horizontal circles 
with the arm and hand.  

 

 

 

 

j.        Form column.  Raise either arm to the vertical position.  Drop the arm to the 
rear, describing complete circles in a vertical plane parallel to the body.  

 

k.      Are you ready.  Extend the arm toward the leader for whom the signal is 
intended, hand raised, fingers extended and joined, raise arm slightly above 
horizontal, palm facing outward.  

 

l.         I am ready.  Execute the signal, are you ready.  
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m.     Shift.  Raise the hand that is on the side toward the new direction across the 
body, palm to the front; then swing the arm in a horizontal arc, extending arm 
and hand to point in the new direction.  

 

n.       Echelon.  Face the unit being signaled, and extend one arm 45 degrees 
above the other arm 45 degrees below the horizontal, palm to the front.  The 
lower arm indicates the direction of echelon.  

                   

o.      Skirmisher.  Raise both arms laterally until horizontal, arms and hand 
extended, palms own.  If it is necessary to indicate the direction, move in the 
desired direction at the same time.  
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p.      Wedge.  Extend both arms downward and to the side at an angle of 45 
degrees below the horizontal, palms to the front.  

 

 

 

 

q.      Vee.  Extend arms at an angle of 45 degrees above the horizontal forming 
the letter  „V ‟ w ith the arm s and torso.  

 

r.        Fireteam.  Place the right arm diagonally across the chest.  
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s.       Squad.  Extend the arm and hand toward the squad leader, palm of the 
hand down, distinctly, move the hand up and down several times from the 
wrist holding the arm steady.  

 

 

 

 

t.        Platoon.  Extend both arms forward, palm of the hand down and describe 
large vertical circles with hands.  
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u.       Close up.  Start signal with both arms extended sideward, palm forward, 

and bring hands together in front of the body momentarily.  

 

v.       Open up or extend.  Start signal with arm extended in the front of the body, 
palms together, and bring arms to the horizontal position at the sides, space 
palms forward.  

 

 

w.     Disperse.  Extend either arm vertically overhead, wave the hand and arm to 
the front, left, right, and rear, the palm toward the direction of each 
movement.  
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 x.       I do not understand.  Raise both arms sideward to the horizontal at the hip level, 
bend both arms at elbows, palms up, and shrug shoulders in the manner of universal "I 
do not know."  

 

y.       Forward.  Face and move to the desired direction of march, at the same 
time extend the arm horizontally to the rear, then swing it overhead and 
forward in the direction of movement until it is horizontal, palm down.  

 

z.       Halt.  Carry the hand to the shoulder, palm to the front then thrust the hand 
upward vertically to the full extend of the arm and hold it in the position until 
the signal is understood.  

 

aa.   Freeze.  Make the signal for a halt and make a fist with the hand.  
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bb.  Down, take cover.  Extend arm sideward at an angle of 45 degrees above 
horizontal, palm down, and lower it to the side.  

 

 

 

 

 

cc.   Double time.  Carry the hand to the shoulder, fist closed rapidly thrust the 
fist upward vertically to the full extends of the arm and back to the shoulder 
several times.  
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dd.  Rally point.  Touch the belt buckle with one hand and then point to the 

ground.  

 

ee.   Objective rally point.  Touch the belt buckle with one hand, point to  

                  the ground, and make a circular motion with the hand.  

 

REFERENCE:  

Marine Rifle Squad, FMFM 6-5  



ZOMBIE 
SURVIVAL GUIDE 

 

  

 
 
 BOUNDING OVERWATCH IS USED WHEN CONTACT IS EXPECTED 
 
 COMPONENTS FOR A BOUNDING OVERWATCH ARE: 
 

-   ONE SQUAD BOUNDING,  THIS SQUAD BOUNDS FROWARD 
TO A  

    CHOSEN POSITION, THEN IT BECOMES THE OVERWATHCING 
     ELEMENT.  THE BOUNDING SQUAD CAN USE EITHER TRAVELING 
    OVERWATCH OR BOUNDING OVERWATCH OR INDIVIDUAL   
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    MOVEMENT TECHNIQUES (LOW AND HIGH CRAWL, AND SHORT  
    RUSHES BY FIRE TEAM OR PAIRS). 
 

-  ONE SQUAD OVERWATCHING. 
THIS SQUAD OVERWATCHES THE BOUNDING SQUAD FROM A COVERED 
POSTION FROM WHICH IT CAN SEE AND SUPPRESS LIKELY ENEMY 
POSITIONS. SOLDIERS USE SCANNING TECHNIQUES TO VIEW THEIR 
ASSIGNED SECTOR. 
 
NOTE:  THE PLATOON LEADER REMAINS WITH THE OVERWATCHING 
S Q U A D  N O R M A LLY  T H E  P LA T O O N S ‟S  M A C H IN E  G U NS ARE LOCATED 
WITH THE OVERWATCHING SQUAD ALSO 

 
-  ONE SQUAD AWAITIN ORDERS.  ONE SQUAD IS UNCOMMITTED AND 
READY FOR EMPLOYMENT AS DIRECTED BY THE PLATOON LEADER. THE 
PLATOON SERGEANT AND THE LEADER OF THE SQUAD AWAITING 
ORDERS POSITION THEMSELVES CLOSE TO THE PLATOON LEADER. 

 
 
 
FIELD COMMUNICATIONS (Military equipment) 
 
During the course of fighting the zombie menace you will likely come across used 
military radio equipment. Use it! But if you find CB radios use them too. This is 
invaluable when coordinating attacks on the faster moving zombies. 
 

DESCRIPTIVE DATA.  The Single Channel Ground & Airborne Radio Systems 
(SINCGARS) are radios in a family of VHF-FM combat net radios designed to 
provide the primary means of command and control for combat, combat service, and 
combat service support units.  There are a number of SINCGARS configurations that 
are all based upon the use of the common receiver-transmitter (RT).  The 
SINCGARS radio can operate in the voice mode for normal radio operations or in 
the digital data mode.  During this period of instruction we will only be concerned 
with operating the radio in the voice mode.  

1. Modes of Operation.  The SINCGARS radio is capable of operating in two 
modes, single channel (SC) and frequency hopping (FH).  The mode used 
depends on who you are talking to.  If you are talking to a station equipped with 
SINCGARS radios, use the FH or the SC mode.  If you are talking to a unit not 
equipped with SINCGARS, then only the SC mode can be used.  Regardless of 
mode selected, the SINCGARS has an integrated COMSEC function that allows 
the operator to select and utilize encrypted fills.  This feature allows the operator 
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to use the radio in the secure voice mode when the COMSEC fill is loaded into 
the radio.  

a.       Single Channel Mode.  When using the single channel mode of operation, 
the radio communicates using a single frequency.  For the SINCGARS radio, 
this single channel can be selected by use of the RT keyboard (like a 
telephone keypad).  The advantage of  SINCGARS is that 8 individual single 
channel frequencies can be loaded into the radio, and the operator can select 
any one of those channels by flipping a switch.  

b.      Frequency Hopping Mode.  Another method of secure transmissions is 
using the SINCGARS in the FH mode.  T his m ode reduces the enem y‟s 
capability  to jam your traffic or to use direction finding equipment to establish 
your location.  When properly loaded with data, the SINCGARS hops (cycles) 
through more than 100 frequencies per second during transmissions in the 
FH mode.  When communicating in the FH mode, the communicating stations 
must be on the same net.  This means that they both must be operating on 
the same time (clock) and have the same data loaded and on the same hop-
set (channel).  Up to six channels can be loaded for FH operations at any 
given time.  

2. Other Features.  

a.       Remote Operations.  The SINCGARS radio can be operated by the use of 
remote equipment  

b.      Retransmission.  The radio is capable of conducting retransmission 
operations in conjunction with other radios.  Because of the SINCGARS 
capabilities (SC and FH) the retransmit function allows a wider use of 
retransmitting functions than with older radios.  

c.       Frequency Range.  The SINCGARS operates in the VHF range from 30.000 
to 87.975 MHz.  

d.      Range.  One of the features of the SINCGARS radio is the operator's ability 
to select the power output of the radio by use of a selector switch.  This 
feature allows you to reduce your electronic footprint by operating in a lower 
power or to reach far away stations using a higher setting.  The switch has 
four positions:  LO, M, HI, and PA.  The maximum transmission ranges for 
each of the settings is as follows:  

1)      LO (low power).  200 to 400 meters.  

2)      M (medium power).  400 meters to 5 kilometers.  
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3)      HI (high power).  5 kilometers to 10 kilometers.  

4)      PA (power amplifier).  10 kilometers to 40 kilometers.  Only vehicle 
mounted radios equipped with a power amplifier can utilize this setting.  
Manpack and vehicle radios not equipped the power amplifier can only 
use settings LO, M, and HI.  When using the SINCGARS radio, the 
operator should always attempt communication with the lowest setting 
first, thereby reducing the radios electric signature.  Once communication 
is established, the operator should maintain the lowest possible setting.  
PA should only be used when necessary to achieve communication.  

3. Configurations.  The SINCGARS radio is issued or set up in a number of 
configurations based on a common element, the receiver-transmitter (RT).  The 
difference between the configurations is the power source, mount, and additional 
equipment attached.  During this period of instruction, you will be using the man 
pack configuration.  

a.       Manpack Configuration (AN/PRC-119A).  The man pack configuration is 
made up of the following components:  

1)      Receiver-Transmitter (RT).  This is the common item of all of the 
configurations.  The RT is actually the SINCGARS radio itself.  

2)      Handset.  This is used for transmitting voice communication.  The 
handset looks the same as the handsets you may have worked with 
operating other radios.  

3)      Manpack Antenna.  The antenna radiates/receives the signals.  

4)      Battery Box.  The battery box connects to the bottom of the RT and 
provides a housing for the battery that powers the RT in the man pack 
configuration.  

5)      Battery.  Connects to a fitting in the battery box and supplies primary 
power to the RT for operation.  

6)      Field Pack.  The pack simply carries the RT and the components.  

4. Other Equipment.  When operating the SINCGARS in the FH or secure voice 
(encrypted) mode, there are a number of pieces of equipment required to set the 
radios up for operation.  You must be familiar with their function in order to 
understand the general procedures of FH and secure voice operation.   
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  B.     CONTROLS AND FEATURES. Although the SINCGARS radio demands more of 
an operator besides turning the radio on, operator tasks primarily involve entering data 
using the keyboard, turning knobs and following instructions from the net control station.  
In order to operate the radio, the operator needs to understand terminology of the radio 
so that when he receives instructions over the radio, he can follow them.  Additionally, a 
knowledge of the primary function of each control will aid the operator in achieving a 
properly functioning radio.  

NOTE:  ANYTIME THE OPERATOR MOVES A SWITCH TO A SETTING WITH A BOX 
AROUND THE LETTERS, THE KNOB MUST FIRST BE PULLED BEFORE IT IS 
TURNED.  THIS FEATURE ENSURES THAT THE KNOB IS NOT ACCIDENTALLY 
MOVED TO THE POSITION.  

1.      Receiver-Transmitter (RT).  Most of the controls that the operator will use are 
placed on the face of the RT.  

a.       FCTN (function) Switch.  The function switch sets the RT function.  The 
function switch has four operating positions (SQ ON, SQ OFF, REM and 
RXMT) and five other positions (STBY, TST, LD, Z-FH and OFF).  The 
function of each position is as follows:  

1)      SQ ON (squelch on).  This turns on the RT and the squelch.  This feature 
will prevent the rushing noise from being heard in the handset/helmet.  
This is the normal operating position for the SINCGARS radio.  
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2)      SQ OFF (squelch off).  This turns on the RT but not the squelch.  This 

position is used when communicating in the SC mode with radios having a 
different squelch system.  

3)      REM (remote).  This position actually disables all of the RTs front panel 
controls and allows the remote device used with the radio to have 
complete access to the controls.  

4)      RXMT (retransmit).  This position is used when the radio is operating in 
the retransmit mode.  

 

5)      STBY (stand by).  The STBY position will cut the primary (battery/vehicle) 
power to the RT.  The RTs battery (hub battery) will maintain the memory 
of the radio including frequencies and times.  This position is used as an 
alternative to OFF when the operator is concerned about conserving power 
during non-operating periods, but wants to retain all of the data loaded for 
operations occurring in the near future (same day).    

6)      TST (test).  When this position is selected, the RT conducts a self- test of 
it's internal circuits.  At the completion of the test, the radio will display 
results.  Whenever the radio is put into operation, the operator should 
conduct a self-test.  

7)      LD (load).  Putting the radio in this position allows the operator to load 
frequencies, data and COMSEC into the radio.  In order to load any of this 
information into the radio for use, the operator must ensure that LD is 
positioned so the radio will receive the input.  

8)      Z-FH (zero-FH).  Placing the function switch in this position and waiting 5 
seconds will clear all of the FH data within the radio.  
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9)      OFF.  Turns off all of the power to the RT.  When the radio is in the OFF 

position for more than 5 seconds, the memory is completely cleared.  This 
switch is used when it is the operators intent to take the radio completely 
out of action.  

b.      Mode Switch.  Sets the receiver-transmitter mode.  The mode switch has 
three settings that allow the operator to select the mode of operation.  

1)      SC (single channel).  Placing the mode switch in this position places the 
RT in the single channel mode of operation.  

2)      FH (frequency hopping).  This position allows the operator to use the RT 
in the FH mode.  

3)      FH-M (frequency hopping master).  This setting places the RT in 
frequency hopping master mode.  This mode is used by only the net 
control station (NCS).  The NCS is basically the foundation of a FH net.  If 
more than one station use the FH-M mode, then communication can be 
lost.  Operators do not use this position.  

c.       COMSEC Switch.  Sets the RT to the COMSEC mode.  This switch has five 
settings that allow the operator to use or manage COMSEC data.  

1)      PT (plain text).  Placing the switch at this setting places the RT in the 
plain text, not a secure, mode of transmission.  

2)      CT (cipher text).  This setting allows the operator to use cipher, secure, 
transmissions when placed to this position.  

3)      TD (time delay).  Places the RT in secure mode.  This setting is used 
when necessary to compensate for transmission delays due to the 
distance between communication links.  This setting is also used when 
operating some data devices with the SINCGARS in order to compensate 
for the data rate differences.  

4)      RV (receive variable).  This setting is used when receiving remote fill of 
the COMSEC key.  

5)      Z (zero).  Used to clear the COMSEC fills.  When turned to Z, the fills in 
channel 1-5 are instantly cleared.  After 5 seconds in the Z position, the 
key in channel 6 is cleared.  

d.      CHAN (channel) Switch.  Selects manual, preset and cue frequencies.  
Operating this switch allows the operator access to any of the frequencies 
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loaded into the channels.  This switch is the means that the operator changes 
frequencies that are preset.  

1)      MAN (manual).  This position selects the loaded manual frequency.  The 
manual frequency is used during FH operations and will be discussed later.  

2)      CUE.  This setting selects the loaded CUE frequency.  This frequency is 
also used in FH operations and will be discussed later.  

3)      1 through 6.  These are the channels that may be loaded with operating 
frequencies or hopsets.  COMSECs are also loaded into these channels.  

e.       RF Switch.  Adjusts power level of transmissions.  As earlier discussed, the 
SINCGARS has a variable power output.  This is the switch that enables the 
operator to change the power output of the radio.  

f.        SIG (signal) Display.  Shows appropriate signal strength.  The signal display 
is contained in the left hand part of the LED display.  There is a bar that lights 
from LO to HI adjacent to the letters.  The RF switch setting determines the 
signal output that is displayed on the SIG display.  

g.       HUB/LOW (hold up battery) Display.  Indicates the power level of the HUB 
battery.  The hub battery is the source of energy for the stand by mode.  This 
indicator notifies the operator when the hub battery is low, empty or missing.  
A diamond shape symbol will flash if the hub battery is weak.  If the diamond 
shaped symbol appears as a steady light, the battery is extremely weak or 
missing).  

h.       DIM Control.  Adjusts display brightness.  The knob is turned clockwise to 
brighten the display and counterclockwise to dim the display.  

i.         VOL/WHSP  (volume/whisper) control.  Adjusts audio volume.  Clockwise 
increases volume, counterclockwise to decrease volume.  Pulling the knob out 
allows the operator to receive as normal, but give the operator the additional 
feature of being able to talk very softly and still transmit.  

j.        Keyboard Display.  Displays keyboard information and other data to the 
operator.  A variety of information is displayed in response to keyboard 
functions and operation of the radio.  As we move through this period of 
instruction, I will describe specific display functions in relation to the procedure 
being performed.  

k.      Keyboard.  Used for entering, holding and checking data.  By using the 
knobs and the keyboard in conjunction, the operator is able to complete all 



ZOMBIE 
SURVIVAL GUIDE 

 
functions required when operating the radio.  The keyboard is laid out similar 
to a telephone keypad.  Some of the keys have dual functions.  When 
appropriate, these functions will be discussed later in this text.  

1)      FREQ (frequency) Button.  This button is used to check the data entered 
in the RT.  Additionally, this button is used to load and clear the 
frequencies.  

2)      ERF (electronic remote fill) Button.  Used only by the NCS (net control 
station) to transmit fills to other stations.  

3)      OFST (offset) Button.  This button is used during SC operations when it 
becomes necessary to offset SC frequencies.  

4)      .../TIME Button.  This button is used by the NCS to load and check the 
FH time clock.  As discussed earlier, one of the requirements of operating 
an FH net is that all stations have the same time set.  The NCS is 
responsible for this, and the time button is one of the NCS tools.  

5)      BATT (battery) Button.  This button is used with the man pack 
configuration to check the battery life of the primary battery.  This button, 
when pressed, will show the life remaining on the battery.  

6)      CALL Button.  The call button is used to communicate with the remote 
when running remote operations.  

7)      STO (store) Button.  This button is used for data loading.  Pushing this 
button when required transfer data from the holding (temporary) memory to 
the permanent memory.  When loading ERF data this button is used.  

8)      LOAD Button.  This button will load information into the holding memory 
and retrieve information from the permanent memory into the holding 
memory.  As I discuss information later in this text, you will be able to 
clearly see the load buttons function.  

9)      CLR (clear) Button.  Clears data from the keyboard display if a mistake 
was made.  

10)  LOUT (lockout) Button.  Used by the NCS when managing an FH net.  

11)  CHG (change) Button.  This button is used in conjunction with other 
buttons in order to change data when required.  
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12)  SYNC (late entry) Button.  During FH operations, this button is used 

when performing late entry procedures.  Late entry procedures will be 
discussed later during this period of instruction.  

13)  DATA Button.  The SINCGARS radio can operate in the data mode 
where this button selects the data rate.  During this period of instruction, 
we will only discuss the voice mode of operation.  

14)  CMSC (COMSEC) Button.  Pressing this button causes the COMSEC 
key to be displayed.  

15)  * Button.  This button controls a special feature of the radio.  The NCS will 
instruct you on when and how to use this button.  

16)  Number Buttons.  Used to enter numerical data such as SC frequencies, 
and channel numbers.  

l.         AUD/FILL (audio/fill) Connector.  Connects to fill devices or handsets.  
When loading FH data or COMSEC data, the fill device is hooked to this 
connector via cable.  Handsets can be attached to this connector as 
necessary.  

m.     AUD/DATA (audio/data) Connector.  Connects to external data devices  
during data operations and handsets during normal operations.  

n.       ANT (antenna) connector.  Connects to the man pack antenna or vehicle 
antenna cable.  If the RT is to be functioning with PA, the antenna connector 
connects the RT to the PA.  The PA will connect to the antenna.  

o.      RXMT (retransmit) Connector.  Connects to another RT during retransmit 
operations.  

C.     ASSEMBLY OF THE AN/PRC-119.  

1. Visually inspect battery box for dirt and damage.  If the battery has been 
previously used, note battery life if it is written on the battery.  

2. Stand RT on front panel guards, place battery box on RT and secure it to latches.  

3. Place battery in battery box and mate connectors.  

4. Close battery box cover and secure latches.  

5. Return radio in upright position.  
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6. If used battery was installed, enter the battery life condition into the radio by 

performing the following  

a.       Set FCTN to LD.  

b.      Press BATT then CLR.  

c.       Enter number recorded on side of battery.  

d.      Press STO.  

e.       Set FCTN switch to SQ ON  

7. Screw whip antenna into base, only hand tighten.  

8. Carefully mate antenna base with RT antenna connector.  Make sure you line up 
the grooves and only hand tighten.  It is important not to tighten by other means.  

9. Attach handset by lining up red dots and then pressing and turning clockwise.  

D.     TURNING ON THE RT (RECEIVER-TRANSMITTER).  

1. Place mode switch to SC.  

2. Place RF power switch to desired level.  

3. Place channel switch to main.  

4. Place COMSEC switch to CT.  

5. Place volume switch to desired level.  

6. Move FCTN switch to TST, complete test by following instructions on display 
window.  When test is complete move FCTN switch to either STBY or SQ ON.  

E.      OPERATE SINCGARS IN THE SINGLE CHANNEL MODE.  The most basic of 
SINCGARS operation is operating the radio in the single channel (SC) mode.  When 
operating in the SC mode, the user is using the radio to communicate on a single 
frequency.  The procedures for loading SC frequencies requires setting the proper 
switches, pressing the correct number keys and storing the information in the 
channel desired.  As discussed earlier, the SINCGARS radio is capable of accepting 
up to 8 single channel frequencies.  Those frequencies are loaded in the manual, 
cue and 1 through 6 channels.  The procedures for loading frequencies into the 
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channels are identical with the exception of which channel is selected during the 
procedure.  The first channel we will load is the manual channel.  

1. Loading SC Frequencies.  Following are the procedures  for loading single 
channel frequencies.  The procedures are to be performed in order.  

a.       Set the function switch to load.  As discussed, the load setting allows the 
operator to input data to the radio.  

b.      Set the mode switch to single channel (SC).  Since we are loading single 
channel frequencies, the setting is appropriately set on SC.  

c.       Set channel switch to MAN (manual).  This step is different for each 
channel loaded.  This setting will change the manual frequency.  Turn the 
channel switch to the desired channel to change other frequencies.  

d.      Press FREQ (frequency) button on keypad.  This procedure displays the 
current frequency of the channel selected, or "00000" if there is not a 
frequency currently entered into the channel.  

e.       Press the CLR (clear) button.  After pressing the FREQ button and 
displaying the current frequency, pressing the CLR button will clear that 
frequency and display five lines  "_ _ _ _ _".  At this point, the radio is ready to 
accept frequencies.   

f.        Enter the numbers of the new (desired) frequency.  Using the keypad, the 
display will show each number replacing a line as you enter the number.  If 
you make a mistake, push the CLR button and the five blank lines will 
reappear.  An important note is that if there is no keyboard action for 7 
seconds, the display will go blank, and you will have to reenter the numbers.  

g.       Press the STO (store) button.  The display will blink and the frequency you 
just entered is moved to the permanent memory in the channel selected.  

NOTE:  IN ORDER TO LOAD OTHER CHANNELS WITH FREQUENCIES, GO TO 
STEP (3), CHANGE TO THE DESIRED CHANNEL AND REPEAT STEPS (3) 
THROUGH (7).  CONTINUE REPEATING THOSE STEPS FOR EACH NEW 
CHANNEL DESIRED.  

h.       Set function switch to SQ ON (squelch on).  Placing the radio in SQ ON 
puts the radio into the normal SC operating position.  Now the operator can 
call another channel using the handset.  
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2. Transmitting with the SINCGARS radio.  When the push-to-talk button is 

activated (handset or helmet), the operator talks, and the radio transmits in the 
voice mode.  The radio will transmit on the frequency that is entered into the 
channel that is selected on the channel switch.  

a.       Changing Channels.  In order to transmit on a different frequency, the 
operator simply moves the channel switch to the channel containing the 
desired frequency.  Each time that the channel switch is turned to a new 
channel, the frequency entered into that channel is displayed for the 
operator's reference.  

3. Clearing Single Channels.  When the radio is turned OFF for more than 5 
seconds, the memory is cleared.  If the operator desires to clear a SC of a 
frequency without turning the radio OFF, thus clearing all channels, the following 
procedures are used:  

a.       Set the MODE switch to SC.  

b.      Set the CHAN switch to the channel to be cleared.  The frequency will be 
displayed allowing the operator to confirm that the frequency is to be cleared.  

c.       Press the FREQ button.   

d.      Press the CLR button.  The display will show five blank lines.  

e.       Press the LOAD button, the press the STO button.  Pressing STO will enter 
NO, or a cleared, frequency into the RT.  

F.      REQUEST FOR MEDEVAC PROCEDURES.  

1. Line 1:  Location.  This is the location of the LZ where the casualties are to be 
picked up.  

2. Line 2:  Radio Frequency, Call Sign.  This is the radio frequency and call sign 
that will be used by the ground unit at the LZ.  

3. Line 3:  Precedence (Urgent, Priority, Routine).  This is the number of 
casualties by precedence.  

a.       Urgent.  The casualty must be moved immediately to save life of limb, or to 
prevent complications of a serious illness.  

b.      Priority.  The casualty requires prompt medical care.  He must be picked up 
within 24 hours.  
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c.       Routine.  The casualty has minor injuries or is a KIA.  He must be picked up 

within 72 hours.  

4. Line 4:  Special Equipment.  This line identifies any special equipment that will 
be needed, such as a hoist in the case where a helo cannot land.  

5. Line 5:  Number of Patients by Type.  This is the number of patients who can 
walk and the number who will be on litters.  This determines whether or not the 
helo should be configured to carry litters.  

6. Line 6:  Security of Pickup Site.  This is whether of not the enemy id near the 
LZ.  If all of your casualties are routine and the LZ is not secured, then you me 
not get your requested medevac approved.  

7. Line 7:  Method of Marking Pickup Site.  This is the method that you will use to 
mark the pickup site, such as with smoke, air panels, etc.  

8. Line 8:  P atient’s N ationality and S tatus.  This is the patients nationality and 
status.  

9. Line 9:  NBC Contamination.  This is whether the LZ has been contaminated 
with NBC agents.  

G.     PROPER TERMINOLOGY.   

1. I say again.  I am saying transmission again or portion indicated.  

2. This is.  The transmission is from the station whose designator immediately 
follows.  

3. Wrong.  Your last transmission was incorrect.  

4. More to follow.  Stand by for more information traffic.  

5. Roger.  Information understood.  

6. Out.  End of transmission, no response needed.  

7. Figures.  Numerals or numbers to follow.  

8. I spell.  I shall spell the next word phonetically.  

9. Wait.  I must pause for a few seconds.  
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10. Word twice.  Communication is difficult, repeat each word twice.  

11. Correction.  An error was made in this transmission.  

12. Disregard this transmission.  Forget last transmission.  

13. Over.  The end of transmission, response is needed.  

H.     NUMBERS.  

 1- WON 2- TOO 3- TREE 4- FO-WER  5- FIFE  

 6- SIX  7- SEVEN 8- ATE 9- NINER  0- ZERO  

J.  PHONETIC ALPHABET 

A: Alpha  

B: Bravo 

C: Charlie 

D: Delta 

E: Echo 

F: Foxtrot 

G: Golf  

H: Hotel 

I: India 

J: Juliet 

K: Kilo 

L: Lima 

M: Mike  

N: November 

O: Oscar 

P: Pappa 

Q: Quebec 

R: Romeo 

S: Sierra 

T: Tango  

U: Uniform 

V: Victor 

W: Whiskey 

X: X-ray 

Y: Yankie 

Z: Zulu 

REFERENCE 

S IN C G A R S  R adio O perator‟s M anual, T M  11 -5820-890-10-1  

Battle Drill Guide    
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CONVOY OPERATIONS 
 
 
Critical Point 
 
Any road structure or feature that limits road width, overhead clearance or vehicle 
load class, as well as any feature that interferes with the meeting or crossing of two 
or more streams of traffic is a critical point.  
 
Tell all of the drivers to run over any zombies that may get in the way. Just be sure 
they are zombies…  
 
EVASION 
 

1. Planning 
a.   Review the quick reference checklist on the inside cover.  
b.   Guidelines for successful evasion include¾-  

(1)   Keeping a positive attitude. 
(2)   Using established procedures. 
(3)   Following your evasion plan of action. 
(4)   Being patient. 
(5)   Drinking water (DO NOT eat food without water). 
(6)   Conserving strength for critical periods.  
(7)   Resting and sleeping as much as possible.  
(8)   Staying out of sight.  

c.   The following odors stand out and may give an evader away: 
(1)   Scented soaps and shampoos. 
(2)   Shaving cream, after-shave lotion, or other cosmetics. 
(3)   Insect repellent (camouflage stick is least scented).  
(4)   Gum and candy (smell is strong or sweet).  
(5)   Tobacco (odor is unmistakable). 

 d.   Where to go (initiate evasion plan of action):  
(1)   Near a suitable area for recovery. 
(2)   Selected area for evasion.  
(3)   Neutral or friendly country or area. (4)   Designated area for recovery.  
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2. Camouflage  
A.   Basic principles:  

(1)   Disturb the area as little as possible.  
(2)   Avoid activity that reveals movement to the enemy.  
(3)   Apply personal camouflage.  
 

B.   Camouflage patterns (Figure I-1):  
(1)   Blotch pattern. 

(a)   Temperate deciduous (leaf shedding) areas.  
(b)   Desert areas (barren). 
(c)    Snow (barren).  

(2)   Slash pattern.  
(a)   Coniferous areas (broad slashes).  
 
 

 
Figure 2 BLOTCH 

 
Figure 3 SLASH 

 
 

  (b)   Jungle areas (broad slashes).   
(c)    Grass (narrow slashes).  
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(3)   Combination.  May use blotched and slash together. 
 Figure 1, 2. 
 
 
 
 
 
 
 
Camouflage Patterns 
 
C.   Personal camouflage application follows:  

(1)   Face.  Use dark colors on high spots and light colors on any 
remaining exposed areas.  Use a hat, netting, or mask if available.  

(2)   Ears.  The insides and the backs should have 2 colors to break 
up outlines.  

(3)   Head, neck, hands, and the under chin.  Use scarf, collar, 
vegetation, netting, or coloration methods. 

(4)   Light colored hair.  Give special attention to conceal with a 
scarf or mosquito head net. 
D.   Position and movement camouflage follows:  

(1)   Avoid unnecessary movement.  
(2)   Take advantage of natural concealment: 

(a)   Cut foliage fades and wilts, change regularly.  
(b)   Change camouflage depending on the surroundings. 
(c)    DO NOT select vegetation from same source.  
(d)   Use stains from grasses, berries, dirt, and charcoal.  

(3)   DO NOT over camouflage.  
(4)   Remember when using shadows, they shift with the sun. 
(5)   Never expose shiny objects (like a watch, glasses, or pens).  
(6)   Ensure watch alarms and hourly chimes are turned off. (7) 
  Remove unit patches, name tags, rank insignia, etc.  
(8)   Break up the outline of the body, “V ” of crotch/armpits. (9) 
  Conduct observation from a prone and concealed position. 

 
Zombies are not smart. But they can smell and hear vary good. Seeing is another story. 
Not vary good eyes. 
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(Figure VIII-1). 
 
FOOD 
 
 
1. Food Procurement  
 

a.   Sources and location.  
(1)   Mammals can be found where—   

(a)   Trails lead to watering, feeding, and bedding areas.  
(b)   Droppings or tracks look fresh.  

(2)   Birds can be found by—   
(a)   Observing the direction of flight in the early morning and late 

afternoon (leads to feeding, watering, and roosting areas).  
(b)   Listening for bird noises (indication of nesting areas  

(3)   Fish and other marine life locations  
 
Figure VIII-1.  Fishing Locations  
 
(4)   Reptiles and amphibians are found almost worldwide. 
(5)   Insects are found—   

(a)   In dead logs and stumps.  
(b)   At ant and termite mounds.  
(c)    On ponds, lakes, and slow moving streams.  

b.   Procurement techniques.  
(1)   Snares—   

(a)   Work while unattended. 
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(b)   Location: ·Trails leading to water, feeding, and bedding areas. 
·Mouth of dens (Figure VIII-2). Figure VIII-2.  Snare Placement  

(c)   Construction of simple loop snare. ·Use materials that will not 
break under the strain of holding an animal. ·Use a figure 8 (locking loop) 
if wire is used. Once tightened, the wire locks in place, preventing 
reopening, and the anim al‟s escape. ·To construct a squirrel use simple 
loop snares. ·Make noose opening slightly larger than the animal's head 
(3-finger width for squirrels, fist-sized for rabbits). 

(d)   Placement of snares (set as many as possible). ·Avoid disturbing the area. ·Use 
funneling (natural or improvised). 
 
 
 
Excerpt from U. S. ARMY field manual.  
 
_______________________________________________________________ 
 
Army Task: Survive zombie ambush 

___________________________________________________________ 

TASK 1234-5678-2345 

Survive Zombie Ambush 

TASK: Survive Zombie Ambush 
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CONDITIONS: Given individual weapon, ammunition basic load (ABL), individual 

or team, and large-scale zombie infestation. 

STANDARDS: Secure a defensive position (if necessary) or withdraw to a 

secure, zombie-free area (preferable), without becoming a zombie or casualty. 

 

TASK STEPS: 

1. Assess the situation. Determine ammunition and weapon status, casualties, 

friendly situation (supporting units), vehicle status (if applicable), number 

of zombies, avenues of movement, and available defensive positions. 

2. If vehicle is available, perform operator PMCS prior to operation. Submit 

Form 5988 or 2404 to maintenance personnel if available. If not, fuck it. 

WARNING: Wear protective helmet and seat belt at all times. Failure to do so 

may result in personnel injury or death. 

3. If possible, move to an area were there are fewer or no zombies, using 

individual or team movement techniques (as applicable). Use maximum speed - 

zombies travel in straight lines so the 3-to-5 second rush is not 

recommended. If mounted, use vehicle as a battering ram to remove zombies 

from path of movement. However, beware the risk of zombie parts becoming 

caught in the undercarriage of M998 and other HMMWV variants. 

4. Upon contact with zombies, use controlled, aimed fire (M16/M4 series) or 

short, controlled bursts (M249 and M240). This conserves ammunition and 

enables greater accuracy. 

NOTE: IT IS EXTREMELY IMPORTANT THAT ZOMBIES BE HIT IN THE HEAD ONLY. CENTER-

MASS OR EXTREMITY HITS MAY SLOW DOWN, BUT WILL NOT DISABLE, ONCOMING ZOMBIES. 
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BLOWING OFF ZOMBIE LIMBS MAY PROVIDE GRATIFICATION, BUT FAILURE TO DISABLE A 

ZOMBIE COULD COST YOU OR YOUR BUDDY'S LIFE. 

5. Crew-served weapons are particularly effective against zombies. If 

available, employ them against the largest concentrations of zombies. Hits 

with the .50-caliber machinegun round (M2 series) or the 40mm HEDP round 

(Mk19 and M203) do not need to be in the head to be effective. Anywhere will 

do, and it's fucking sweet when a zombie gets blown up by a 40mm grenade. 

NOTE: While shotguns are effective at close range, they are unsuitable for 

long-duration zombie encounters, unlike what's shown in movies. Shotguns have 

limited range, low ammunition capacity, are slow to reload, and their 

ammunition is large and bulky. Don't be a retard - since head shots from 

pistol-caliber weapons are effective, continue to use high-capacity rifles 

(M16/M4 series) and don't think you're all big and bad because you shot a 

zombie's head off with a 12-gauge. 

6. If no secure escape route is available, locate a defensive position that 

can be secured until assistance arrives. Look for an area with limited 

avenues of approach, with elevation above surrounding terrain (zombies cannot 

climb), and that offers concealment and security. Ideal locations include 

schools, office buildings, and shopping malls. 

7. Fortify the selected position with available materials. Make sure all 

doors and windows are secured (use built-in locks if available). 

WARNING: Glass doors will provide limited protection against zombies, since 

they cannot use tools. However, if local zombies are heavily built (i.e., 

former bodybuilders, ex-convicts, etc.), they may be able to smash through 

glass. Do not rely on glass for zombie protection. 
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8. Consolidate and reorganize. Redistribute ammunition, maintain weapons, and 

evaluate casualties as necessary. 

NOTE: Zombie combat is stressful. Have the Unit Ministry Team (UMT) offer 

prayers for zombie salvation as well as prepare their Turn Undead ability, if 

the UMT is available. If not, say your prayers anyway. Remember, however, 

that UMT members can only turn 4 zombies per day per O-grade. 

WARNING: Anyone bitten by a zombie is a zombie casualty (ZC). ZCs must not be 

treated as normal casualties, nor can they be mixed. Combat medics and 

lifesavers must identify ZCs during triage and keep them well away from 

normal casualties. ALL ZCs WILL BECOME ZOMBIES IF LEFT UNCHECKED. ZCs MUST BE 

DISPATCHED BEFORE ZOMBIFICATION OCCURS TO PREVENT FURTHER ZOMBIE CASUALTIES 

AND REDUCTION IN UNIT MORALE. 

9. Continue to move towards a safe area or consolidate defensive position 

until zombie threat is eliminated or reduced. 

SUPPORTING TASKS: 

Evaluate a Casualty 

Cross Danger Area using Individual or Buddy-Team Movement Techniques 

Operate M16 Rifle or M4 Carbine 

Operate M249 or M240 Machinegun 

Turn Undead (Chaplains only) 

Scavenge Materials and Equipment from Abandoned or Destroyed Areas 

Perform Mercy Killing 

 


