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INTRODUCTION

This book describes numerous games for swimming pools that require little or no equipment. As a teacher for over 35 years and a father of three, I know these water games will provide hours and hours of great entertainment.

Even though there are many games requiring no equipment, the total equipment necessary to play all the swimming pool games in this book are as follows:


•    8 coloured rubber quoits.

•    8 coloured watertubes (filled with water, unless otherwise stated in the game).

•    6 waterballs.

•    2 x 45 cm float rings.

•    Very light weight witches’ hats.



All these items can be found at department stores, toy shops and well-equipped pool shops.

Some considerations:

•    Some games need to be played where players can stand.

•    When a game requires corners, pools of various shapes and sizes can have designated areas by placing a quoit or witch’s hat on the side of the pool.

•    To make a witch’s hat place a watertube upright between two heavier objects.




SAFETY WARNINGS

Emphasis should always be placed on safety in the water, that is, water depth, water play, use of equipment, and person’s abilities. Games can only be fun when everyone’s safety has been considered.


•    Many water games require going underwater, so swimmers playing such games should wear goggles for eye protection and be aware of their own lung capacity.

•    Consider the best time of the day to play water games so as to avoid prolonged sun exposure.

•    Regardless of swimming ability, it is ESSENTIAL that all children are supervised by a capable adult.

•    Players with special conditions must follow medical directions.

•    All water safety measures should be followed carefully.





 

 

SAFETY IS NUMBER ONE FOR EVERYONE!
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GAMES WITH NO EQUIPMENT
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Alligator
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	Aim: To escape being caught by the Alligator.
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	Up to 12 players.









•    One player is selected as the Alligator and takes up position at one end of the pool.

•    All other players scatter themselves around the pool.

•    The Alligator turns around with eyes closed, counts out aloud to 20 then calls ‘Still Pond!’ At this command, everyone must keep perfectly still.

•    Players may go underwater but cannot leave their spot.

•    The Alligator moves about with eyes closed. The first player the Alligator touches becomes the new Alligator.
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Crab Wrestle
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	Aim: To be the last crab standing.
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	4 players or more.

















	▪

	Four players form into pairs.




	▪

	In each pair, the lighter player sits on the shoulders of the heavier partner to form one Crab.




	▪

	The heavier partner should be in waist to shoulder deep water in the middle of the pool and away from pool edges.




	▪

	Players attempt to ‘wrestle’ the opponent off the shoulders.




	▪

	The players still standing as a Crab are the winners.
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Marco Polo
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	Aim: To tag one player.
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	3 players or more.

















	▪

	One player is chosen as Marco Polo.




	▪

	With eyes closed, Marco Polo counts to ten while the other players spread out around the pool.




	▪

	Keeping eyes closed, Marco Polo tries to tag other players.




	▪

	A player who is tagged by Marco Polo becomes the new Marco Polo.




	▪

	Whenever Marco Polo calls out ‘Marco’ players must respond with ‘Polo’.




	▪

	A player can exit the pool and enter at another part of the pool. If Marco Polo calls out ‘Fish out of water’ the player who is out of the water becomes the new Marco Polo.




	▪

	Only one player can be out of the pool at any one time.
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Captain Hook
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	Aim: To be the last pirate left. it
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	4 players or more.









Players imagine that the pool is a ship. State which parts of the boat are the bow (front), port (left), stern (back) and starboard (right).









	▪

	One player is selected as Captain Hook.




	▪

	Captain Hook gives a command and all pirates obey.




	▪

	The last pirate to obey is out.




	▪

	The very last pirate left becomes Captain Hook.

















	“Bow” - race to the front of the boat

	“Life Boat” - back float




	“Port” - race to the left of the boat

	“Swab the Deck” - scrub the pool floor




	“Stern” - race to the back of the boat

	“Captain Hook” - all pirates salute the Captain




	“Starboard” - race to the right of the boat

	“Climb the Rig” - pretend to climb up a rope ladder




	“Periscope Up” - sink with one hand out of the water

	“Centre Deck” - race to the middle of the pool








NB: Use the “Centre Deck” frequently to give pirates a rest in shallow water.
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Captain Hook Commands




Feeding Frenzy
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	Aim: To be the last one tagged
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	3 players or more.

















	▪

	Everybody is IT.




	▪

	On ‘GO!’ everyone tries to tag everyone else.




	▪

	Shoulders are the only part of the body to be tagged.




	▪

	A tagged player is out of the game.




	▪

	Two players are out if they tag each other at the same time.




	▪

	The game continues until one player is left.




	▪

	If the two players left do not tag each other within a minute then both players are declared winners.
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Anaconda
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	Aim: To tag the Anaconda, it
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	4 to 8 players.

















	▪

	All players join hands in a line.




	▪

	The first player in the line is the Anaconda.




	▪

	The last player in the line is the Tail.




	▪

	On ‘GO’ the Tail tries to tag the Anaconda.




	▪

	Other players in the line twist and move around to prevent the Tail tagging the Anaconda.




	▪

	After being tagged, the Anaconda moves to the end of the line to become the new Tail. The second player in line becomes the new Anaconda.








NB: If there are more players, more Anacondas can be made.
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Seahorses and Jockeys
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	Aim: To be the last seahorse and jockey.
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	9 players or more.

















	▪

	Players form into pairs, except for one player who is the Judge.




	▪

	In each pair, one player is the Seahorse, the other is the Jockey.




	▪

	All players form a circle facing inwards with Jockeys on the outside and Seahorses in front of them.




	▪

	The Judge gives a command and all must follow.




	▪

	The Seahorse and Jockey must put their hands on their heads when the action is completed. The last pair of players to do so are out
of the competition.




	▪

	The last Seahorse and Jockey in are the winners.









Commands

‘Left!’ - Jockeys wade, swim or race left around the outside of the circle and get back to their Seahorse.

‘Right!7 - Jockeys wade, swim or race right.

‘Change!’ - Jockey swims under the Seahorse’s legs.

‘Mount!’ - Jockey climbs on Seahorse’s back.

‘Spin’ - Seahorse and Jockey rotate once on the spot.

NB: Commands can be doubled such as ‘Left twice!’ or ‘Spin twice!’
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Eel in the Cave
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	Aim: To get to a cave.
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	7 players or more.

















	▪

	One player is chosen as the Moray.




	▪

	The rest of the players form groups of three — two join hands to make a cave, the third is the Eel who stands inside the cave.




	▪

	The Moray stands in the middle of the pool and calls ‘Eel in the Cave’.




	▪

	Players forming the cave lift their hands in the air and the Eels must race to a new cave. Meanwhile, the Moray quickly gets into a one of the caves.




	▪

	The Eel left without a cave becomes the new Moray.




	▪

	After several goes, players swap around so that everyone gets a chance to be an eel and a cave.
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Caught in the Net
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	Aim: To catch all dolphins.
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	 4 players or more.

















	▪

	One player is selected as the Whale while the rest are Dolphins.




	▪

	The Whale counts to ten then moves to tag the Dolphins.




	▪

	When Dolphins are tagged, they stand with legs apart and two hands on their head. This is called, ‘Caught in the Net’.




	▪

	If in deeper water, Dolphins can hold onto the side of the pool with one hand but must keep their other hand on their head.




	▪

	Other Dolphins can rescue those ‘Caught in the Net’ by swimming between their legs to free them.




	▪

	The last Dolphin caught becomes the Whale.
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Shark and fish
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	Aim: To catch the fish.
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	7 players or more.

















	▪

	One player is selected as the Shark and another player is selected as the Fish.




	▪

	All other players join hands to form a circle.




	▪

	The Shark starts on the outside of the circle.




	▪

	The Fish starts on the inside of the circle.




	▪

	On ‘GO’ the Shark tries to get inside the circle to catch the Fish.




	▪

	Players making the circle try to keep the Shark from getting the Fish




	▪

	Players can let the Fish outside the circle by lifting their hands.




	▪

	The Shark cannot break the joined hands, but can try to swim over or under the net or swim through a gap.




	▪

	When the Fish is tagged, a new Shark and Fish are chosen.
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Barracuda

B.A.R.R.A…
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	Aim: To touch the Barracuda.
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	 4 players or more.

















	▪

	One player is chosen as the Barracuda and turns away from the rest at one end of the pool.




	▪

	All other players stand at the other end of the pool.




	▪

	The Barracuda spells aloud,
‘B-A-Double R-A’ – then shouts ‘BARRACUDA’!




	▪

	Meanwhile, players sneak up towards the Barracuda.




	▪

	When the word has been spelt the Barracuda quickly turns around and names anyone moving.




	▪

	Players seen moving must return to the start.
The Barracuda turns around again and spells ‘B-A-Double R-A’ – then shouts ‘BARRACUDA’! once more.




	▪

	Players continue sneaking up. If anyone touches the Barracuda before the word is spelt, that player becomes the new Barracuda.
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Net Fish
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	Aim: To catch the fish in the net.
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	4 players or more.

















	▪

	One player is selected as the Fish.




	▪

	All other players join hands to form ‘The Net’.




	▪

	On the count of ten, ‘The Net’ chases after the Fish.




	▪

	‘The Net’ may be open to trap the Fish, but then must close to form a complete circle around the Fish; when this is done the players forming the net yell, ‘Caught!’ and another Fish is chosen.




	▪

	The Fish moves so as not to be caught in the net, but the Fish cannot go underwater.









NB: Players and Fish can only move in the shallow end of the pool.
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On the Bank, In the River
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	Aim: To be the last player.
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	4 players or more.

















	▪

	One player is selected as the Judge.




	▪

	All other players stand near the side of the pool with both hands by their sides (On the Bank).




	▪

	If the Judge calls, ‘In the River!’ players, holding onto the side of the pool, extend themselves in a prone float position.




	▪

	If the Judge calls, ‘On the Bank!’ players immediately stand with their hands by their sides.




	▪

	The Judge may call, ‘On the Bank!’ ‘On the Bank!’ ‘In the River!’ ‘On the Bank!’ to catch players out.




	▪

	The last player to follow the command is out.




	▪

	The last player left in the game becomes the new Judge.
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Protectors
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	Aim: To protect the swimmer.
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	4 players or more.

















	▪

	One player is selected as the Swimmer.




	▪

	Another player is selected as the Box Jelly.




	▪

	All other players are Protectors.




	▪

	On ‘GO!’ Protectors try to keep the Box Jelly from the Swimmer.




	▪

	Protectors may get in the way but cannot use their hands to hold the Box Jelly.




	▪

	When the Box Jelly tags the Swimmer, a new Swimmer is selected.
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Crocodile
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	Aim: To catch a child. it
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	3 to 12 players.

















	▪

	One player is chosen as the Crocodile.




	▪

	The Crocodile is ‘asleep’ at one end of the pool.




	▪

	The Crocodile can choose to turn its back while ‘asleep’ to entice children further into the water.




	▪

	Children go out, as far as possible from the bar (ie. the steps or a nominated side of the pool), to play in the deeper water but are wary of the Crocodile.




	▪

	When the Crocodile feels ready, it turns and ‘eats’ (tags) one child before the child reaches safety.




	▪

	The ‘eaters’ child becomes the new Crocodile, and moves to the other end of the pool.
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Seawizard
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	Aim: To rescue all captives.
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	6 players or more.

















	▪

	One player is selected as the Seawizard.




	▪

	Two players are selected as Lifesavers.




	▪

	All other players are held captive by the Seawizard.




	▪

	Captive players are spread along one end of the pool.




	▪

	Captive players must have one hand on the side of the pool’s edge and cannot move from that spot.




	▪

	The two Lifesavers start at one end of the pool and rescue (tag) the captive players to set them free.




	▪

	Tagged players must return to the other end of the pool and become Lifesavers to help rescue more captives.




	▪

	A Lifesaver becomes a captive if tagged by the Seawizard.




	▪

	The game ends if there are no more Lifesavers or if there are no more captives. New players are selected.
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Ice-Cream Vendor









	[image: Image]

	Aim: To catch the Ice-Cream Vendor
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	3 players or more.

















	▪

	One player is selected as the Ice-Cream Vendor.




	▪

	All other players go to the opposite end of the pool.




	▪

	The Ice-Cream Vendor turns around with eyes closed and calls out aloud one letter, such as ‘C for Chocolate!’ or ‘A for Apricot!’ or ‘S for Strawberry!’ or ‘P for Peppermint!’




	▪

	Players with that letter in their name wade up towards the Vendor one step for each letter — using only first and last names, for example, on ‘A for Apricot’ Adam Archer can move up three paces.




	▪

	The Ice-Cream Vendor can then turn around to see how close players are, then says another letter.




	▪

	The first player to reach the Ice-Cream Vendor becomes the new Ice-Cream Vendor.
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Stonefish Tag
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	Aim: To tag a scuba diver.
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	3 players or more.

















	▪

	One player is selected as the Stonefish.




	▪

	All other players are Scuba Divers.




	▪

	On ‘GO!’ the Stonefish tags a part of a Scuba Diver’s body which becomes ‘poisoned’.




	▪

	The tagged Scuba Diver becomes the new Stonefish and holds the ‘poisoned’ part of the body with one hand while trying to poison (tag) another Scuba Diver on a different body part.








[image: Image]




Penguins Cross Over
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	Aim: To get from one side of the pool to the other without being caught by the walrus.
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	6 players or more.

















	
▪

	One player is selected as the Walrus who goes to the middle of the pool and holds one foot with one hand.




	▪

	All other players are Penguins who go to one end of the pool.




	▪

	The Walrus yells out ‘GO!’ and Penguins must move from one end of the pool to the other without being tagged by the Walrus.




	▪

	The Penguin is safe if it reaches the end of the pool and places one hand on the edge.




	▪

	Tagged Penguins must help the Walrus catch more Penguins.
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GAMES WITH QUOITS OR FLOAT RINGS
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Dolphin Challenge
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	Aim: To put four quoits on the side of the pool.
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	2 players or more.
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	Equipment: 8 quoits.

















	
▪

	Two players are selected as Dolphins.




	▪

	Eight quoits are thrown anywhere in the pool.




	▪

	On ‘GO!’, the Dolphins, who start together at the one end of the pool, swim underwater and race each other to be the first to get four quoits.




	▪

	The first Dolphin to place four quoits on any side of the pool and yell out ‘Finished!’ is the winner.




	▪

	Another Dolphin is chosen to challenge the winning Dolphin.
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Fishing Basket
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	Aim: To be the first to throw all the fish in the basket.
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	4 players or more.
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	Equipment: 8 fish (quoits); 1 fishing basket (float ring).

















	
▪

	Two teams are formed each with a Thrower and a Fetcher.




	▪

	The fishing basket is placed six to ten metres away.




	▪

	The Throwers have four fish each and throw one fish at a time into the basket.




	▪

	Fish can be thrown at any time.




	▪

	If a fish misses the basket, the Fetcher picks it up and swims the fish back to the Thrower for another throw. The Fetcher cannot throw the fish back.




	▪

	Any fish that land in the basket are put on the edge of the pool.




	▪

	The Fetcher must also get and return any fish that land outside the pool.
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Gladiators
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	Aim: To ‘wrestle’ your opponent into the water.
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	2 players or more.
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	Equipment: Float rings.

















	
▪

	Two Gladiators are selected.




	▪

	The Gladiators lie across their float rings at opposite ends of the pool.




	▪

	On ‘GO!’ the Gladiators swim towards each other in the middle of the pool and ‘wrestle’ their opponent off the float.




	▪

	Gladiators may use one hand to hold onto their own float.




	▪

	A Gladiator wins if the opponent is either off the float or ‘belly up’ (the opponent is still holding onto the float but is upside down).









Variation: Several Gladiators can play at once.
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Free Willy
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	Aim: To tag Willy and set Willy free.
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	4 players or more.
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	Equipment: 1 float ring.

















	
▪

	One player is selected as Willy.




	▪

	Another player is selected as the Guard.




	▪

	All other players are Rescuers.




	▪

	Willy is in one corner of the pool. Willy is in a float ring or hanging onto a float ring.




	▪

	A Guard makes sure that no Rescuer comes to free Willy.




	▪

	Rescuers try to tag Willy to set Willy free.




	▪

	If a Rescuer is tagged by the Guard, the Rescuer goes back to the steps to start again.




	▪

	Whoever frees Willy becomes the next Willy.









[image: Image]




Necklace
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	Aim: To be the last player on the Necklace.
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	 5 players or more.
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	Equipment: 8 quoits.

















	
▪

	One player is chosen as IT.




	▪

	On the signal ‘GO!’, the player who is IT chases the other players with a quoit.




	▪

	A tagged player holds onto the quoit with the first player who was IT.




	▪

	Both try to tag another without letting go of the quoit.




	▪

	The next player tagged, gets a quoit and joins onto the first two.




	▪

	The Necklace keeps growing until the last player is caught.
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Bear and Salmon
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	Aim: To catch a Salmon moving upstream.
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	5 players or more.
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	Equipment: 1 less quoit than the number of players.

















	
▪

	One player is selected as the Bear.




	▪

	All other players are Salmon who stand on a quoit each. There should be one less quoit than the number of Salmon.




	▪

	On ‘GO!’ the Salmon not standing on a quoit moves to a quoit.




	▪

	Each time a Salmon moves to an occupied quoit, the occupant must move to another quoit.




	▪

	The Bear can only catch a Salmon who is not on a quoit.




	▪

	The caught Salmon becomes the new Bear, counts to ten and the game starts again.
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Shark Attack
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	Aim: To tag all the fish.
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	3 players or more.
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	Equipment: 1 float ring.

















	
▪

	One player is selected as the Shark.




	▪

	All other players are fish.




	▪

	The Shark is on a float.




	▪

	Fish start anywhere in the pool.




	▪

	Only fish can swim underwater to escape being tagged by the Shark.




	▪

	The Shark can move anywhere to hand tag the fish but cannot leave the float.




	▪

	Tagged fish wait in the Shark’s pool (the steps) until there is only one fish left.




	▪

	The last fish tagged becomes the Shark.









NB: Smaller sharks can also tag with their feet.
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GAMES WITH WATERBALLS
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Gator Ball
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	Aim: To score 10 goals
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	4 players or more.
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	Equipment: 1 waterball.

















	
▪

	Two teams are selected and gather at opposite ends of the pool.




	▪

	A waterball is thrown up in the middle of the pool.




	▪

	Players cannot hold the waterball but must either flick, hit or push the waterball along.




	▪

	To score a goal, a player must hit the opposite pool wall with the waterball.




	▪

	Each time a goal is scored, the waterball is thrown up again in the middle of the pool.




	▪

	If the waterball goes outside the pool it is thrown in to the middle of the pool.




	▪

	If the waterball is picked up a penalty goal is given to the opposition.




	▪

	The first team to score ten goals wins.
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Lighthouse
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	Aim: To knock over both witches’ hats.
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	6 players or more.
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	Equipment: 4 witches’ hats, 4 waterballs

















	
▪

	Two teams gather at opposite ends of the pool, each team has two waterballs.




	▪

	Two witches’ hats are placed at either end of the pool.




	▪

	On ‘GO!’ the teams try to knock the opposition’s witches’ hats over with the waterballs.




	▪

	A player from each team stands behind the witches’ hats to retrieve waterballs and throw them to their team players.




	▪

	Players cannot cross over the half way line.




	▪

	Players cannot intercept the waterballs, as waterballs must be allowed to travel the whole distance.




	▪

	The first team to knock over the two witches’ hats wins.
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Keep the Walrus Fed
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	Aim: To make sure the Walrus has food
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	3 players or more.
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	Equipment: 1 float ring, 6 waterballs.

















	
▪

	One player is selected as the Walrus and is positioned near the float ring at one end of the pool.




	▪

	All other players are Seals and scattered around the pool.




	▪

	The Walrus places six waterballs in the float ring.




	▪

	The Walrus picks up one waterball, counts to ten out loud (e.g., one Seal, two Seal, three Seal), and throws it somewhere in the pool.




	▪

	One of the other Seals gets the waterball and returns it to the float ring as quickly as possible.




	▪

	At the end of each count of ten the Walrus throws another waterball.




	▪

	The game ends when there are no waterballs left in the float ring and a new Walrus is chosen.
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Water Baseball
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	Aim: To score 5 swims.
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	3 players or more.
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	Equipment: 1 waterball.

















	
▪

	One player is selected to be the ‘Batter’.




	▪

	All other players are scattered around the pool as opponents, that is, the Batter is against everyone else.




	▪

	The Batter, standing at one end of the pool, throws a waterball to somewhere else in the pool.




	▪

	The opponents must get the waterball and use it to tag the Batter before the Batter swims to the opposite side of the pool (distances can be altered for swimming abilities).




	▪

	Opponents cannot move with the waterball but they can pass it.




	▪

	Each time the Batter makes it to the opposite side of the pool a point is scored and the Batter returns for another throw.




	▪

	A Batter retires at five points and a new Batter is selected.








NB: The Batter is out if:









	▪

	The waterball is caught on the full;




	▪

	The Batter is tagged with the waterball




	▪

	The waterball lands outside the pool.
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Long Pan Relay
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	Aim: To return the waterball to the team leader.
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	8 players or more.
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	Equipment: 4 waterballs

















	
▪

	Two teams with four players are formed.




	▪

	Each player in a team stands in one of the four corners of the pool.




	▪

	The two team leaders have a waterball each.




	▪

	On ‘GO!’ the leaders throw the waterball clockwise to their next player in the corner of the pool.




	▪

	The team with the first waterball to return to their team leader is the winner.









Variation: The game can be played with one waterball. One team must go clockwise and the other team anticlockwise. If the ball is travelling clockwise and is intercepted by the opposite team player then the ball is thrown anticlockwise. A winning team is selected when the ball returns to where it first started.
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Swim the Channel
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	Aim: To swim to the other side without being tagged.
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	4 players or more.
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	Equipment: 6 soft waterballs.

















	
▪

	One player is selected as the Channel Swimmer.




	▪

	One player is selected as the Judge.




	▪

	All other players stand outside the pool.




	▪

	On ‘GO!’ the other players throw their soft waterballs at the Channel Swimmer.




	▪

	The Channel Swimmer tries to swim to the other side of the pool without being hit by a waterball.




	▪

	If the Channel Swimmer is hit the Judge will say so at the conclusion of the swim.




	▪

	The first player to hit the Channel Swimmer becomes the new Channel Swimmer.




	▪

	If the Channel Swimmer makes it to the other end without being tagged a new Channel Swimmer is selected by the Judge.
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Seal in the Middle
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	Aim: To keep the ball from the Seal.
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	3 players or more.
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	Equipment: 1 waterball.

















	
▪

	One player is selected as the Seal.




	▪

	The Seal goes to the middle of the pool.




	▪

	All other players assemble at opposite ends.




	▪

	Players throw the waterball over/past the Seal.




	▪

	The Seal tries to get the waterball.




	▪

	The Seal can also swim to touch a player holding a waterball. In this case, the tagged player becomes the new Seal.




	▪

	The last player to throw the ball that the Seal catches becomes the new Seal.
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Gold Fever
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	Aim: To touch the pool wall with the gold.
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	4 players or more.
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	Equipment: 1 waterball (gold).

















	
▪

	The gold (waterball) is thrown up in the air. A player grabs the gold and races to touch any pool wall, above the surface of the water, with the gold. The gold is then thrown into the centre of the pool.




	▪

	All other players try to tag the player with the gold.




	▪

	The player with the gold must throw the gold before being tagged. If the player is tagged for the first time while holding the gold, that player has one more ‘life’. A second tag means the player is out of the game.




	▪

	The player to touch any wall of the pool three times in a row is the winner.
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Three Strikes, You’re Out









	[image: Image]

	Aim: To be the last player.
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	4 players or more.
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	Equipment: 1 waterball.

















	
▪

	All players are numbered and stand in a circle.




	▪

	Player number 1 throws the waterball up and calls out any number.




	▪

	When the number is called, for instance, ‘Number 4!’, all other players swim away from the waterball. As soon as player number 4 gets the waterball and calls out ‘STOP!’ all players must stand still.




	▪

	The player with the waterball (e.g., number 4) throws the waterball gently at a player. If the player is hit that player is given one strike.




	▪

	Players who have three strikes are out!




	▪

	All players re-gather in the centre with player number 2 throwing up the waterball and calling out a number.




	▪

	The game continues until there is one player left.
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Water Polo
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	Aim: To score 10 goals.
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	4 players or more.
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	Equipment: 4 witches’ hats, 1 waterball.

















	
▪

	Two witches’ hats are placed about 30cm apart at either end of the pool to form goals.




	▪

	Two teams form at opposite ends of the pool.




	▪

	On ‘GO!’ the waterball is tossed up in the middle of the pool.




	▪

	When a player is tagged with a waterball, that player must stop and throw the waterball within three seconds to another player.




	▪

	A goal is scored if the waterball is thrown between the two witches’ hats and no higher than the witches’ hats. (This low-set goal encourages players to get up fairly close to the goal)




	▪

	When a goal is scored, the team scored against takes the waterball from their goal and play continues until one team scores ten goals.
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Spitterfish
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	Aim: To be the first team to score a goal.
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	4 players or more.
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	Equipment: 2 float rings, 6 waterballs.

















	
▪

	Two even teams are formed who occupy half of the pool each.




	▪

	A float ring is placed at each end of the pool. Float rings cannot be touched during the game.




	▪

	Each team starts with three waterballs.




	▪

	Players try to land a waterball in a float ring at the opposite end of the pool.




	▪

	Opposing players try to stop a waterball from landing in a float ring.




	▪

	All players must be at least one metre from a float ring and can only go closer to gather a waterball.




	▪

	The first team to get a waterball in the float ring wins.
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Water Basketball
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	Aim: To score ten goals.
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	4 players or more.




	[image: Image]

	Equipment: 1 waterball, 2 float rings.

















	
▪

	Float rings are placed at either end of the pool up on the edge.




	▪

	Teams are divided evenly, and players can position themselves anywhere in the pool.




	▪

	State the direction of the goals for each team.




	▪

	The waterball is thrown up in the air in the middle of the pool.




	▪

	A player gets the waterball and swims towards the goal.




	▪

	When a player with the waterball is tagged, that player must stop and throw the waterball to another team player.




	▪

	Players can intercept but cannot physically take the waterball from an opponent.




	▪

	If the waterball goes outside the pool it is handed over to the opposite team.




	▪

	A goal is scored only when the waterball sits inside the float ring.




	▪

	Each time a goal is scored, the opposite team gets the waterball and play continues.




	▪

	The first team to score ten goals wins.
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GAMES WITH WATERTUBES
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Iron Man/Iron Woman









	[image: Image]

	2 players or more.
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	Equipment: 8 watertubes.

















	
▪

	One player is selected as the Iron Man or Iron Woman.




	▪

	Each player is given a watertube to hold.




	▪

	On ‘GO!’ the Iron Man/Iron Woman must tag all players with a watertube.




	▪

	Each time a player is tagged the watertube is handed over to the Iron Man/Woman, who must swim with the tubes collected.




	▪

	The player with the last watertube becomes the new Iron Man/Woman.
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Lifesaver
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	Aim: To get three waterballs in a float ring .
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	2 players or more.
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	Equipment: 6 waterballs, 2 float rings.

















	
▪

	Even teams form at opposite ends of the pool (with three waterballs per team and one float ring each).




	▪

	On ‘GO!’ players try to throw a waterball into the float ring at the opposite end of the pool.




	▪

	Waterballs that miss can be gathered, but a player must swim down and return with the waterball before trying to throw it in the float ring again.




	▪

	The first team to get three waterballs in a float ring wins.









Variation: If there are more than six players, players can be positioned in different locations around the pool. Team players can pass waterballs to each other.
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Coral Fish
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	Aim: To tag the correct coloured watertube.
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	5 players or more.
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	Equipment: 4 different coloured watertubes.

















	
▪

	One player is selected as the Coral Fish.




	▪

	Other players take a different coloured watertube each.




	▪

	Players hide their watertube under the water or behind their backs.




	▪

	The Coral Fish, who is up one end of the pool, calls out a colour, such as ‘Blue!’




	▪

	The Coral Fish tries to work out who has that colour and tags that player, eg. The player with the blue watertube.




	▪

	Players can swap watertubes at anytime to avoid being caught, but all players must have a watertube in their hand.




	▪

	The Coral Fish can go back to the steps and call out another colour at anytime.




	▪

	The player who is tagged with the nominated watertube becomes the Coral Fish.
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Davy Jones’s Locker
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	Aim: To fill Davy Jones’ Locker
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	3 players or more.
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	Equipment: 8 jewels (watertubes).

















	
▪

	One player is selected to be Davy Jones.




	▪

	Four coloured watertubes are placed on the top edge of the pool for the players to secretively take.




	▪

	Watertubes must be held in the hand.




	▪

	Four corresponding watertubes are sunk at the opposite end of the pool (spread out) this is Davy Jones’ Locker.




	▪

	Players sneak to the Locker and take the coloured watertube that’s the same colour as their own watertube.




	▪

	Davy Jones tries to tag players near his Locker.




	▪

	Any tagged player must return to the end.




	▪

	Players may swap watertubes.




	▪

	The player to get the same coloured watertube as the one they are holding is the winner.
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Popeye
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	Aim: To avoid being tagged.




	[image: Image]

	4 players or more.
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	Equipment: 1 watertube.
















	
▪

	The player selected as Popeye turns around at one end of the pool and counts to 20.




	▪

	All other players stand in a circle and begin to pass the watertube to each other.




	▪

	On ‘… 20!’, Popeye moves to the middle of the circle and tags the player who he/she thinks has the watertube.




	▪

	The watertube cannot be thrown but can be passed to other players without Popeye seeing who has the watertube.




	▪

	Popeye is out if he tags the wrong person.




	▪

	When the game is over a new Popeye is selected.
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Skulduggery
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	Aim: To be the first pirate with six jewels.
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	4 players or more.
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	Equipment: 8 watertubes; 8 quoits.
















	
▪

	One pirate is positioned in each corner of the pool with four jewels (two quoits, two watertubes) at the bottom of the pool in their corner.




	▪

	On ‘Go!’ all pirates go underwater to take one jewel at a time from another pirate’s treasure pile and return it to their own treasure chest.




	▪

	Pirates cannot physically stop or block other pirates or hold onto more than one level at a time.




	▪

	The first pirate to have six jewels in their treasure chest wins.
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Neptune’s Treasure
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	Aim: To take all of King Neptune’s treasure.
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	3 players or more.
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	Equipment: 8 coloured watertubes (treasures).
















	
▪

	One player is chosen to be Neptune.




	▪

	Neptune stands or treads water at a deep corner of the pool.




	▪

	Neptune places treasures at the bottom of the pool.




	▪

	Players swim underwater to snatch the treasures without being tagged by Neptune.




	▪

	Players can take as many treasures as possible.




	▪

	Taken treasures are put on the side of the pool behind Neptune.




	▪

	If tagged, players must swim back and touch the opposite end of the pool before trying again.




	▪

	The player to get the last treasure is the new Neptune.









Variation: More watertubes can be used. Neptune may choose to have some watertubes floating, especially for younger swimmers.
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Open the Clam
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	Aim: Closest watertube to the quoit wins.
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	3 players or more.
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	Equipment: 8 watertubes, 1 quoit.
















	
▪

	Players all gather at one end of the pool with a filled watertube each.




	▪

	A quoit is placed somewhere in the pool by the Judge.




	▪

	One player at a time throws their watertube from one end of the pool.




	▪

	The game continues until all watertubes have been thrown.




	▪

	Without disturbing the watertubes, a Judge checks where they have landed.




	▪

	The player who threw their watertube closest to the quoit is the winner.
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Underwater Footy
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	Aim: To score 5 goals.
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	4 players or more.




	[image: Image]

	Equipment: 1 waterball.
















	
▪

	Teams line up at opposite ends of the pool.




	▪

	Decide which team has the waterball with a toss up.




	▪

	Players may move either underwater or on the surface. A goal is scored by touching the opposite end of the pool with the waterball in hand.




	▪

	If a player with a waterball is tagged, that player must immediately stand up or tread water and pass it to a team mate.




	▪

	If there are forward passes or off-sides, the waterball is handed over to the opposition.




	▪

	After the 6th tag, there is a toss up and play resumes from the beginning.




	▪

	When a goal is scored the opposition starts with the ball and all players move to their end of the pool.




	▪

	The first team to score five goals wins.









[image: Image]




Underwater Noughts and Crosses
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	Aim: To get the three noughts or crosses in a row.




	[image: Image]

	2 players or more.
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	Equipment: 5 quoits, 5 watertubes.
















	
▪

	One player is selected as the Judge.




	▪

	One player has five quoits (noughts) and the other player has live watertubes (crosses).




	▪

	Both players stand at one end of the pool.




	▪

	The first player places the quoit in one of the nine imaginary locations around the pool (see illustration) and returns to the end of the pool.




	▪

	The second player places the watertube in a different location and returns.




	▪

	This continues until one player has three in a row — across, down or diagonal.




	▪

	The winner is challenged by the next chosen player.
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Surf Tube
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	Aim: To get the watertube to the other end.
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	2 players or more.
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	Equipment: A watertube for each player.
















	
▪

	All players have a watertube each placed on the bottom of the pool at one end.




	▪

	On ‘GO!’ each player moves their watertube with one foot.




	▪

	The first player to reach the other end of the pool with the watertube wins.









Variation: Floating watertubes can be pushed along with the head only.
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Turtle Tag
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	Aim: To be the last two players.
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	6 players or more.
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	Equipment: 1 watertube.
















	
▪

	Turtles are in pairs — one player piggy-backs another player.




	▪

	The player being piggy-backed is given a watertube.




	▪

	On ‘GO!’ the piggy-backed player uses the watertube to tag another piggy-backed player.




	▪

	Turtles can only be tagged gently on the back.




	▪

	Tagged Turtles must sit out.




	▪

	The last two players (one Turtle) left are the winners.
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KID’S PARTY GAMES
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Aquarium
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	Aim: To find a home.
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	7 flayers or more.
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	Equipment: Watertubes and/or quoits.
















	
▪

	Place quoits and watertubes evenly around each side of the pool




	▪

	One player is selected as the Judge.




	▪

	All other players enter the pool and hold onto the side of the pool where a quoit or watertube is placed. Each quoit and watertube is a home.




	▪

	The Judge names the players in turn: ‘Angelfish’, ‘Jellyfish’, ‘Pufferfish’ (repeat until all players are named including the Judge).




	▪

	The Judge, who stands in the middle of the pool, calls out a name, such as ‘Jellyfish!’ All Jellyfish and the Judge must find a new home.




	▪

	The player left without a home is the new Judge.




	▪

	If the Judge calls out ‘Aquarium!’ all creatures must get to a new home.
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Neptune Says
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	Aim: To be the last player in.
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	5 players or more.
















	
▪

	Neptune calls ‘NEPTUNE SAYS’ and tells the others to touch things around the pool, such as: touch the bottom; touch the step; touch someone; touch the side; touch your toes.




	▪

	If Neptune leaves out ‘NEPTUNE SAYS’ and players do the command, then they are out.









Variation: Neptune can tell players to do things around the pool with commands like these:









	▪

	duck dive;




	▪

	wriggle;




	▪

	seahorse swim;




	▪

	pepper jump (fast jumping);




	▪

	blast-off (crouch under water and spring);




	▪

	jellyfish (swing around with arms out);




	▪

	row (use both arms to paddle but keep feet firmly on ground);




	▪

	make up your own!!
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Follow the Leader
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	Aim: To follow the actions of the leader accurately.
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	3 players or more.
















	
▪

	One player is selected as the Leader.




	▪

	All players are behind the Leader.




	▪

	The Leader makes different movements around the pool.




	▪

	All players copy the Leader and follow around the pool.




	▪

	After once around the pool, the Leader goes to the end of the line and the next player in line becomes the Leader.




	▪

	The game continues until everyone has had one turn.
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Shipwreck, Crab & Clam
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	Aim: To be the last couple in.
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	 6 players or more.
















	▪

	One player is selected as the Judge, all other players select a partner.




	▪

	When the Judge’s back is turned, all partners make either a shipwreck, crab or clam shape.




	▪

	On the count of ten, the Judge calls out ‘Ready!’ and with back still turned says either ‘Shipwreck’ or ‘Crab’ or ‘Clam’. The Judge turns around and those players who have made that shape are out.




	▪

	I’he game continues until there are two players left.









Shipwreck: One player stands and places hand under the back of the floating partner.

Crab: One player piggy-backs the partner and the four arms are placed out like a crab.

Clam: Facing the Judge, partners place feet together, hold one hand and lean outward with all arms stretched.
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Statues
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	Aim: To be the last statue left,
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	4 players or more.
















	
▪

	One player is selected as the Judge who stands out of the water.




	▪

	All players enter the water.




	▪

	When the Judge says ‘GO!’ all players must move around.




	▪

	When the Judge says ‘STOP!’ all players must freeze.




	▪

	The Judge then chooses the player who froze last; this player hops out of the pool and helps the Judge.




	▪

	The game continues until one player is left. This player is the new Judge.
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Pass the Parcel
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	Aim: To be caught with the quoit in your hand.
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	5 players or more.
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	Equipment: 1 quoit, ‘Commands’ sheet.
















	
▪

	Players stand in a circle.




	▪

	The Judge, who is not in the circle, says ‘GO!’.




	▪

	Players quickly pass the quoit underwater to the next player on their right.




	▪

	The Judge turns his/her back and says ‘STOP!’.




	▪

	The player caught with the quoit chooses a number between 1 and 20 (Sec the Pass the Parcel ‘Commands’ on the next page).




	▪

	The player caught with the quoit does the activity corresponding to the selected number and then rejoins the circle.




	▪

	This keeps going for two more than the number of players, that is, if there are 12 players it is done 14 times.




	▪

	On the last turn, the player who has the quoit is the winner.










PASS THE PARCEL COMMANDS

The player caught with a quoit in the hand chooses a number between 1 and 20 and does the corresponding activity.

Be like a:

1.    Clever Seal and try to balance a ball on your nose.

2.    Speedy Dolphin and swim to the end of the pool.

3.    Bloated Puffer fish and bob around on the water.

4.    Sweet Little Mermaid and dance happily.

5.    Slow Whale and swim lazily about.

6.    Rocking Seahorse and rock around the pool.

7.    Wriggly Seaweed, move your arms like spaghetti.

8.    Sly Shark and chase a friend.

9.    Happy Starfish and float on your back.

10.    Wonky Octopus and do a crazy octopus dance.

11.    Waddling Penguin and waddle around.

12.    Creepy Crab and sneak in and out of everyone.

13.    Whopping Walrus and beg for some food.

14.    Powerful King Neptune and make waves.

15.    Mean Seawitch and cast spells on everyone.

16.    Trumpet fish and make a tune underwater.

17.    Stingray and swim along the bottom of the pool.

18.    Slimy Eel and wriggle about without arms.

19.    Colourful Clown fish and act like clown.


20.    Mudskipper and try skipping through the water.



NB: A player may choose someone else to do the action with or the whole group does the action.
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Swirlies
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	Aim: To remain standing.
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	6 players or more.
















	
▪

	All players stand joining hands in a circle.




	▪

	One player is selected as the Caller.




	▪

	On ‘GO!’ players move around in one direction together.




	▪

	After going around a few times, the Caller yells, ‘Back!’ whereupon all players stop and go the opposite direction without falling over.




	▪

	At the end of each turn a new Caller is chosen.
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Stickyweed
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	Aim: To be in the last two players left,
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	6 players or more.
















	
▪

	One player is the Judge.




	▪

	All other players are spread out in the pool.




	▪

	On ‘GO!’ the players must move around the pool like swaying seaweed (Stickyweed).




	▪

	The Judge then says a number and a part of the body, such as, 4 elbows or 5 knees or 3 fingers. Players must find other players to place that exact number of body parts together.




	▪

	Players who cannot make that number are out and help the Judge.




	▪

	A new Judge is selected from the last two players in.
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Relays
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	Aim: To be the first team home.
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	 6 players or more.








General Rules:









	▪

	Divide into even teams. (A player left over can be starter & judge)




	▪

	The two halves of each team move to opposite ends of the pool.




	▪

	Tell all players the type of relay they will be doing.




	▪

	The Judge calls out ‘On your mark, Get set, Go!’




	▪

	One player from each team races to the other half of their team.




	▪

	Players must either exchange a watertube or quoit or tag with a hand before the next player can move.




	▪

	The first team to have all players complete their turn wins.









NB: Any relay can be the best out of three.
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Relays


•    The Chain Relay

Use quoits to link up a team in a straight line. On ‘GO!’ teams race to the end of the pool together without breaking the chain.

•    Diamond Relay

A player must touch the four sides of the pool before the next player can go.

•    Seahorse Relay

In pairs, one player piggy-backs their partner to the end of the pool then they change places (the partner piggy-backs the player) and wade back.

•    Starfish Relay

In pairs, one player lies on their back with hands stretched out behind their head while the partner’s hand is placed under their back, like a waiter carrying a tray. They race to the other side of the pool.

•    Over/Under Relay

Teams form a line with legs apart and arms stretched out on top of the water. The last player swims under the legs then over an out-stretched arm, under legs and over an out-stretched arm until this player finally stands at the front of the line.

•    Dolphin Relay

Each team has a waterball. Using the nose, and without using hands the players must push the waterball to the other end.

•    Speleologists Relay

Each team stands in a line with their legs apart and touching the shoulders of the player in front of them. The last member swims under the team’s legs and stands up in front with the player behind touching their shoulders. The team with the first player to touch the end of the pool wins.

•    Collection Relay

Half the team is up one end of the pool. The first player races up and takes the next player’s hand. The two of them race down and take the third player’s hand. This continues until the whole team is connected and reaches the other end.

•    The Stingray Relay

Players swim along the bottom of the pool. Players who run out of breath surface and go under again.

•    Moray Eel Relay

Players wriggle through the water without the use of their arms.

•    Charlie Chaplin Relay

The first player of each team is given quoit to place between the knees and a watertube. The watertube is rotated like Chaplin’s walking stick.

•    The Jellyfish Relay

The first player balances a quoit on their head and wades to the other side. The quoit is taken off the head and given to the Second player. If a player drops the quoit they must pick it up and put it on their head before continuing.

•    The Olympic Relays

 Either freestyle, backstroke or breaststroke races.

•    Penguin Relay

Players waddle, like a penguin, to the other side of the pool.

•    Crab Relay

 Players wade sideways through the water.

•    Boat Race Relay

The first player is the ‘cox’. All other players form a line and hold onto the waist of the player in front of them. The cox takes the second player’s hand and drags the whole boat to the other end.

•    Turn the Turtle Relay

One player from each team goes to the far end of the pool. The second player swims up to the first. The second player stands and turns the first twice around while floating on their back. The first player returns while the second waits for the third player to come.

•    Walrus Relay

Players put their hands behind their backs and jump to the other end of the pool.






Water Volleyball
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	Aim: To keep the balloon off the water,
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	4 players or more.
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	Equipment: 2 balloons.








NB: This is best done on a still day.









	▪

	Players are divided into two teams with a different coloured balloon for each team.




	▪

	On ‘GO!’ each team must stop their balloon from hitting the water.




	▪

	Players cannot hold onto the balloon.




	▪

	If a balloon goes outside the pool or touches the water, the other team wins.
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WOCKEY
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	Aim: To place the watertube on the quoit.
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	4 players or more.
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	Equipment: 1 quoit, 2 watertubes.
















	▪

	Two even teams. Each team player is numbered 1, 2, 3, 4 and so forth.




	▪

	The quoit is placed in the middle of the pool.




	▪

	One team sits on one side of the pool and the other team sits on the opposite side facing their corresponding number.




	▪

	One watertube is placed on either end of the pool.




	▪

	The Judge calls out ‘3!’ and both number threes enter the pool racing to the opposite end to get their watertube.




	▪

	The first to place the watertube on the quoit gets one point. The team to get the most points wins.
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What’s the Time Mr(s) Shark?
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	Aim: Mr(s) Shark gets a feed.




	[image: Image]

	4 players or more.
















	▪

	One player is selected as Mr or Mrs Shark.




	▪

	Mr(s) Shark stays at one end of the pool with back turned.




	▪

	All other players advance and say, ‘What’s the time Mr(s) Shark?’




	▪

	Mr(s) Shark turns around and says a time, such as, ‘4 o’clock!’




	▪

	If 4 o’clock, players advance four small steps only and ask the time again.




	▪

	Mr(s) Shark may say 3 o’clock and players advance three steps only.




	▪

	When Mr(s) Shark yells ‘Feeding Time!!’, all players swim back to the steps.




	▪

	Mr(s) Shark counts the number of players tagged and a new Mr(s) Shark is chosen.
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Zinger
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	Aim: To be the only player with a quoit.
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	5 players or more.
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	Equipment: 1 less quoit than players.
















	▪

	One player is selected as the Judge.




	▪

	The Judge places quoits around the pool.




	▪

	Players move freely around the pool.




	▪

	On ‘STOP!’ players must get a quoit and place it on their heads.




	▪

	The player without a quoit is out.




	▪

	All players with quoit put their quoit back in the same place.




	▪

	The Judge removes another quoit from the pool.




	▪

	Players start swimming around again and the game continues until there is only one player left. The last player is the new judge,
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Treasure Hunt
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	Aim: To have the most jewels.
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	2 players or more.
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	Equipment: 4 jewels (quoits), 4 watertubes.
















	▪

	Players choose a watertube each.




	▪

	The four quoits are placed at one end of the pool.




	▪

	On ‘GO!’ the players hold their watertube and race to scoop up one quoit with their watertube.




	▪

	The first to return the jewel is the winner.









Variation: If there are only two players, each player must scoop up two quoits in one go.
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All you need for hours of fun in the sun is a swimming pool and this book.

Best Ever Swimming Pool Games explains how to play over sixty games which require little or no equipment. There are games for as few as two players and games that large teams can play.

This brightly illustrated book is a great resource for families, summer parties, schools and swimming instructors. Kids and adults will agree that there is no better way to exercise, develop water skills and enjoy time in the water.

From ‘Marco Polo’ to ‘Water Polo’; ‘Neptune’s Treasure’ to ‘Davy Jones’ Locker* there are endless summers’ worth of fun in these pages.
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