SEESOMETHING
—say something s

2. FORM A _INE AND STAY QUIET

3. EXIT QUICKLY TO THE DESIGNATED SAFE AREA

4. GATHER AND ACCOUNT FOR ALL STUDENTS

5. LISTEN FOR FURTHER INSTRUCTIONS

6. DO NOT ENTER THE SCHOOL UNTIL THE
‘ALL CLEAR” IS GIVEN

OHELTER
IN PLACE | #88

. STAY CALM AND QUIET

2. MOVE AWAY FROM ALL WINDOWS & DOORS
3. GO TO A SHELTERED AREA

4. KNEEL ON GROUND WITH HEAD DOWN

5. DO NOT OPEN OR ANSWER THE DOOR!
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KNOW THE  &3r

VACUATE 8 o D RI L L

F THERE 1S AN [\GTIVETTRIREN] ON THE cAMPUS:

RUN AWAY FROM THE INTRUDER WHEN
YOU HAVE A CLEAR PATH OF ESCAPE

| KEEP THE INTRUDER OUT OF YOUR ROOM
OR FACILITY BY SECURING YOUR LOCATION

FIGHT BACK AGAINST THE INTRUDER [F YOU
ARE IN DIRECT CONTACT AS A LAST RESORT

L OCKDOWN

. STAY CALM AND QUIE
2. MOVE AWAY FROM AL
3. GET OUT OF HAL
4. SECURE YOURSEL
>.
6.

WAYS AND WALKWAYS
- IN YOUR LOCATION

Q
| WINDOWS & DOORS O
EBR

HIDE IN THE SECURED LOCATION
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