
WATER GAMES 
 

Overview 
This unit will allow students to participate in a variety of water games as well as develop skills in 

the use of masks, fins, and snorkel equipment. 
 

Safety 
See safety considerations listed for the pool under the Aquatic Skills chapter.  The heart rate of a 

swimmer will increase with activity.  To improve the circulation system, the target heart rate 

should be achieved in class activities.  A person with a fit cardiovascular system will recover 

more quickly from activity than a person who is not accustomed to cardiovascular activity.  

Students should exercise with caution when swimming and monitor their heart rate consistently. 
 

Equipment 
The L.T. North Campus pool is 15 yards wide and 25 yards long.  Other equipment used in 

Water Games may include volleyballs, basketballs, and water polo balls. 
 

Mask, Fins, and Snorkel 
Basic equipment used for underwater search and recovery consists of a mask, fins, and snorkel.  

The most important item is the mask, which provides greater visibility for the swimmer when 

swimming on the surface of the water or when swimming under water.  The fins provide 

additional propulsion that enables the swimmer to cover larger areas quickly and with less effort.  

The snorkel allows the swimmer to breathe as he/she swims on the surface with his/her face in 

the water and is of great value when used with a mask to scan the bottom rapidly.  The term 

SCUBA stands for self-contained underwater breathing apparatus.  A person who enjoys 

snorkeling may wish to become a certified scuba diver. 
 

The Mask 
The mask should be constructed of soft, flexible rubber with an untinted shatterproof safety glass 

face piece. A single or divided strap holds the mask in place and can be adjusted to fit the diver’s 

head.  Some masks are equipped with a purge valve that allows the individual to clear the mask 

by exhaling through the nose.  Masks with a nose-blocking device, or with a mold indentation for 

the nose, enable the swimmer to block off or pinch the nose to equalize air pressure in the ear 

canal as he/she dives more deeply.  To test the proper fit, the swimmer places the mask against 

the face without applying the head strap.  If the mask is properly sealed, when the swimmer 

inhales through the nose, it will stay in place without being held. 
 

The Fins 
Fins are constructed in various ways.  Some float, others do not.  Some are designed with a full 

foot and worn like a shoe; others are open at the heel and held in position by a heel strap.  Fins 

selected should fit the feet properly to avoid chafing and cramping during use and should have 

the proper flexibility and blade size for the strength of the swimmer’s kick.  Sometimes it is 

recommended to wear socks to prevent the possibility of blisters on the feet that might develop 

when the fins fit improperly. 

 

 

 

 



The Snorkel 
Snorkels used by skilled swimmers are J-shaped runner tubes 12-15 inches in length.  Some are 

molded in one piece, while others have a ribbed flexible section for the curved portion of the 

tube.  All are fitted with a soft rubber flanged mouthpiece that should be the right size for the 

user to prevent water from seeping in as the swimmer breathes. 

 

Skill Demonstrations 
The Mask 

1. Defogging the face plate – To prevent the face plate from fogging while being used 

 underwater, rub the inside of the glass with saliva, leaves, kelp, or glycerin and then 

 rinse off with water.  Commercial products can be purchased that prevent  condensations 

 from forming on the faceplate.  Condensation is caused by the difference  between the 

 body temperature and the water temperature. 

2. Putting the mask on – Place the mask over the face first, and then pull the strap over the 

 head.  This procedure prevents the hair from getting between the mask and the face. 

3. Flooding and emptying the mask – Submerge and flood the mask by lifting an edge.  

 Surface and empty the mask by raising the lower edge from the face.  Submerge and 

 flood the mask again.  While in a horizontal swimming position, turn the head to one 

 side to pocket the water at the lower side.  Press the top side of the mask firmly to the 

 face and exhale forcefully through the nose until the mask is cleared. 

4. Relieving mask pressure – With the mask in position, submerge and exhale a little air 

 through the nose to show how mask pressure, caused by water pressure, can be 

 relieved as the depth of the dive increases. 

5. Relieving ear pressure – Ear pressure also increases as the diver goes deeper, causing 

 some pain.  The pressure may be alleviated by pressing the mask against the face and 

 exhaling through the nose or by swallowing and moving the jaws.  Masks equipped with 

 a nose-blocking device or a molded nose indentation simplify the process of equalizing 

 pressure. 

 

The Fins 

1. Walking with the fins – Wet fins before putting them on.  This makes it easier to pull the 

 fins over the feet.  Walk backwards on land and lift the feet high to prevent tripping.  Do 

 not try to run with the fins.  Walking backward is the proper method of walking in 

 shallow water.  In some instances, it is best to walk to deeper water before putting the 

 fins on. 

2. Kicking with the fins – Fins are very effective in propelling the swimmer through the 

 water.  The kicking action is slower and deeper, with a greater knee bend than when 

 kicking without fins.  Keep the fins in the water when kicking on the surface to derive 

 maximum benefit from the fin action. 

 

The Snorkel 

1. Securing the snorkel – Lace the snorkel between the face mask strap and the head or 

 skip it through the snorkel loop strap attachment.  A snorkel keeper is recommended, 

 but not necessary.  The snorkel can be laced under the strap of the mask. 

2. Holding the mouthpiece – Place the mouthpiece in the mouth and grip with the teeth.  

 The flange should be between the lips and the teeth. 

 

 



3. Snorkeling breathing – With the snorkel and the facemask in position, stand in chest-

 deep water and with the face submerged, breathe through the snorkel.  The snorkel 

 should be almost perpendicular to the surface and you need to keep the snorkel 

 opening above the water when swimming on the surface. 

4. Flooding and emptying the snorkel – Submerge and flood the snorkel.  On returning to 

 the surface, keep the face submerged and clear the water from the snorkel by a forceful 

 mouth exhalation.  Inhale carefully after clearing in the event that some water remains 

 in the tube. 
 

Using the Mask, Fins, and Snorkel 

1. Swimming on the surface – Breathing through the snorkel, with the arms by the sides 

 and the face in the water, swim on the surface.  This is the normal swimming position 

 for scanning the bottom, when the water is clear and not too deep. 

2. Surface diving – Perform a surface dive and on returning to the surface, stop, look up, 

 listen and extend both arms overhead before surfacing.  This is an example of safety 

 procedures to follow with each dive. 

3. Underwater swimming – Surface dive and with the arms at your sides, swim underwater 

 a short distance.  The leg drive created by the fins makes arm stroking unnecessary.  The 

 arms should be carried forward for protection when swimming in unclear water and for 

 other purposes, such as carrying equipment and to avoid obstacles found on the 

 bottom. 

4. Entering the water – Starting from the pool edge, hold the mask securely to the face and 

 step off in a stride position.  From low elevations, divers sometimes roll in.  Do not dive 

 head first into the water from any elevation while wearing mask, fins, and snorkel. 

5. Care of snorkeling equipment requires rinsing with fresh water after use to prevent 

 deterioration. 

6. Always swim or snorkel with a “buddy” for your own safety. 
 

Inner tube Water Polo 
 

Rules 
Safety 

1. All players are advised to clip their finger nails and toenails to avoid cutting or 

 scratching another player. 

2. All players should be familiar with the handling of the inner tube. 
 

Starting Play 

1. Each team lines up at opposite ends of the pool for the start of play. 

2. Play starts when the referee throws the ball into the center of the playing area and both 

 teams propel their inner tubes toward the ball. 

3. After each score, the ball is put in play from the referee by returning it to the goalie just 

 scored upon. 
 

Goalie 

1. To effectively guard the goal and prevent a thrown ball from passing the goal line, the 

 goalie may not leave the inner tube. 

2. The goaltender must sit in the inner tube. 

3. The goalie may not hold the ball for more than 5 seconds. 

4. A goalie may not score a goal. 



5. When a goalie leaves the goalie area, all rules of the field players must be followed by 

 the goalie. 

 

Other Team Members 

1. No player may leave the inner tube.  A personal foul may be assessed and a free throw 

 or penalty throw awarded if the player is out of the tube and interferes with the play or 

 touches the ball.  Also, if tipped out of the tube, a player may not interfere with the 

 play, touch, or control the ball until back in the tube. 

2. Only one tube may be used at any time.  Only the goalie may use two hands. 

3. No parts of the offensive player’s body may cross the imaginary 2-yard line (line 1 

 and 6) except to retrieve the ball and return it to play. 

4. Tackling a player who has possession of the ball is legal, but must be done from tube to 

 tube. 

 

Number of Players 

Seven players constitute a team.  There are six in the field and one goalie. 

 

Length of the Game 

There are 24 minutes of actual play in a game.  There are two twelve minute halves. Teams 

change ends at the halftime.  There are three minute between the halves.  Each team gets one 

timeout per game that is one minute in length.   

 

Goalkeeping Area 

The goalkeeping area is from the end of the pool, two yards out, and the entire width of the 

playing area.  No offensive player is allowed in this area.  No player may hold the ball in this 

area for more than 5 seconds. 

 

Penalty Area  

The area from the end of the pool, four yards out, and the entire width of the playing area. 

 

Scoring 

One point is given for each goal scored.  No score is given if the goal is made from within the 

goalkeeper area.  A player scoring a goal must remain in the tube or the score will be disallowed. 

 

Drop Ball 

A ball thrown by an official into the center of the pool to start the game, half time or over-time 

period.  Players on each side must be in their respective goal areas, touching the wall. 

 

Free Toss 

After minor infractions, the non-violating team member nearest the spot of the infraction puts the 

ball in play by passing or advancing with the ball within three seconds.  Opponents may not 

touch, impede, or interfere with the attempt to pass the ball on a free throw.  One pass must be 

made before attempting any goal. 

 

Out of Bounds 

A free throw from the same point the ball went out is awarded the opposing team.  The player 

nearest to where the ball went out takes the throw. 

 

 



Penalty Throw 

1. A penalty throw is taken by a member of the offensive team. 

2. A penalty throw is awarded to the offensive team if an offensive player is fouled inside 

 the 4-yard penalty area while controlling the ball and facing the goal. 

3. All players, except the goalkeeper, must leave the penalty area until the throw is taken.  

 No player may be within one yard of the thrower.  Should the penalty throw be missed, 

 the ball is a free ball and continues in play.  The penalty throw must be taken outside the 

 4-yard area. 

 

Sudden Victory (Championship Match ONLY) 

When the game ends in a tie score, sudden death overtime goes into effect. 

 

Infractions 

Penalty – loss of possession of the ball by a free toss.  Penalties are given for: 

1. Holding onto the pool wall while is possession of the ball. 

2. Holding the ball underwater. 

3. An offensive player is within the goalkeeper’s area. 

4. The goalkeeper holds the ball for more than 5 seconds or any player holding the ball in 

 the goalkeeper’s area for more than 5 seconds. 

5. Holding a free toss longer than 3 seconds. 

6. A field player touching the ball with two hands at any time during play. 

 

Personal Fouls 

Penalty – loss of possession of the ball by a free toss.  Penalties are given for: 

1. Splashing, holding, pushing, hitting, jumping on, tackling, dunking or dumping an 

 opponent not holding the ball. 

2. The goalkeeper holding onto the side of the pool while catching or passing the ball. 

3. Tipping an opponent out of the tube immediately after an attempt to discount the score. 

4. Kicking or attempting to kick the ball to propel it. 

  

Penalty Throw 

A free throw is awarded to the nearest opponent or a penalty at the goal if the foul occurs in the 

penalty area. 

 

Major Fouls 

Penalty – the offending player will be removed from the game for the remainder of the game.  

The ejected player may be replaced by a substitute.  A penalty throw is also given on major 

fouls.  Major fouls include: 

1. A player attacking, striking, or kicking an opponent in such a manner as, in the opinion 

 of the referee, to endanger the person in any way. 

2. A player exhibits unsportsmanlike conduct. 

 

Scoring 

A goal is scored by passing the ball fully over the goal line between the posts.  A goal can be 

scored with any part of the body except a clenched fist (except the goalie). 

 

 

 

 



Gutterball Rules 
Starting Play 

1. Begin with one hand on the gutter in the water.  Teams are on opposite sides of the 

 pool.  The ball is dropped into the center of the playing area. 

2. Only one hand can be on the ball at any time.  The swimmer can pick up, catch and pass. 

3. The deck and past the lifeline are out of bounds. 

4. There should be no unnecessary roughness.  No swinging of the elbows, arms, or fists.  

 No scratching or head butting. 

5. A goal is made when the ball is in the opponent’s gutter for three seconds. 

6. A free throw, awarded next to the opponent’s goal, must be passed backward past the 

 mid-pool before it can be scored as a goal. 

 

Water Polo Rules 
Starting Play 

1. Each team lines up at opposite ends of the pool, with players at least one yard apart, 

 while touching the sides of the pool. 

2. Play starts with a blow of the whistle and the referee releasing the ball in the middle of 

 the pool. 

3. After a score, a player from the team scored against will put the ball in play from the 

 center of the pool within 3 seconds. 

 

Goalie 

1. The goalie may not shoot at the opponent’s goal. 

2. The goalie may not take the ball with both hands or strike it with his/her clenched fists. 

3. The goalie may go up to the middle of the pool, but once inside his/her five meter area, 

 he/she has the same restrictions as the other players. 

 

Other Team Players 

1. No player (except the goalie) may stand on or push off the bottom of the pool except for 

 the purpose of resting. 

2. No player may hold onto or push off the edges of the pool except at the start or restart 

 of the game. 

3. No player (except the goalie) may strike the ball with a clenched fist. 

4. No player is allowed within two meters of an opponent’s goal line, unless in possession 

 of the ball. 

5. Only the two players involved in the face-off may touch the ball before it reaches the 

 water. 

6. It is illegal for one player to remain in possession of the ball for more than 30 seconds. 

 

Number of Players (flexible) 

Six players constitute a team. 

 

Length of Game (flexible) 

A game consists of four quarters, each lasting seven minutes for boys and 6 minutes for girls.  

There are two minute intervals between quarters and a five minute interval at the half. 

 

 

 

 



Scoring 

A goal is scored by passing the ball fully over the goal line between the posts.  A goal can be 

scored with any part of the body except a clenched fist (except the goalie). 

 

Ordinary Fouls (throw awarded) 

1. To push off or hold on to the edges of the pool. 

2. To push off or stand at the bottom of the pool, except for resting. 

3. To strike the ball with a clenched fist (except the goalie). 

4. To be within two yards of the opponent’s goal line unless in possession of the ball. 

5. To touch the ball on a free throw before it reaches the water.  Only the players involved 

 in the face-off may touch the ball before it reaches the water. 

6. To hold the ball for more than 30 seconds. 

 

Out of Bounds 

The ball is awarded to the team that did not touch the ball before going out of bounds with the 

exception of a blocked shot on goal.  A blocked shot that leaves the field of play goes to the team 

that blocked the shot. 

 

Major Fouls (20 second ejection) 

Splashing, holding, pushing, hitting, jumping on, tackling, dunking, or endangering a person in 

any way.  Three such penalties will result in ejection from the game. 

 

Ejection 

A player may re-enter the game after one of the following: 20 seconds has elapsed, a goal is 

scored or the player’s team regains possession of the ball. 

 

Penalty Throw 

Awarded when a foul occurs within the 5 meter area with the objective of preventing a goal from 

being scored. 

 

Free Throw 

Fouls committed offensively within the two meter area are awarded to the defensive team, to be 

taken in the opposite two-meter area.  All other free throws are to be taken at the point of the 

infraction. 

 

Goal Throw 

Taken after the ball passes the goal line without going through the posts.  The goalie must put the 

ball in play inside the two meter line within 3 seconds. 

 

Corner Throw 

A corner throw is taken on the two meter marker by the offensive team when a defensive player 

causes the ball to pass over the goal line but not through the posts. 

 

Face Off 

One player from each team will engage in a face-off closest to where the foul or stoppage 

occurred. 

 

 

 



Grading 

See activity unit breakdown, fitness grade breakdown and final grading scale under NC/SC 

Grading Policy at the beginning of the Study Guide. 

 

Technique Description/Skill Tests 

Specific skills for activity units are taught on regular basis.  In some units, demonstrated 

knowledge of skills may be obtained through some for of skill testing.  This testing is not 

outcome based. 

 

 

 

 


