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Physical Skills Group '
{5 possﬂnie eonduct some or a]l den meetmgs at pool or waterfront)

THIRD WEEK

Law of the Pack.

FIRST WEEK SEGOND WEEK ] FOURTH WEEK: -
BEFORE Supplies: Cub Scout Legder Supplies: Cub Scout Leader Invite a skin diver to teach. Supplies: equipment for .
THE MEETING How-To Book; bell for Blind How-To Book; materials for - snorkeling, Supplies: Cub. Lifeline Throwing Test (page
STARTS Bell (page 2-11; Cuzb Scout Buddy Tags (page W28): mir: Scout Leader How-To Book, 11, Webelps Dexn Activities), .-
Leader HowTo Book): Cub Tors, paper, and pencﬂs for . mask, fing, and snorkel, Cub Seout Songbook. .
Scout Sports: Swimming Mirror, Mirror game in “Hard: - T :
booldet, No. 34288; Cub Scout  * Lessons” module of Ethics in
LeaderBaok " Action, Chapter 11, Cub Scouz
Leader HowTo Book. - o :
GATHERING Establish Safe Swim Defense Estabhsh Safe Swim Defense Establish Safe Swu'n Dafe;lse_ Establish Safe Swzm Defense -
(Keep early - {page 12-3, Cub Scout Leader Have free swim. Have free swim, . . Have free swim.
airivals Book), Have free swim. JOR, . . OR," OR - .0 -
busy.) OR, Play Chain Tag (page 217, * Pliy Blob (page 2:17, Cub Have Lifsfine Throwing ’I‘éét. -
S Play Blind Bell: - - Cub Scout LeaderHer-Ta ScoutLeaderHow—Ta Baak) - A
: Book) .
OPENING . "Form ?.wmg circle. Denner Denner Ieads Scout Oath. Ask  Denner 1eac[s ‘Scbu’; Law, Smg "I‘arzan of the Apes
{Cefemony) . Ieads Cub Scout Promise, a hoy what duity to God and - . (Cub Scout Songboak)
’ : - country means to hirn,
., Bnef business period—rolf call, duas, tmiformi inspect!on
ACTIVITY - Test boys Swunmmg skills Continye i mstructlon for non- Contmue instruction fornon-  Have demonstrabon and prac—
BADGE . and séparate into nonswim-- swimmers and beginners. . . swirnmers and begmners tice of water rescue methods :
FUN’ -, mers, beginners, and swim- Swimmers play water games. - . Skin diver instrucis swimmers (Webelos Scout Book). Ifat 2
(Ins‘tructlon, ; “ers, Have | sw;rmnmg mstruc— OR,- in mask, ﬁns and snorkel use, peolor waterfront, conduct
‘practice, tion for nonswimmers and Male Buddy Tags. - - OR, Adquanaut tegts,
| 2ames, and beginnérs; swimmers play L .Have strtictor demonstrate
contests - water games (pages 24410 2- and boys practice how to put-
‘related to A7, Cub Stout Leaider How-To - . onimask, fins, and snorkel, and -
Webelos skills) - Book) For tips on teaching how to care for them_ ’
' o swimming, see pages 1035 in .
Cub ScoatSpam Swzmmmg
OR,
. Dlscuss sma]i—boat safety, See”
" “Safety Afloai” on pages 12-4
to 12-5 of the Cub Scout
Leader Book. : - -
PREPARATION . Announce this morlth s Cub Flay Mirror, Mm‘or gamein . Check den's preparations for
{Makirig props Scout theme and tell what “Hard Lessons” from Ethics in - pack activity.
and equipment; - Webelog den wﬂI do at pack Action, Hold reflécting discus-
getting sot . achvity. sion on how the hoys fe]t
for future .- ) - while pIaymg :
speclal evepts) .
Slgn beys’ hooks for actwity badge requirements passed
o ' _A551gn boys to explain on Assigned boy discusses point . Assigned boy discusses pomt Assigned boy dlscusses pomt
CLOSING - point'of Scout Law for closmg of Scout Law. Ask boystoob-  of Scout Law. Ask boysio ob- of Scout Law.
{Amnouncements, of next three meetings. Form serve moment of reverence. serve moment of réverence. -
ceremony) living circle. Denherleads :
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-DEN MEETING C
FOR MORE INFORMAT]ON AIDS REA

SNORKELING SLALOM COURSE. Anchor several -

barely. inflated bhallpons about every 3 feet on'a

course 50to 100 feet. long Smmmers pass over
. each ballaon. :

LEANUP UNDER SUPERVISION OF DENNER.
D BOYS’ LIFE, SCOUTIN’G and ATI'END DISTRICT ROUNDTABLE

[ QS R

T =ai

ol
(c

" get
for 1
. spe

CLO
(Anr
cerg

he
us

th
ga
tu
mi
he
pik
trie
are
ste




AQUAEAUT ACTIVITY BIDE  y Sy

To most ten year boys in our area, the Acuanaut Activity Badge will be one
of the easiest to earnm. It will be fun for both the boys and the Webelos leader.

One of the main poimts of this badge is to teach water safety rules. These
rules will be fourd at every Secout waterfromt. The rules may not particularly
immress a Webelos Scout at 2 neighbarhood pool where he swims daily, but next year
3t summer camp, their value will become apparent to him,

DEN ACTIVITIES

1. Assign buddies and explain the impartance of the buddy svwimming system.

5. Have a demonstration of mask, fins and sporkel by an expert. People who
have completed the seuba class at the TMCA would be good. Have boys
take turns using the equipment, or have then use their ovma. Start
with the finme and show them the difference in speed with and without
them, Hzve ithe boys practice seeing in the water with the masks on
ard learring how to btreathe. Next, the boys can try the snorkel,
in shallow water (learming to breathe) before venturing into deeTer watel

3., Take the den swimming. Classify boys according to swimming ability.

Assign boys to areas accarding W ability. Let them try o pass the
100 - foot requirements and the surface dive optional requirement and
the snorkel optional requirement.,

L. If a rowboat is available, have boat safety methods and rowing technicues
demonsirated by an expert. Give the boys a chance to practice these
methods.

5, Have the boys learn the four basic rescue methods as illusitrated by the
words: "Resch", "Throw", “Rowh, "Go", wTop®, Have them practice a
reaching rescue with a shirt, pole, or by throwing a2 rope, Ting, or
other lifeline.

6. Take boys to a swim meet or diving exhibitiona

7. Make buddy boards.

8, Irvite an expert to explain to the boys how to hapdle emergencies in the
water., Contact a swimming instructor, the TWCA or Coast Guard. Tiree
rules to remember are: Don't panic.. .. .think.....52VE yOUr strength.

9. Learn about water pollutants in the lakes and rivers in our zrea. How do
they affect water used for consumption and recreation?

10. Study the Safe Swim Defense Plan.

The following are some good beginner games:

1., Catching b2ll in shallow water.

2, Passing water ball while starding in the water.

3. Tunnel ball-passing a ball back and between the legs.

L. Cat and mouse — cat outside circle, mouse inside.

5, Spoon ard Ping-Pong ball relay.

6. Kickboard race to 25 yards away.

7. Kickboard relay — width of the pool.

8, Relay race in shallow water — rurmine and gliding on stomach.

PACK ACTIVITLIES

Exhibit: Mask, fins, snorkel, boat equiprert, mractice-breathing Gy «
Demonstrate: Swimming strokes, rescue assists, artificial respiratiorn.




'HELP WITH THE HEATI!

The dog days of summer are here! Even though "dog days”
refer to a constellation in the sky this time of year, most
people think of them as the hottest days of the summér. As
for me, I can see there are two ways to handle the heat:
stay still inside or get into the water.  Here are some good
water jdeas to try out:

GIANT SLIPPERY SLIDE
"This could be the most popular spot in your bhackyard alil
summeri" ' _ -
WHAT YOU NEED:; A long sheet of plastic about 2 yards wide
Duct tape or plastic tape
Scissors A water hose

HOW DO I DO IT: _

1. You can make the garbage bags into one long sheet of
plastic by cutting them with a pair of scissors along the
edge on either side.

2. Lay the bags flat end tc end and carefully tape them
together with the tape. Make sure that they overlap in the
same direction every time.

3. When you have a long sheet of plastic, lay it out on the
Jawn. Run the water hose to one end of the plastic and turn
on the water. When the sheet gets wet, it will be very
slippery. Who can slide the farthest standing up? Who can
make it down the slide the fastest on their stomach? Your
back?.0r sitting down? -

4., Have a relay. Get several of your friend to play.

Divide into teams and give each team a container of water.
Make sure the container is not breakable. Each person then
runs and slides on the wet surface, holding the container
over his head. When he gets to the end of the slide, he
empties his container into a2 bucket . The other team has
jts own bucket. The team that has the most water in five
minutes is the winner.

MUSICAL WASHPAILS

This game is alot Tike musical chairs but it will keep you
cool at the same time.

WHAT YOU NEED: A washtub or pail for every payer. Make
sure they are big enough for the players to sit in.




A whistle or tape player for music.

HO TO DO IT: . '

1. Fi11 211 tubs with water and stand them in a circle.
Keep a water hose handy for refills when you need them. Be
sure to set out one less washtub than people playing the
game.

2. Everyone marches around the tubs until the music stops
ptaying or until a whistle blows. When the music stops,
everyone must find a tub or pail to sit in. The person
without a tub is eliminated. One tub is removed and the
game continues. This goes on until there is one tub Tleft.
The person who get.the last tub wins.

WEBELOS AQUANAUT SWIMMING GAMES

Underwater Balloon Blowing: Each den member receives a
balloon. On signal, everyone ducks under in waist deep
water and tries to blow up his balloon. Winner is the
first team with all its balloons inflated to (at least) 2
minimum size. o

Balloon Dive: Inflated balloons are partially filled with
different amounts of water (so they stay submerged at various
depths.} On signal, competitors jump into the water and

dive to retrieve as many balloon as possible. Winner is the
individual or team collecting the most balloons.

Water Touch Football: In waist deep water, players advance
the ball by running, swimming, or passing. A player with
the ball is stopped when tagged while part of his body is
above the surface. Teams have only four downs to score, or
they must give up the ball. Teanm size depends on swim space
available.
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REQUIREMENTS :

: PursicAl SKILLS Group

DO THESE:

1.

2.

AND
3.

ul

Jump into water over your head. \Level off
and swim 100 feet, half of this using the
elementary backstroke.

Right after the swim, stay in the water
and float on your back in a resting positio
with as little motion as possible for 1 min

DO THREE OF THESE:

Do a surfzce dive and swim under water for
at least two strokes before coming up.

Swim on the surface for 50 feet,
properly using a mask, fins, and
snorkel.

Explain 3 baslic water rescue
methods. Show reaching and
throwing, and describe golng
with support.

Know the rules of small-boat
safety. Show that you know how
to handle a rowboat.

While a Webelos Scout, earn the
Cub Scout Sports Participation
Recognition for Swimming.
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AQUANAUT ACTIVITY BADGE ,:::_-)@v

f

Aquansut -~ & relatively new term - might be defined as cne at home in an
tas water. Today, swimming and water safety go hand in hand and it is inpor-
tant that all Webelos Scouts not only be abls to swim but also be water-safet
conscious, Being at home in the water is self-defense against water tragedie;

The Aquanaut requirements are simple but they represent the most important of
all Webelos requirements becauss 1lifa depends on them, Swimming is one of th.
skills that, once lesrned, lasts a lifetime and provides excellent exercise.
Some of the boys may know how to swia and others will need help in learning
hew, To help your boys feal at heme in the vater, get them to play some of
the games listed and described on the following pages, If they have any fear
of water, generally it will be forgotten in the heat of the geme, This famil.
larity with the water will normally lead to greater proficiency in vater spor
which is the aim of the reguirements for the Aguanaut badge.

IDEAS FOR DEN MEETDIGS:

1. Make a simple buddy board and have buddy tags for all the boys and
insist that they are used each time they go swimming. Each boy is
responsible for his buddy.

2. Take your den swimming and classify ths boys according to swimming
ability. See how many can pass the 100-foot requiremant.

3. Aftsr your boys are clissified, play some water games and observe
your boys caresfully. Letermine which ones need help and encourage-
them to beccme better agquansuts., If you havs no non-swimmers, get-
.another father to help you and, using the instructions from the
Cub Scout Water Pun book, help them to becoms bettar swimmers.

| hs Have scmsone, perhaps a den chief who knows bow, demonstrate the
use of a mask, fins and snorkel. Have boys take turns using the
equipment, or have them use their own.

5. Have the boys learn the basic safe rescue methods, Have them
practice a reaching rescue with a shirt, pole, or by throwing a
rops, ring bupy or other lifeline.

6., If a rowboat is available, have boat safeiy methods and rowing tech-
niques demonstrated. Girve them a chance to practiice these methods.

7+ Explain how to set up a safs swim ares and haves the boy= set one up.

8. Have scmeone tell the boys about "Bow to Help Youraelf in an Emer-
gency®™ == the 3 basic rulest don't panic, think, and save your
strength, Tell what to do for cramps, currents, undertows, weeds;
bow to disrobe in the water; use clothing for flotation and use
survival floating techniques.

IDEAS FOH PACK MEETING:
Bxhibit: Mask, fins, snorkel, boat equipment, practice~bresathing curmy.

Demonatrate: Swimming strokes, rescue assists, artificial resuscitation.




SHORKEL 1 NG

rurpcises live out their whole lives Iin the water. 0f all the mammals, they a.
probably the most skillrul swimmers. It follows, therefcre, that ths closer y
can come to imitating these swift and rriendly creatures. the more easily you'

swim and the more you'll enjoy the water.

Just & rfew pieces orf sgimple equipment and a little practice are all you need t:
start making the wates your second home. The key te new fun and adventure in
the water 18 a simple J-shaped plastic tube with a soft rubber mouthpiece Titt
on one end. This is a snorkel tube., When the snorkel is combined with a rubb
tace mssk that has a glass raceplate, you can swim race down in the water whil
vyou breathe through the snorkel, Add a pair of swim fins for your feet and y
can slide. streamlined. along the surface of the water while you enjoy the
underwater world below., with your vision enormously laproved the by the pressn:

Oof the race mask.
Thece are a tew sensible safety rules that go aleng with snorkeling:

-Before you try snorkeling, you should be able 1o swim at least 100 fe=st
comfortably. : ;

-When you buy your Tace mask, make sure the headbang r3sStens near the faceprat:
A dack epolor 15 best, and no bright metal parts snouwld show on the rim orf tne
raceplate or the buckies or the strap ir you plan to svwim in tropical waters.
Test the mask by r1itting it over your eyes and nose, without the nhead strap,

g inhaling gently. The suecticn shouid nold the mask in place easily it the

t is good. keep aon trying maskg until you rind a comrortable one.

-8Bz equaily eara2ful 1n choonsing your swim rins. There are two types: adjiustzc.
=na slipper style. 1t 18 ezsier to Tind an adjustable pair to 1t your TEeT,
and tney are usually cheaper. The slipper srtyla 1s more expensive a2nc must Dbe
caretully ritted. Slippers Grfer greater ICOT Protection an rough Telffzin.

2l shouls be a s=imple, curved., semiflexible tube. The mouthptrece 1t
snort end of a J-shapsed tube. The long end or the "J" snhoulu not =41
an 12 inches above the mouthpiece. Longer tubes interrere with

ing. The long stem of the "J" shoutld be straight with no curves of

€3 When worn wlth the mask, ths snorkel tube runs frem the mouth, under
the strap of the mask in front of the ear, and above the back of your nead.

1

e

-Fractice wWwith your mask ana snoskel it shouicder-depth water. If the mask rogs
up and obscures your vision. fub the insige or the racsplate with salivz ana
rinse 1t OutL. Excess water i the mask can be cleared by pressing the top Or
the mask against your torehead ana exhaling your nose. The snorkel tupe 2zn L
cleared ©Of water with a sharp purr of breath berore you start to inhale.
Ereathe naturaltly through the snorkel. [{ you pant, vyou will socoen 1ind
yourself dizzv.

-Swim rins wil! more than double the norma! power of your swimming kick. Use
an easy Tlutter kick or scissors kick, bending ycour kness more than normal.
Brgaststroke, craw! or dog-padale with your arms. 'on't try ror 2peed.

1th a swim buddy. wWhose skiils equal your awn, you ¢an begin to explore
desper water wilth the use or & buoy, rart or rloat.




AQUATIAUT .2

1F THE VICTIM IS WITHIN REACH -
EXTEND A POLE OR STURDY STICK
FOR HIM TO GRAB AND PULL HIM TO
SAFETY. OR USE ANY OTHER OBJECT
THAT'S HANDY AND LONG ENOUGH.,

TIE ROPE TO INNER TUBE, THROW TUBE
AS A WHEEL ROLLS - LOOP ON END OF
ROPE AROUND YOUR WRIST, ALLOW RES3T
OF ROPE TO PLAY OUT FREELY. HOLD
ROPE IN ONE HAND - ALLOW PLENTY OF
SLACK., THROW INNER TUBE OVER AND
BEYOND VICTIM AND PULL HIM TO SAFET’

WHEN VICTIM IS FURTHER OUT, USE A
BOAT TO SAVE HIM. IN A ROWBOAT,
APPROACI!I HIM STERN FIRST, IN A
CANOE, PULL UP SO HE CAN GRASP
iTS SIDE. KNEEL IN CANOE,

[F THE FIRST THREE STEPS CAN'T BE
USED, AND AS A LAST RESORT - SWIM
TO THE VICTIM, DO NOT ATTEMPT A
RESCUE BEYOND YOUR SWIMMING
ABILITY. GET HELP QUICKLY!

KICK OFF SHOES - DISROBE QUICKLY,
KEEPING YOUR EYES ON VICTIM AT ALL
TIMES. JUMP! DON'T DIVE INTO WATER.
CARRY YOUR SHIRT OR A TOWEL IN YOUR
TEETH. KEEP YOUR EYES ON VICTIM.
ELIP SHIRT OR TOWEL TO VICTIM. TO
HIM TO SHORE WITH IT. IF YOU HAVEN-.
EITHER, APPROACH VICTIM FROM REAR -
TOW TO SAFETY BY HIS HAIR,

4




tﬁ%*ﬁ AOUANAUT ACTIVITY BADGE

DROWNPROOFING

Archimedes' Principle: "When an object is immersed in a liquid the aoparent loss
in weight of the object 1s squal to the weight or licuid

disglacec.”

Capable and experienced swimmers are obviously skilled :in the water, yet the possi-
bility of a cramp or tiredness is always oresent. This possibility requires learrin
to stay afloat while using a minimum of effort.

Knowing how to float is important. In an emergency it could mean the difference
between surviving until help arrives and drowning.

Drownproofing is based on the principle that a serson who is relaxed in the water wi

-

float at, or just below, the surface of the wazz2r. No effort is required when Flcat
But, regular renewals of air are a must and cdr:.noroofing includes simple move-
ments $o that a regular breathing patfern can be maintained.

Many swimming courses include instruction on "drownproofing”.

Remember, don't let the boy try to be a superman! This isn't 2 test to see how icng
he can hold his breath underwater. Holding your breath longer than 10 seconds will
tire you. The purpose of this float is rest, not exercise.

1. Relax completely. Be lazy. With lunos full, fleat face down, back of nack
on the surface. Rest for three seccnds.

2. Get ready to raise face above water surface. Extend your arms forward
slowly. Get ready to thrust downward with your arms and legs.

3. Exhale through your nose as you rise to the surface. With mouth above wazter
inhale. Your shoulders stay under waier.

4. Keep your head straicht and push downward with your hands. This keeps ycur
head above water, while inhaling slowly. Don't-gulp. There's no rush. In
rough water, keep the waves at your back, so they don't break in your face.

5. With lungs full, drop head forward and thrust downward and backward with
arms and legs.

6. Hold your breath. Relax. tet arms and legs dangle while you float forwarc
and upward. Practice the "drownproof"-fleat until it's second nature..’'zil

you can do it without thining.

SAFE SWIM SPOTS. The best place to swim is one that has qualified 1ifeguards.

Tf there 1s not this supervision, always make sure you go with a buddy - never alone.

Weeds: It's pretty creepy to swim through weeds. They can get tangled in vour
Tegs and cause trouble. If you do get trzpped in weeds, don't struggle. Teke i
easy with slow movements to free yourself,

After Dark: Don't do it. Supervision is impossible. If you go under you cculd
be spotted. o )
Current: Sometimes you run into these in rivers. It's best to stay away “rc
them. B8ut 1t you're caught in a current, don't try to swim against it. Swin.
with the flow and diagonally until you reach shore.




AQUANAUT ACTIVITY BADGE rpﬁ( 3

DROW:PROOFING can save your 1ife = sven 1f you can't awin!

The ability to float motionless, or nesrly so, in a relsxed position is an
imporiant survival skil1 which should be learned well and practiced. Drown-

proofing takes ao little energy that it can be képt up for hours, even in
rough water = provided you don't panic!

With lungs full,
float face down,

with back of :
. nsck on surface, owly 1ift arms and
cross them in front Ixhale through
of forshead, as if to noss while
ward off a blow, get raising head
ready for downward until mouth is
thrust. in the air,
— shoulders under
o With head - water,
- vertical, f'-*—-
thrust down-
ward, gently,
with arms With lungs full, drop
while inhaling head forward and return
through mouth. to position #1, arms to

sides; RELUI! 1If nec-
essary, use gentle
soiasors kick to return
to surface, learners
rest 3 ssconds here,
experts 10 seconds,

As you perfsci the bobbing technique, practics $ilt-

ing your body, aiming tovarda shore and giving frog

or scissors kicks, continuing the bobbing actions

until you resch safety, If you get tired, go back

to the vertical position until you feel rested.
BOBBING IS DROWKPROGF!
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_AMERICAN CRAWL STROKE

LEGS
FLUTTER KICK

ARMS
OVER ARM PULL

COMBINED

LEFT FOOT MIGH

Ry

FLUTTER Kick

RIGHT FOOT HIGH

e

FLUTTER KICK ;J

NOTE D KICK 15 EXYECUTED
BY KICKING FROM H/P.

USE & K/CKS, 3 KICKS
PER FOOT PEAR OVER
ARM MOVEMENT

LEFT HAND
JUST BELOW
SURFACE

PULL ARM DowN
MAND TOBE RELAYED WITH
FINGERS SL/GHTLY SPREAD

MAND ENTERS WATER JUST BEYDOND
HEAD AND EXITENDS FORIYARD

ELBOW WIGH

ARM STOPS PUIL
AND STRRTS THE
RETRIEVE

HAND EXTENDS FORWARD

JUST BELOW BSURFACE THEN
PULL DIRK AND KiICk

LEFT HAND BACK

ELBOW L/FTFD FIRST
WHEN LEFT HAND /5
RECOVERED

AQUANAUT

FALE TURNED To 5/DF
INKALE

RIGHT ARM
FORNARD

STAT T0 ETHALE AS 500N AS
INHALE IS COMPLETE

.
H‘"

RETURN FACE
70 WATER

* EIHALE

LEFT AR
FORWARD

FALE 1N
WATER

EXHALF

-.l"f

FACE IN =
WATER

TURN FACE TD 3/DE
SIART 1O MWA[EV

r

RETURN
70 ’
STARTING
POSITION




ELEMENTARY BACK STROKE

LEGS
WHIP_KICK

ARMS

COMBINED

Q@)L

(ON BACK) Q

(] W)
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WATER GAMES

CORK RETRIEVE:

Assign a smaii area of the poolside to each player. Scatter a dozen or more
small corks or blocks of wood on the water close to the far side of the pool.
On signal, each player dives into the pool and brings back corks one at a
time and places them in his assigned area. The playér who retrieves the
mast corks wins. .

DOG RhCE: A
Racers line up, bark three (3) times, like a dog, and swim with a dog-paddle
stroke to the finish line. .

FROG IN THE SEA: .

This 1s a good pack game that can be played in a yard or 1n shallow water,
Players form a circle around five 'frogs' who sit with their feet crossed.
The players in a circle skip (if on land) or walk {if in the water) close
to the frogs and try to tap them on the head as they repeat the words,
"Frog in the sea, can't catch me'. The frogs try to tag the players with-
out rising or uncrossing their feet. If a player is tagged, he changes
places with the frogq. :

PIRATES' GOLD HUNT:

Giig J/8-Tnch washers with gold paint. Scatter them over 2 roped-off area

of water that 1s between knee and waist depth. On signal, the boys recover
2s many gold pieces as they can in an allotted time. B8e sure boys have to

duck for most-of the gold pieces.

SATLBOAT RACES:
Have the boys build small saflboats. For a race have them line up 5 yards

from the bank and blow their sailboats back to shore.

SIMON IN THE WATER:

When leader prefaces a command by saying “Simon says”, each player must
follow instructions i{mmediately. 1If he gives a command without saying
"Simon says" no player may move. Commands may deal with any stunt in the
water such as swimming, floating, ducking head, touching bottom, etc.

TABLE WAITER RACE: ' _
For this race each swimmer carries a caper plate containing a stone or
cork on the plate when he crosses the finish line. If 1t falls off, the

swimmer may repalce it.

TOWEL RELAY RESCUE RACE:
Divide group into two teams. Station one boy from each team on the shore.

Giva him a bath towel. The other team members stand in shoulder-deep
water, facing the shore. On signal, the boy on shore runs into the water,
heaves an end of the towel to first teammate, and pulls him to shere. Boy
just rescued jumps back into water and rescues next boy, etc.




WATER GAMES - (continued)

TURTLL FLOAT:

The Dboys pretend to be turtles. They start by standing in a2 circle in waist-
deep waler., On signal, they take deep breath, grasp thelr ankles, and pull
their knees against their chests. If their chins are kept on their chests,
the boys will float with their backs out of the water. Demonstrate this

for them and allow practice until they learn that the body will rise and
float by fitself.

WATER LOG: ) ’

[ine the players up at sithar end of a pool or establish goals about 60-
feet apart in open water, Have one player act as a 'log' and-float on his
back midway between the goals. The other players cwim around him, Suddenly
the loy rolls over and gives chase. The players try to reach their goal
before being tagged. Those tagged become ‘logs' and float in the center
with the first 'log'. The last one caught is the 'log' in the next game

WATER POISON:

Players join hands in a c¢ircle around some floating object (poison} that

is anchored. On signal, all try to pull the others {nto the 'poison' and
avoid touching 1t themselves. A1l who touch it are out. If two players

break their grip, both are eliminated. _

WATER POLO: :

Use the entire pool as the playing area. Line the teams up~at opposite
ends of the pool and have them change sides after each score. Tass the
ball in the center of the pocol. The players may advance it by any means
while they and the ball remain in the pool. A score is made by placing
the ball in the goal at either end of the pool. The game consists of two
10-minute halves. '

NIGHTSHIRT RELAY:

You wil1 need one nightshirt {or pajama top or sweat shirt) for each team.
Dads miy be on the teams with the boys. Each team member wears the shirt
while swinming his lap in the water, then he passes it on to the next
player, who puts it on and swims his turn. First team to finish is the
winner.

SHALLUW-WATER SCAVENGER HUNT:

PTacv @ number of objects (all different) in shallow water and then line
up the boys at the water's edge. Call out a specific object that is in
the water,,.flat stone, golf ball, plece of brick, etc. The boys then
go into the water to try to find that object and return 1t to the leader.

TREASURE DIVE: i

Dividc the players into two teams. Have them 1i{ne up on opposite sides of
the pool. Toss 2 coin into the center of the pool, and have one player

from each team dive at the same time. The one who brings up the coin scores
for this team, Continue until all have tried.




WEBELDE - AQUANAUT

WATEE GAMES

Games are userful in teaching swimming tor in improving swimming). Competition
v

ands to make the boy try haraers. You will find many games in CUB ScOUT
WATER FUN. UOthers you may wWant to try \esbecially 1f your boye are poor
swimmesrs) can be played in water waist-to-shoulider deep.

HINNOW AND CATFISH - One player i5 the minnow who tries to keep away from
znother. the catrish. The rest of the den forms a circle. holding hands. The
game begins with the minnow inside the circie and the catfish outside. The
players in the circlie may raise or lower their arms to keep the catrish rrom
tagging tne minnow, who may dodge in and out of the circle asz he wiesness., When
the catiisn finally tags the minnow, two othifs are chosen as fish and theg game
starts Qver.

FISHERMAN - Estanblish a2 starting line and & goal about 30 fest away. Une
player, the tisherman, 5tands about midway between the two lines. Each or the
other plavyers names himseli for a rish. When the fisherman calls his risn name
the player must try To get to the goal without being tagged. The fisnerman may
-al! more tham one fish &t & time., ana all those namsa must try to make ths
Joal line. Wwhen 3 71sh 15 caught, he becomes the risherman,

THAR SHE BLOWS - For this gam2 you need 2 whistle that will sink. One player

1S5 glven tne whistle while the others turn their backs. He throws the whistis
‘to the water and gives a signal aliowing tne others teo turn &roung and =tart
aklng roc 1t. The Tiret diver to locate the whistle comes up and blows it

tnree times. The other players may Try to gunk nim wnil2 he 1= blowing. ir
they succesed bercre he Can blow thres Dlastls. the game starts over with the
previous whistle tosser. 1f ne is able to Diow the whilistie tnfese times, 0O

TAOSsSEs 1t 10 Ior the next round.

FLOAT 1A% - This is a game fof nonswimmers whe are just learning to rleoat. Une
baoy 23 "it", He tries to tag the others, but they are sare so long as they are
In any tloating position: turtle, jellyfisn, back float, prone rioat., Or

verticasl rloat.

IMFORMAL DEN ACTIVITIES

fr 1t ean ke arranged., 31l den meetings this month should be at =2 pool or watar-
rront with adequate adult leadership. 1T tnis 1s not possible, suen zjguanaut

il1lg as the use and care oI face mask ana snoarkel and practice in throwing a
rescue line can be done away Trom the water.

ACTIVITY - Have &n svening of fun in the water, including games, so that you
can get an idea or your Wepbelos Scouts' swimming skill. Invite parents to jecin
the run and aid Iin ipnstructing poor swimmers.

ethogs 2= sShown in the Webelos Scout Book. Make a

ACTIVITY - SEtress resSIUeE m
sa2me ol r=22ue by throwlinhg a line or buoy and awarding points [or accuracy.
3y some water games and cContinueg to help poor SWIMmMErSs.




AQUANAUT BADGE

HOME SWIM SAFETY

1. Never swim alone. Most drown- 7. HMake no fake calls for help.
ings in home pocls are a result
of violating this rule. , 8. K?ep peal gates locked at-all
\times,
. h di . . s .
A et LRI S s bive senstoly. ane aive oo
ssiblg poot. ! shallow end or back-dive off
po ' concrete apron. Look first.
3 Sgg?fézour own towels while 10. Remove breakable or dangerous
g- i objects from poalside. Remove.
4. Note where owner keeps long pole any electrical appliance that
or emergency gear for helping out ‘might Fal} in when connected.
3 swimmer in trouble. 11, Xeep an eye on small children
5. Be sure you know how deep pool is who are using inflatable toys
at each end and at middle, to keep afloat,
§. Stay out of water right after 12. Watch the sun. Too much is
eating. painful.

SAFE SWIM DEFENSE PLAN

-t

QUALIFIED PHYSICAL FITWiSS
SPIRYISMON

5

jA=1-1 {203 ABIUTY Qacurs MJOOTY PLANM

SEL "CUB SCOUT ACTIVITIES" OR “SAFE SWIM DEFENSE' FOR DETAILS OF THE SAFE
SWIM DEFENSE PLAN [LLUSTRATED ABOVE.

r




AQUANAUT BADGE S C.Q.‘ﬁ:

Teach Basic Rescue Methods - i1lustratad by the words REACH, THROW,
ROW, and GO, (see Webalos Scout Book) :

Teach Proper Snorkeling Techniques - Oncs a boy has passad the 100-foot

" swim requirement and Eﬁe surface dive requirement, a den meeting on the
proper use of snorkeling equipment will be fun 3s well as prepare them
to enjoy the world underwatar., A Saturday den meeting to a nearby-lake
or beach {s a perfect time for the boys to study underwatar 1ife and to
learn safe boating practicas. Be sure to have a qualified snorkeling
instructor. :

Make Kickboards - Beginning swimmers can usa these to practice kicking.
¥ooden kickboards can be made while working on the Craftsman badge.
These can also be made from styrofoam.

Have Fun! - Remember that 15-20 minutes at one lesson as as much as
these boys will stand for. Add water games, but make them short.

(See "Games* section of this book for ideas) Swimming is a very tiring
sport. If the boys feel any fear of the water, generally it will disap-
pear 1n the heat of a good water gams or two,
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Water Fun & Safety
Water Safety

For each statement, circle the correct answer, DO or DON'T.

DO DON'T 1. Show off in the water.
DO DON'T 2. Dive into sfrange or shallow waters.
DO DON'T 3. Go in swimming right after eating.

DO DON'T 4. Have your family physician tell you of any problems found in your
fitness checkup.

Swimming & Rescue
Using words from the list below, fill in the correct answer for each description.

Surface
Dive

Go
Crawl Stroke Backstroke

Sidestroke Reach Buddy System Throw

1. Swimming with a buddy is good common sense because you can help
each other if one gets in trouble or help each other to improve swimming
skills.

2.This stroke begins with floating on your back.
3.This stroke is done on either your left side or your right side.

4.In this stroke your head changes from facing down to facing to the side so
you can take a breath of air.

5.This skill involves floating face down, then bending sharply at the waist
and aiming toward the bottom.

6.Rescue method where you extend something for the victim to grab onto.
7.This rescue method involves providing a floating device to the victim.

8.This is the last rescue choice where you must get to the victim, preferably
in a boat or other form of support.

Boating Safety

Circle the correct answer(s) for each statement.

1. Inarowboat( 1 OR 2 OR 3 ) people per seat 1s a safe rule.

2. ( Children OR Scouts OR Adults ) should wear a life jacket in a boat 20 feet or
shorter.

If your boat tips over ( swim to shore OR hang onto the boat ).

4. Always keep a lookout for ( other boats OR swimmers OR sharks).

(VS




The Three Basic Rules
Use the following key to decode these three rules:

i 1 22 5 25 15 21 18 1% 20 18 5 14 7 20

Safe Swim Spots
Circle the correct answer, True or False, for each statement.

T
1. The best place to swim is one that has qualified lifeguards. If there is no

supervision, always make sure you go with a buddy... never alone.

’ﬂ

T 2. WEEDS... It's pretty creepy to swim through weeds as they can get
tangled in your legs and cause trouble. If you get trapped, don't struggle...

F take it easy with slow movements to free yourself.
T

3. AFTER DARK... Don't do it. Supervision is impossible. If you go under
F you might not be spotted.

T 4. CURRENT... Sometimes you run into these in rivers. It's best to stay
away from them. If you are caught, don't try to swim against it; swim with
F the flow and diagonally until you reach the shore.

Rules for a Safe Swim
Match the phrase to the word that completes 1t:

1. Secure adequate methods
2. Teach the Buddy rules

3. Maintain discipline System
4. Follow peol quahfied
5. Teach rescue good

6.Usea instructor facilities




Boat Safety ,
Fill in the blank with one of the following words:

weight shore hang overload middle flotation

1. Always wear a personal device.

2. Don't the boat.

3. Balance the evenly in the boat.

4. If the boat tips over, onto it and kick to shore.

5. Step info the seat when changing seats or getting in.
6. Head for if bad weather comes.

Do's and Don'ts In and Around Water
Fill in the blank with DO or DON'T for each statement.

learn how to swim from a qualified instructor.

heck with your buddy to see if he knows how to swim.

be a "show off” or bother others.

swim with a buddy.

dive into water without knowing its depth.

get out of the water when you are tired or cold.

swim alone.

beware of sunburn. Cover up and use sun screen.

dive into water without knowing what is under the water’s surface.

Wy e D

Scout Rules for a Safe Swim

Number these items in order of importance to you. Start with #1 being the most
imporiant.

Know the dangers of water.

Know your abilities and your limitations in water.
Always swim with a buddy.

Know your boat or watercraft.

Get regular physical examinations by your family doctor.
Wait a while after eating to give your food time to digest.
Practice to improve your abilities.

Know and follow all waterfront rules and beach regulations.
Never dive into unknown waters.

Never show off or take a dare.

Never swim underwater more than a few seconds.

Never drink alcoholic beverages.




