

































































6. Food "Eat safe foods”

There are three rules lor loods in o survival s luation:

» |fyou don® know it—don't eat it

& |l you don' have water—eat very little,
»  Try to eat several kKnds of food, rather lhaa a lot of just one
kird.

If wou are lost along the shore it is easy 1o lind food. You can eat
gimost £l seaweeds, plus limpets, craks, and small snails,

Don't eat clams, cockles, mussels, oysters, scallops,
karnacles, or moon snalls. Thoy may havo Paralytic Shellfish
Foisanirg (PSP, also ca led red tide. Even if you eat them at 1ome,
never eat them ™ a swrvival £luation! Al ome you ¢an go o the
hospita if you get PSP Qut in the wi derness you could die.

Don't eat starfish, jellyfish, sponges, sea anemones,
sand dollars, or tha hairy triton. They are all unsafe to
eat.

Mink, marten, squ'rrels, rabbits, birds, and mice are all small game
anima's that are safe to eat. But thoy take much mare time and
energy to get than seafe. [-or that reason it makes more sense (o
collect sealife for lood inan emergency situasion, if it 's available,

Try to balance your d'et oy eating plants also. Eat ieaves in the
spring. eat beries in the summer, and eat reots in the fall and
winter. It is very important to learn which plants are safe to eat.
A:aska has some poisoncus barries, leaves, and roots.

femember: Fﬂ'ﬂa dant
know ft—olant aot if
You con five for wecks

fafthacit Fhod
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7. Play “Think pesitive.”

Play is important to avoild depression. You can keep yourself busy
and happier by doing these things:

Improve the sheiter

Build more signals

Collect water

Collect food (try fishing)

Talk and tell stories

Play games

If you are alone, think about what you will do when you get home, If
you are sitting around feeling sorry for yourself, get up and do
something!

If you are with other people, watch them to make sure they are not
depressed or scared, Remember that inactivity can be a sign of
mmmaw.sﬂwmmmwm

Try to think like a survivor, not like a victim.
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HOW TO BUILD A FIRE

For the survival course, your firg should burn for 10 mnutes. This
tells you how to build a fire that will ourn for longsar than 10 minutes.

Air, fuel, and heat are needod to start a fire and to
keep it going.

Fuel is s1ything that burns well such as logs, bwigs, pitch irom
trocs, plastic. or paper, Fuclineludes tinder (srall dry twigs, piteh.
or grass), kendling (small branches or wood, ne bigger around than
vour fnger), and large fue (d-itwood ar logs).

Air or oxynen is nocossary 0 ignite a lire and e keep it buming.

Heat = supplied from the spark of 2 flint ar by 2 match.

First locate a site sheltersd from wind and rain. Callect engugh
tindar and kindling to supply a fire for ab esst 20 minstes and
enough large fual for the day.

Arrange tinder to allow roem for oxygen. Kindling can be cross-
hatched on top of tinder or stacked in a teepee shape. If a magne-
sium firc startcr or other flint material arc being used, add Kindling
sparingly afier starting a flame.

Kird 1ng should bura for sevaral minutes before add'ng larger fual.
D nos smiother the fire by addirg too much tuel al one time, Larger
fiel showid alzo be added sparing'y. A small fire iz adequate to boil
water or cook foocd.

) Gr‘ﬂﬂn_ rmr'gn, birch hark,

= B ragnesim fire starfes, and

::f AT fire aticks con be used for
tinder. Fire aficke are wmood

RFiE ke nfth Pamrﬁfn,

MR

Ak -

- -
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tlaing o knife, shrve preces
af magnesivm starter anfo
tinder.

Strife the -%narﬁng ed."qc of
the magnasiam starfer m
maka sporks aad get the

Homes gofniy.
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Shelter

1.

A ‘% anything that pratects you from
the emv.anment,

Your primary shallar ig your

The way to dress for an culing is in gleng
underwear, undar weol clothes, covered by rain gear)

Awool ‘s essential, because you can iose up to

percent of your body heat without ane,
An emergency shelter is something you can buird to protect
yourself from hypaothermia. The three "musts”™ te a good shelter
are:

d.

How do you build a good debris hut shelter?

a. Start wilh the CUse a layer of

2-3 feet thick,

b. On top of this, put at least ane foat of
c. Next add a garbags bag of plastic sheeting.

d. Then work on the top. Start with the frame, put three small

poles over the . Tie the poles
togethe* with rope found along the beach, trac roots, bull
kalp. plastic sirips, or other material,

e. Cover the frame wih a cut open garbaga
or other plastic.

f, gnes oh top of the frame.

. goes on tgp of the branches.

How big should you miake vour shelter?

If you look inside the shelter and ses YOUr

sheiter is not weatherproof and you need more

What can you use for a door?

NOTE TAKING GUIDE
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Signals

. T help search parties find you, you can use a

. which is the fourtrk: stop 1o survival.

. What two things must signals do to be elfective?

4. (lat someones know
where you arc)

b, _. {Int themn kmnow you want
to

be resc ued)

What are same possible iiemg you can use to make signals?

What ars some rules io remember when setting up your signals?

What signals are best far use in each of the situations listed
below?

Forest:

Coastline:

In the waer:

. To signal dist-ess, is the magic number.

Each letter in an 505 must be feet high and feat
wida,

NOTE TAKING GUIDE
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NOTE TAKING GUIDE
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Water and Food

1.

List twa ecible plants in your ragon that you can find in:

=g

Sumrner

Fall

Winrer

Lizt zw0 poisonous plants found in your regian.

Yeur body needs &t 'east _ . pints of water every day.

To make creek water safe ta drink, it must be

for mirubes.

If we do nol get enough water 0 drink. our body will start 10

If wou eat ¢'ama, cockles. of bamacles picked from Alaskas

beansaes you could die from




Play

1. The last step in the seven steps to survival is

2. MName two reascns why play is impaortanL.

3. What K'nds of things can you do for play?

4. Describe a game you could play if you weré in a survival
situaton all by yoursel, or one you could play it there ware
ciher poople.

NOTE TAKING GUIDE
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SURVIVAL CROSSWORD PUZILE

1. A first sign of 1ypothermia

2. Best survival togl
3. {number of amything will signai for help

4. A shelter must ba ama |, , and
weatharproot

3. Afabric that keeps you warm sven when it is
wet

6. A signal must attract attention and send a

7. You san oo without for 3-4 days

8. An edible sea animal with aneg shell

9. Depression can be avoided by

28




hat Is a Survival Kit?
A survival kit has things in it you can use to survive an
emergency.

You should keep it in your pocket, around your neck, or attached
to your belt. Use a ziploc freezer bag for a container.

Building a Survival Kit
These things should go into your survival kit:

* Shelter
- Large plastic garbage bags or tube tent
- Nylon parachute cord or strong twine (20 feet)

« Signals
- Signa! mirror
- Whistie
- Surveyor lape
- Magnesium fire starter
- Matches (waterproof and windproof)
- Fire starting materials (waxed wood)
- Heavy duty aluminum foil

* Tools
- Sturdy pocket knife or hunting knife

* Personal Health
- Prescription drugs If you need them

Other things you may want to take along:

* Shelter
- Wool hat
- Thermal foil blanket (space blanket)
- Rain suit (jacket and pants)
- Plastic sheeting
- Extra clothes

« Signals
- Brightly colored cloth
- Cyalume chemical light sticks
- Extra aluminum foil, heavy duty
- Battery powered EPIRBs
(Emergency Position Indicating
Radio Beacons)
- Emergency strobe lights
- Fluorescent water dyes

29



e Health * Food and water « Fire and light

- Bandaids - Chocolate bars - Flint gtarter kit
- Compresses (far bleeding) ana hard cand.es - Waterproof flashlight
- Trangular bardage - Inslant cocoa -Candies
- Chapst'ck Packaged watsr
- Aspirm - Water purfication tablets * Toolz
- Deinfectart (odine or Halasone) - Compact pecket saw
- Insect repellent - Ziploc freezer bags - Duct tape
- Personal iterms: ffor holding - Cable snares
ferninine hygicna supplies, foad and water) or small gauge wire
vitaming. etc. - Fruit bars - Fsh line
- Powedarad bodillan - Fish hooks
v Remember that o qood (gatfree) - Magnetic compass
inaufotive hot iz escentiolf - Coffee or herkal tea

Survival IKit »

g4 II’i.rm'if I
[ty ST
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whether you are fishing, hiking, beachcombing, or traveling by

Ynu should watch out for these dangers in Alaska waters,
air or boat.

* Currents from tides and in rivers

*  Weather, such as wind, waves, and rain

* (Cold temperatures

= Debris, such as logs, deadheads, and kelp

What can happen to you if you fall in the water?

* You can rescue yourself
* You can be rescued
= You can drown

Drownings in Alaska’s Waters

Alaska's drowning rate is ten times the national average. Drowning
is a leading cause of accidental death in rural Alaska.

Here are the reasons why many people drown in Alaska.

People spend more time around water

They can't swim, because small towns don't have
swimming pools to learn in

They don't have Personal Flotation Devices (PFDs)
People who have PFDs don't wear them

Many have been drinking alcohol

Many don't know water rescue skills

Cold water causes hypothermia

Preventing Drowning

How can you reduce the drowning rate and increase chances of
surviving in cold water?

* Use PFDs around water
Know rescue and self-rescue skills
*  Stay out of the water

How long will you survive in cold water? It depends on two things:
© You must keep floating.
@ You must have insulation to stay warm.

37



protect high heat-foge oreas:

Rerda: dhen in the water,

head, neck, armpitr, sidos,

32

and gmfn.

Self-Rescue

Yoo ean help save yourself by wearing 8 PFD and insulative
clatnes. If the boat is sird’ag, lel il sink under you. Don't jump
overtxoard. If the boat is go'ng down and you have tme, put on a
PFO, & warm hat. and warm clathes,

Clathes, including bools, will ror drag you down 1 the water ang
can help keep vou warm, Layers of clolhing also trap air, which can
help vou foat, If you take off boals and clothas ir the water, you will
lose body warmrh and energy.

If wou have to get into the water. enter slowly to aveid cold water
shock, Try 1o keop as much of your body as poss'ble out of the
WELler,

Stay with the beet as long as you can, becauss
0 Thie boat wil help you float,
@ The boat wil be more visible 1o rescucrs,

9 Rescuars will scarch whers the boar was going.



Position

Huddle

Rutle: ?Fg_ o float and to
minimize heot foea cintif

ore regcoad.

Hﬂﬂ

Rule: Assume

the HELP or Huddle

position (ft:irmnrf.-'ng o

v afaatio.

i

H.E.L.P.

Poxzition
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Rede: Dont freg fo

st ta shara, fn cold
waerter & pErsnn Con SaN
ondey 710 the diatnnce he
ar ehe con s in o
nict sarm pont {éan
oL swim, fow fnae Heof.
Hypothermia can et

in and feod fo o

qriicker deoth.

Survival Times in Cold Water

Childran eool off in cold water mucn faster than the average adult,
& man of average build will be haipless frem hypothermia {below
normal body temperature) at 4 1°F after 40 minotes of more if he is
wearng thick cicthing. Thin men or those dressed in light clothing
will become hypotherm'e more quickly. A woman usual y coals off
more s'owly than a man.

If wou go overboard in cold water, you shoud float quistly in a
H.E.L.F. ar huddle position, ar eling to the boat. You should avoid
swimming, because a person swimming in cold water coos off
much faster than a sti | person. When you swim you produce three
times as much heat as when you are figating, but the beat dossn't
kesp you warm. Instead, the heat is lost o the water because of
more bloed circu ation to the arms, legs, and skir.

Thig chart gives average survival times, The suryival tmes are long
because they includs periads when the parson is unconsc’ous.

Hypothermia Preveation Methods and Equipment
Increase Survival Time

Predicted

survival Time

n AR Watar

Without fiotation device worn

Treading water 2 nours

With personal fiotation devica
{vest or collar-type FFD)

Swimming 2 hours
Holding stil 2.7 hours
H.E.L.F. position 4 hours
Muddling wity others 4 hours

With hypothermia prevention
flotation equipment

Insulated flotation ;acket ("float coat’y 3 to 9 hours
Survival suit 12 to 36 hours

Adaptad from Survival in Cokd Water, by Chad Dawson, Minnesota
Sea Grant Extension Program



Personal Flotation Devices (PFDs)

Thare are five kinds of PFs:

Type &

OfFstore Life
neket,

it floats vary well,
and it turns an
UNZUnscious
person face Jp.
Butitis bulky,
and nct vary
WEITITI.

Type II.
ﬁ{mf*ﬂﬁnn} ﬂunﬁrﬂnf (et

This "s a typical lilz vest. [t
koaps Lhe hoad and neck
out of the water an uncon-
soious pecple but i- doas
not always kaep the face
up. Typa lls ars not very
Warm,

Type IL
{laat oot coaf,

These a-e the nost cormfartakles
FFEs, They both provide geod
flatation and nsulat'on, bt the
flosl coal will Kesp you warmer.

5
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Type IV.
Ring buoy or seat cushion.

You can rescug somecne in
the water by tossing it to him

Type V. Overaffe.

These are similar to a
suryival suit but are
much mare comfort-
able to work in. They
provide excellent
flatation and insulation.

The best kind of
PFD is one that
you will wear!

db

Sarvival Suit.

A survival suit helps vou
float and kegps you warm.
A pEFSON can suUrvive in
cold water for up to 24
hours in a survival suit.



How to Put on a Survival Suit Fast

Thig is & quick way to get into a surv val suit in an emargoency. It can
help you when seconds count. If you hawve time. put on warm
garments and leave choas on for additional hypotterm a protec-
tion and use on the shore,

Practice this in a pool ar at the dock.

Step 1

» Lay the suit flat with the z°pper side up.
» 35t onthe dock and work legs into feet of suil.
*  Senot down into the suit ke a sleeping bag.
= Put straps arourd ankles.

- Stand up,

Step 2

Fut your non-daminant arm into the suit first (your
left arm if you are rght handed). Pull the hood
over your head with your free hand. You can do
this while standing, or from a kneeling or sitting
position.

RS0 R AARkERdA R &b

-
[
-
-
-
»
-
-
L}
-
-
[
-
[ ]
-
a
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Step 3

RN |
Pt your daminant ammin the suit WARNING!
last. Grab lanyard on zipper and Oo not inflave oir
pull zpper all the way up. Fasten blesdder untif gou ore

in the water. Thie wiff
fw’ﬁnﬂnf rfﬂmnga Ha)
gaur neck and the

sipper i o mitat
fumg into the worfer.

tace flap over face,

L o N N B NI NN ]
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In and Out of the Water with a Survival Sult

The best way to get into the water while
wearing a survival suit is slow eniry.

» S down on dock with feet dangling
in waler.

s Slide into wataer and loat on your

Cr you can step off.

38

Faco sideways 1o dock.

Protect your head with your arm
nearesl dock,

With voLr other hand, hold suit away from
the face to let air escape,

Step oul and away. feet frat,

Float on vour back.

Ia »



While wou are wearing a survival suit,
the best way to swim is cn your back.
Muost of the swimming acticn is wilkh

' YOUr arms.,

When you're gatting out of the water, keep your face toward the
dock o avoid back injury.

After vou are done using a survival suit {for practice o in an
emergency), rinsa it in fresh water an the cutside and ins'de and
dry itin & cool, dark, dry place. Aftar the suit is dry, coat the zipper
with non-petraleum wax. Stare suit with zipper opor,

39



RESCUING OTHERS

Rescue others without gatting into the water. Why? It 2 too easy 10
become a sacond victim,

» A panicked victim may cling to you and pull you under.
| »  Yournay both die of hypothermia,

REACH, THRDOW, and TOW *  Water dangars may kill both of you,

BUT DON'T GO! When rescuing a drowning victim, yell o the vietim and let him or
S (e know what you are doing.

Try tor C H the victim, using 2 'onyg pola of evan
R EA clothes.

ar, H R OW anything that floats, such as
T styrofoam, water jug, cushion, etc.

Then TOW if you can pull the vietm in.
Pull the victim toward you with a
slow and sieady mavement.

Whae if you don't have anyihing to use for rescue? |f there are two
peonle, ong should run for help and the ather watch the vietim. H
there is only one persen, he ar ghe should mark the logation and
run for help. Even if the person wooks drowned . it is important to try
to rescue or go for help. The victim may still be alive, and you
should give him or her every chance to be rescusd.

¥4



Survival Books to Read

Basley, M. 1874, Staying Alive 117 Days Adrift. D. Mckay Co.,
New York. A true story of 2 coupls surviving at sea for 117 days.

Ball, J. 19688 Aretic Showdown. Wan Aees Prass, Mew York.

Bladsas, A. 1977. A Boy of Tache. Scribnerfiundra. Fiction set in
Canada.

Budhill, D. 1978, Snowshoe Trek to Otter River. Dial. Thres short -

stories about two boys.
Defoe, D. 1981, Roblnaon Crusoa. Bantam Books, Mew York.

East, B. 1980. Found Alive. Crastwood House, Mankato, MM.
Youth sunvival fiction,

Fartier, E. 1375, One Survived. Alaska Northwest Publishing Co.,
Anchorage, AK. Atrue story of an Eskimo hunting party. Three are
lost on ice floss, and ohe survives far 21 days.

3annon, R, 1973, Graat Survival Adventuras. Handom Housef
Krnopf, New Yark.

Houston, J. 1977. Frozen Fire. Athencum, Now York, Youth sur-
vival fiction,

Johinson, A 1864, The Grizzly. Harper and Scholastic Book Ser-
vices, New York.

Kavaler, L. 1973, Life Battles Cold. John Day Co., Mew York.
Youth-leval book on various aspects of living or responding to cold
environmeants.

Klatssn, H. and B. Day. 1964 Hey, I'm Alive! Scholastic Book
Services, Hew York. Trug stary of wildarmeass aurvival.

Lordon, J. 1951, To Bulld a Fire. In The Sun-Dog Trail and Other
Stories. The Wortd Publishing Company, Cleveland, OH.

Mathieson, D. 1685. Trial by Wilderness. Houghton Mifflin Com-
pany, Boskon,

Morey, W, 1971. Deep Trouble. Duttans Childrens Books, Penguin
Books USA, New York, Alaska adventure stary.

Oumt in the Wilds: How to Look after Yoursell. 1977, McPhee
Gribble Publishers. A young person's book on how io react in a
lost-in-the-woods experience.

RPaulsen, G. 1887, Hatehet. Brantiury Press, Mew York, Youth sur
wival fiction,

Politang, . 1984. Lost in the Woods. Forthole Press Lid., Sidney.
British Columbia, Canada. A young person's book on a last-in-the-
wonds exparience.
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Politanc, C. 1986. ADRIFT! Boatlng Satety for Children. Forihola
Fress Ltd. Sidney British Columbia. Canada. A young persons
tierok on a lost-in-a-dinghy experience.

Water Safety Coloring and Activity Hook. Minnesota Depart-
rmant of Matural Resources, Box 45, 5t Paul, MM 53146,

Wilderness: A Survival Adventure {computer game). Feachlree
Software, 3445 Peachtree Road NE., Atlanta, GA 30326-1276.
Computer game for Apple [l plus, lle, or llc; 48 K RAM.

Weortman, E. 1961, Almost Too Late. Random House, MNew York, A
true story of a family shipwsecked off southeastarn Alaska for three
weeks, |t serves a8 a study of what not to go, but prov'des good
discussion for ways to ‘mprove a surviva situation,
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