
 

Sitting Duck 
Equipment: 1 loaded water pistol, 1 blindfold. SHALLOW WATER 
 
Rules: This is a stalking game. All but one of the Cubs in a circle. Sit the remaining cub in the centre. 
Blindfolded, with the water pistol behind him/her. Choose Cubs to come out, in turns and try to steal the 
gun without the blindman hearing them. If the blind man hears, they can grab the gun and shoot the 
thief. If they get the thief, the shot Cub becomes the blind man and the other one joins the circle.  
 

A Little Inconvenience 

Equipment: 1 soccer ball; 2 innertubes; 1 waterball; 2 water basketball hoops; blindfolds; string.  
Formation: teams.  
The object of this game is to allow players to experience the sensation of having a disability.  
Divide the players into four teams, and set up a rotation so that each team takes part in each of the 
following activities:  
1. Sensitivity walk,  
2. Obstacle course in water, using innertubes.  
3. dodgeball, and  
4. water basketball.  
Each activity is performed with a specific handicap:  
1) When a team goes on the sensitivity hike, all participants are blindfolded. They simply go on a short 
hike, and experience it without sight.  
2) In a short obstacle course in shallow water (through an innertube, crawl on the bottom then through a 
second innertube) players must not use their arms.  
3) In the dame of dodgeball in shallow water, each player's ankles are tied together. (One player in the 
centre of the circle tries to hit another player with the soccer ball.  
4) In a game of water basketball, players may not speak.  
Following ten minute rotations of each event, the group can discuss the sensations experienced by 
being temporarily handicapped.  
We can soon learn it is not what you cannot do -- it is what you can do !  

 

Monster Relay 

Equipment: none.  Formation: teams  
Divide the group into teams of 8-10 players.  
Set up a 'monster' relay where every player has a role. Some swim through shallow water, some 
through deep water. Have some do cartwheels through shallow areas, while other swim with one hand 
in the air.  
The design of the relay depends on your waterfront set-up and the abilities of your swimmers.  
End the relay by having one player piggyback a teammate across a finish line, located in shallow water. 
 


