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Aquanaut
Activities will have to be structured depending on the tested swimming level of everyone in the
group. Only boys who pass the swimmer test can earn aquanaut. Also, we have to structure
activities so as to respect the others in the pool (there will be cubs all of the time).

Games (any day)

Underwater Kim’s Game
Played as usual, except the items are located at the bottom of the pool.

Battleships and Submarines
Needed:
■

Two “teams” of players

How to play:
Divide a group of several people into two teams. Each team has a “base” against the wall of the
pool, opposite each other. When the game starts, the battleship team comes off the wall and
taunts the submarines into chasing them. The submarines push off when ready, swimming
underwater and tries to touch/tag the battleships before the battleships reach base. If the
submarine is successful, the battleship switches sides (and the submarine gets a free
walk/swim back). If the submarine is unsuccessful, the submarine must swim back to its side.
However, if the submarine has to come up for air and the battleship splashes the submarine,
then the submarine switches sides! The point of the game is to try and get everyone on your
team.
http://janne.cc/2009/06/18/beyond-marco-polo-35-fresh-swimming-pool-games-for-summer/

Duck Thrust
Needed:
■

several rubber duckies

■

3 or more players

How to play:
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Put 3-4 players at one end of the pool and give them one rubber duckie apiece. When you say
go, they must use their nose to push the duck to the other end of the pool. They can also “blow”
the duck forward; they just can’t bite the duck and swim to the other end with it in their mouths;
nor can they touch their duck with their hands or feet.
Further, the players can “distract” the other players by splashing water in their faces or
splashing water toward their ducks to knock them backward. They just can’t actually TOUCH
the other players or the other players’ ducks.
The first one to get his duck to touch the other end of the pool (obeying the rules) is the winner.

Gator/Sharks & Minnows
Needed:
■

a fairly large group of players

How to play:
Have one person designated as the “gator.” He or she treads water in the DEEP END of the
pool while all other participants are standing on the side. The leader will then yell “gator!” and at
that point, the players standing on the side of the pool have 30 seconds to successfully jump in,
swim to the other side of the pool, and get out without being tagged by the gator.
Anyone who is tagged in the first round has to join ranks with the “gator” and try to tag the
swimmers in the next round(s). The game goes until there is only one person who has not been
tagged.
No jumping on the “gator.”

Crocodile Crossing (aka “Colors” or “Color Blind”)
Needed:
■

three or more players

How to play:
All players but one huddle together. Each picks a type of fish (goldfish, perch; younger kids may
want to pick colors instead), then lines up along a wall of the pool. The remaining player, the
crocodile, stands in the middle of the pool with her back to the others and begins to call out fish
in quick succession. When players hear their fish, they begin to swim — underwater or above,
but as quietly as possible — to the other side. If the croc hears or feels someone moving (no
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turning around to look), she tries to catch him before he reaches the safety of the other side. If
he’s caught, he becomes the next hungry beast.

A Different Kind of Leapfrog
Needed:
■

4-8 players

How to play:
2 teams (max. 4 players each) compete against each other. One team is on each side of the
pool, standing in chest-high water with their legs spread apart. The last player must dive and
swim through the legs of his teammates, stand and spread his legs. Then the next player goes.
The winning team is the team that reaches the other side first.

Sharks & Jets
Needed:
■

three or more players

■

whistle

How to play:
Two teams, the Sharks and the Jets, line up opposite one another in the middle of the shallow
end, with 5 feet of open water between them. A referee on the side blows the whistle and yells,
“Sharks!” or “Jets!” That team must turn and sprint toward its side of the pool, with the other
team in hot pursuit. A player tagged by a pursuing Shark or Jet joins the other team.
The referee can let the chase continue all the way to the end of the pool–or he can sound the
whistle anytime, shout out the other team’s name, and turn the pursuers into the pursued.
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Aquanaut Day 1
Swim check form: http://www.sfbac.org/files/images/swim_check_form.pdf
● Test conducted by the lifeguard
Sw BL #1 Explain rules of Safe Swim Defense. Emphasize the buddy system.
• Safe swim defense notes: http://www.usscouts.org/usscouts/safety/SSD_handout.pdf
Pool Game
Equipment/Supplies:
● Underwater Kim’s game items
● Rubber duckies: 3
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Aquanaut Day 2
Leader: demonstrate each of these skills. However, your role is to facilitate their practice (not to
teach)
Aquanaut 1. Jump into water over your head. Come to the surface and swim 100 feet, at least
half of this using a backstroke
Aquanaut 2. Stay in the water after the swim and float on your back and your front, and
demonstrate survival floating.
Sw BL 3. While holding a kick board, propel yourself 25 feet using a flutter kick across the
shallow end of the swimming area.
Equipment/Supplies:
● Kick boards: 1/2 per scout
● Survival float supplies for demonstration: pants or shirt
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Aquanaut Day 3
Aquanaut 5. Explain the four basic water rescue methods. Demonstrate reaching and throwing
rescues.
● Talk through each of the four basic water rescue methods.
● Demonstrate with the boys reaching and throwing. They then practice these skills.
Aquanaut 4. Do a front surface dive and swim under water for four strokes before returning to
the surface.
● A surface dive is from the surface of the water (not from the deck)
Equipment/Supplies:
● Rescue ropes: 3
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Aquanaut Day 4
Aquanaut 3. Put on a personal floatation device (PFD) that is the right size for you. Make sure it
is properly fastened. Wearing the PFD, jump into water over your head. Show how the PFD
keeps your head above water by swimming 25 feet. Get out of the water, remove the PFD, and
hang it where it will dry
● Everyone should practice multiple times
Sw BL 2: Play a recreational game in the water with your den, pack, or family.
● Diving rings
Equipment/Supplies:
● PFDs: 1 per boy
● Diving toys (various)
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Aquanaut Day 5
Review and practice skills from previous days
Game
Equipment/Supplies:
● Any equipment from previous days
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