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'/'~^ome on in; the waters fine! On ■ -. j. f

V^a hot summer day, there might be
nothing better than having fun in the - ^
water. Joining other Scouts for great
times swimming in pools and lakes or
boating on the open water has always

Being able to swim gives you
confidence and opens a realm of opportunities for adventure. It qualifies you
to make the most of Scouting activities in the water and on watercrafi: of all
kinds. You will be able to take care of yourself if you ever fall out of a boat or
tumble into a stream. With training in lifesaving, you also will be prepared to
help someone who is struggling in the water.

You can act as a leader, too, by doing your part to be sure that everyone |
stays safe while in and on the water. There might be opportunities for you t |
help teach younger Scouts the basics of swimming. With proper training, you |
can serve as a lifeguard during aquatics activities with your patrol and troop.»"|
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ADVANCEMENT: AQUATICS
Along the trail to Eagle, you will learn a lot about activities in and on the water.
Being a proficient swimmer opens up a lot of outdoor activities and lifelong
enjoyment. You'll hove a great time making a sploshl fSee the back of this book
for the official text of all rank requirements.!

Tell what precautions need to be token for a safe swim. Pass
the BSA beginner test. Demonstrate water rescue methods by reaching with your
arm or leg and by reaching with a suitable rescue object. Also show that you
con perform a water rescue by throwing lines and rescue objects. Explain why
a reaching or throwing rescue is preferred over a swimming rescue whenever
possible, and why and how a rescue swimmer
should ovoid contact with the victim.

MEm Successfully complete the BSA
swimmer test. Tell what precautions need to be
token for a safe trip afloat. Identify the basic ports of
a canoe, kayak, or other boot, as well as the ports
of a paddle or on oar. Describe and explain the
importance of proper positioning of your body in
a wotercroft. With a helper and a practice victim,
show a line rescue as the tender and as the rescuer.

The Lifesoving and Swimming merit badges ore two of the 21 badges
required to earn the Eagle Scout rank. If you choose, Hiking or Cycling con
be substituted for Swimming; Emergency Preparedness can be substituted
for Lifesoving.

Swimming Lifesaving

''■-jEn'iV.j'

PRECAUTIONS FOR A SAFE .SWIM
Specific risks are present during activities that take place in and on the water.

To help manage those risks, you'll want to do things the right way.

BSA SAFE SWIM DEFENSE
The BSA's Safe Swim Defense policy sets the rules for all

Scout swimming activities. The eight points of Safe Swim
Defense are as follows.
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1. Qualified Supervision. An adult leader, age 21 or older, who is trained in
Safe Swim Defense and committed to complying with its eight points must
supervise all swimming activities. With his or her commitment to Safe
Swim Defense, that adult leader accepts responsibility for the well-being
and safety of those in his or her care.

2. Personal Healih Review. Each swimmer must

provide a current and complete health history to
show adequate fitness for swimming activities. This
helps the adult leader to be aware of any recent ill
nesses or injuries so that adequate supervision and
protection can be provided for any level of health
conditions. In some cases, an examination by a
physician might be required.

The BSA's Annual Health and Medical Record is required of all members
annually and is perfect for meeting the personal health review point of Safe
Swim Defense.

3. Safe Area. The water must be inspected to make sure it is reasonably clean,
clear, and warm. Hazards must be eliminated or clearly marked before every
swimming activity.

4. Response Personnel (Lifeguards). Trained and properly equipped rescue
personnel must be on duty whenevet and wherever Scouts are swimming.
The lifeguards and lookout work together as a safety team, using a simple
emergency action plan that has been shared with participants in advance.

5. Lookout. A lookout appointed by the supervisor
monitors the conduct of the swim from a position
that gives a clear view of everyone. While the
lookout is not expected to petform rescues, he or
she works together with the lifeguards to maintain
a safe area.

6. Ability Groups. Each participant is limited to
the swimming area and activities that match his
or her ability. The BSA classification tests should be renewed every year
at the beginning of the swimming season, but swimmers can be retested
throughout the season if they are advancing in ability.

■ A nonswimmer is just learning how to swim.

■ A beginner has passed the BSA beginner test.

■ A swimmer has passed the BSA swimmer test.



Ensuring a Safe Swim Area
Safely shouldn't be neglected when it comes to swimming activities. Keep in mind
these porticuiors when selecting a safe swim spot.

Controlled Access. Make sure there are safe areas for all participants to enter
and leave the water. Mark off swimming areas of appropriate depth for each abil
ity group, making sure that the entire area is within easy reach of rescue personnel.
Don t swim in an area that has boat traffic, surfing, or other nonswimming activities.

Bottom Conditions and Depth. The bottom must be clear of trees and debris. Iso
lated underwater hazards should be marked with floats. The maximum recommended
water depth in clear water is 12 feet and in turbid (muddy or murky] water is 8 feet.

Visibility. Underwater swimming and diving are prohibited in turbid water. Turbid
water exists when a swimmer treading water cannot see his feet. Swimming at
night is allowed only in areas with both surface and underwater lighting.

Water Quality. Avoid bodies of stagnant, fetid water, areas
with significant algae or foam, or areas polluted by livestock
or waterfowl. Comply with any signs posted by local health
authorities. Do not swim in pools with green, murky, or
cloudy water.

Moving Water. Participants should be able to easily regain
and maintain their footing in currents or waves. Avoid areas
with large waves, swiftly flowing currents, or moderate cur
rents that flow toward the open sea or into areas of danger.

Weather. Move to a position of safely whenever lightning or thunder threatens.
Wait at least 30 minutes after the last lightning flash or thunder before leaving
shelter. Take precautions to prevent sunburn, dehydration, and hypothermia.

Life Jacket Use. Swimming in clear water over 1 2 feet deep, in turbid water over
8 feet deep, or in flowing water may be allowed if all participants wear properly
fitted. Coast Guard-approved life jackets and the supervisor determines that swim
ming with life jackets is safe under the circumstances.

^ WARNIS!^
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7. Buddy System. Scouts never swim alone.
Each Scout must stay close to a buddy who
always knows where he is and what he is
doing. If buddies are not of the same ability
group, they swim in the area assigned to
the buddy with the lesser ability. About
every 10 minutes, the safety team calls
for a buddy check, but buddies should
immediately alert the safety team if either
buddy needs assistance or is missing.
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The most important thing you con do when you're swimming is to keep up with
your buddy. You should check in end out together, stay near each other, and
alert an adult if your buddy is in trouble. The buddy system also applies when
you are boating and even back on dry land (like when you go to the camp
commissary to pick up food).

8. Discipline. Scouts know and respect the rules, and they always follow
instructions from lifeguards and other adult leaders. When the rules are
applied consistently and impartially to all participants, everyone can have
a safe and enjoyable swim.

For the complete statement of BSA Safe Swim Defense standards, see
the Swimming merit badge pamphlet. Aquatics Supervision, or the Guide to
Safe Scouting.

LEARNING TO SWIM
When you are swimming, several things are happening at once. You are

floating in the water, your feet are kicking, your hands are pulling you through
the water, and you are breathing. Learning to coordinate all those things can
take a while, but you can learn to swim by mastering one skill at a time.

If you want to try out the basics of swimming, find a good swimmer to
help you and visit a swimming area where a trained lifeguard can watch over
you. Start with three basic techniques that will be important as you learn to
swim: floating, gliding, and breathing.

Many BSA local councils offer swimming classes during their summer camp
programs. The American Red Cross, YMCA, and many other organizations also
offer lessons. You might find opportunities to learn at a neighborhood pool, loo.
Your Scout leaders can help you find the instruction you need.

Floating. Wade into water
that is waist deep. Hold your
breath, bend down, and curl

yourself into a ball. Clasp your
arms around your knees. You
should bob to the surface and

float like a jellyfish.
Floating



Gliding. Stand in the water and
face the shore or the edge of the pool.
Take a deep breath. Push off with
your feet and plunge forward with Gliding
your arms stretched in front of you and
your face down in the water. Glide across the watet, then stand
for a moment to get another breath. Push off and glide again.

Breathing. Get used to breathing the way a swimmer
breathes. Standing in waist-deep water, take a breath
and put your face in the water. Slowly exhale through
your nose and mouth. Turn your head to the side so
your mouth cleats the water, and take a breath. Repeat.

Breathing

As you become comfort
able with floating, gliding,
and breathing like a swim
mer, push off in waist-deep
water and add the motions

of different swimming
strokes. The front crawl,

back crawl, sidestroke,

breaststroke, trudgen, and
elementary backstroke are
all good ways for a swimmer
to move through the water.

FRONT CRAWL

The front crawl has

three motions—the flutter

kick, the arm stroke,

and breathing.
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Flutter kick

Flutter Kick. Practice the

flutter kick by holding the edge
of the pool, resting your hands
on the bottom in shallow water,

or supporting your weight on
a kickboard. Keep your toes
slightly pointed, your ankles and
knees relaxed but straight, and kick from the hips. Use all of each leg, not just
the lower half, and keep your legs just below the surface of the water.

Arm Stroke. Try out the
arm stroke while standing
in waist-deep water. Bend
forward so that your upper
body is in a swimming
position. Extend your rigbt
arm and sweep it down
to your hip, bending your
elbow so that you use both
your hand and forearm to
pull against the water. Keep
your hand cupped a little,

but relaxed. This part of the arm stroke is known as the pull. The power of the
stroke comes from pressing backward with the forearm as well as the hand.
Next, raise your elbow and stretch your arm forward again—the recovery phase
of the stroke. Alternate strokes with your left arm.

Push off into a glide and use the flutter kick and arm stroke together to
move yourself through the water. Turn your head to the side and breathe when
you need air.



BACK CRAWL

The back crawl, or racing
backstroke, is a stroke that

keeps your face above the
water. Think of it as the

front crawl done on your
back. The leg motion is the
flutter kick. For the arm

stroke, bring one arm out
of the water near your hip
and lift it above your head
to slice back into the water.

Keep your fingers together
and your hands cupped but
relaxed. Roll slightly to that
side, and bend your elbow
to push water toward your
feet. Alternate this stroking
motion with your other
arm; one arm pulls while
the other recovers.

Back crawl, side and front views
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Sidesfroke, side and fop views

SIDESTROKE

A strong scissors kick powers the sidestroke. Breathing is easy because your
face is always above the water. A long glide between strokes saves energy.

Begin by floating on your side. Draw your knees toward your chest with
your heels tucked behind your body. Next, spread your legs with your top leg
moving forward and the bottom leg back, and then snap your legs together as
if they were a pair of scissors. (The power comes from this snapping motion.)
At the same time, thrust one arm forward and sweep the other back through
the water. The hand moving forward should be flat, while the hand sweeping
back should be cupped. (Imagine that you are grabbing something in the
water with your leading hand, transferring it to your other hand at your chest,
and then tossing it behind you with your trailing hand.) Glide a moment, and
then pull your forward arm down as you repeat the scissors kick.



ELEMENTARY BACKSTROKE

The elementary backstroke is a stroke with a restful, energy-saving glide,
which makes it ideal for long swims. Begin in a glide position by floating on
your back with your arms at your sides and your legs straight. Begin the whip
kick by bending your legs at the knees to drop your feet down. Rotate your
ankles outward and then return to the starting position in a rapid, continuous
circular motion, letting your knees separate naturally. Extend your arms from
your shoulders at the beginning of each kick, and then pull them down to your
sides as though they were oars. (Your hands should go up your chest, straight out
at 90-degree angles to your body, and then in arcs back down to your sides.) Rest
as you glide. Then repeat the stroke.

Elementary backstroke, side and top views
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BREASTSTROKE

The breaststroke is another restful

stroke that is useful for long distances. It
is a little like an elementary backstroke
performed while you are on your belly,
except that your legs and arms do not
move together. Start in a glide position
on your stomach with your head in the
water, your arms in front of you, and
your legs together near the surface. Bend
your elbows and sweep your arms down to shoulder level as you raise your
head to take a breath. Time your kick to provide power as you lower your
head and extend your arms forward. Glide before the next pull and kick.

Breaststroke, side and front v



TRUDGEN

The trudgen stroke was named for English
swimmer John Trudgen, who introduced it
at a swimming competition in 1868. The
trudgen combines the arm movements and
breathing of the front crawl stroke with the
scissors kick of the sidestroke. Perform the

kick when your hip is turned upward as
you are taking a breath and completing an
arm pull. Allow your legs to relax and rest a
moment while you power through the water
with a stroke of your other arm.

THE BSA BEGINNER
AND SWIMMER TESTS

Passing the BSA swimmer test is a good
way to know that you are prepared to take
part in most Scouting aquatics activities.
Here's what it requires:

Trudgen, side view

Jump feetfirsf into woter over the head in
depth. Level off and swim 75 yards in o
strong manner using one or more of the
following strokes: sidestroke, breaststroke,
trudgen, or crawl; then swim 25 yards using
on easy resting backstroke. The 100 yards
must be completed in one swim without stops
and must include at least one sharp turn.
After completing the swim, rest by floating.
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If you aren't quite ready for the swimmer test, you might be able to pass
the beginner test;

Jump feetfirst into water over the head in depth, level off, and swim 25 feet on the
surface. Stop, turn sharply, resume swimming, and return to the starting place.

Here are the parts of the BSA swimmer and beginner tests.

Ease-in entry

ENTERING DEEP WATER

Jumping into deep water is part of the BSA
swimmer and beginner tests. Jump feetfirst into
deep watet only when you have determined that
the bottom is free of obstacles. Whenever you
don't know the depth of the water or condition
of the bottom, wade into the water or ease

in feetfirst from a seated position. Nevet dive
headfirst into water unless it is 7 to 12 feet deep
and you can see the bottom.

3 feel

Leaping entry. Limit the height of the starting
point to 3 feet above the water.

After you have made certain that the
bottom is obstacle-ftee, stand at the edge of
the pool or dock, bend slightly at the knees,
and hop forward into the watet. Once you get
comfortable with that method of entty, try
stepping out fatther from the dock ot poolside with yout legs spread apart.
Snap your legs together when you hit the water and push downward with your
arms to keep your head above the sutface.



STOPPING, TURNING, AND RESUMING SWIMMING
To come to a halt while swimming, stop kicking and taise your head as you

push down with your arms. You'll find yourself upright in the water and able to
look around. By sweeping your arms hack and forth under the water and making
an occasional scissors kick with your legs, you can tread water and keep your
head above the surface. To turn, rotate your face and shoulders in the direction
you want to go, then sweep your arms sideways to turn your body. Lean forward
and kick with your legs to level off on the surface of the water. Then begin a
swimming stroke to take you where you want to go.

FLOATING

Floating faceup is a good way to rest in deep, calm water. Survival floating—
facedown floating—also is a good option, especially when the water is rough.

Practice faceup floating in waist-deep water by squatting down as if you're
sitting on a chair. When your shoulders are just below the surface of the water,
extend your arms to the side just below the surface with your palms up. Next,
take a deep breath and tilt your head well hack with
your chin up and your ears in the water. Slowly extend
your legs and relax as your body bobs and settles into
a natural floating position with your arms extended
above your head and your palms up on the watet.
(Some people will float high on the water with
their hips and legs near the surface; others will
float with only their face and portions of their
chest breaking the surface.) Try this a few times,
then ptactice starting in chest-deep water.

SURVIVAL FLOATING

If you are ever stranded in deep, warm water, survival floating is a way to
stay alive until rescuers can reach you. Take a breath and relax facedown. Allow
yourself to float with the back of your head near the surface. When you need air,
push down with yout hands and make one scissots kick to lift your mouth and
nose above the water. Take a breath and then relax and float facedown again.

Survival floating
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USING CLOTHING AS A LIFE JACKET
If you fall into deep water far from shore, you can inflate your pants to

create a makeshift flotation device. Your inflated clothing will help you stay
afloat until you are rescued or can make your way to safety.

While in the water, pull off your pants. Blow
a puff of air into a pocket to inflate it so the pants
will float even if they slip out of your hands. Next,
tie the pant legs together with a square knot near
the cuffs. Button or snap rhe waistband, close the
fly, and you're ready to inflate your pants life jacket.

Hold the pants waistband open just below the
surface. Cup your hand and strike the water, follow
ing through so that air caught by your hand goes
into the pants. Repeat until the pants are inflated.

Another way to inflate the pants is to place the pants over one shoulder,
hold the waistband open with both hands, and flip the pants overhead to trap
air inside. Wlien your pants life jacket needs more air, strike the water with
your hand as explained above to reinflate the pants.

If the first two methods do not work for you, inflate the pants by blowing
air into them from beneath. Be careful not to tire yourself or to hyperventilate.

Once you have filled your pants life jacket
with air, use both hands to hold the waistband

closed so that the air will not leak out. Slip your
head between the legs of the pants, lie back, and
float. Use a flutter kick or a whip kick to move
toward safety.

If you're wearing a collared shirt
made of cotton or another tightly woven
material, you can also use it to help you
stay afloat. Grip the shirt at the collar
and trap air in the back and shoulders.
(This works best if the collar is buttoned

and the hack shirttail is tucked in.) Reinflate the shirt by opening the space
between the second and third buttons and blowing air inside.

If you are wearing shorts, you con use them as a flotation device. Take off the
shorts and inflate the pockets. Hold the shorts close to your chest while floating
on your back.



SAFE TRIPS AFLOAT

Lots of terrific Scout adventures happen on the water. The BSA Safety Afloat
guidelines help make sure that you and others stay safe during activities afloat.

Safety
Afloat

-£13

BSA SAFETY AFLOAT

1. Qualified Supervision. An adult leader, age 21 or older,
who is trained in Safety Afloat and committed to
complying with its nine points must supervise all activity
afloat. With his or her commitment to

Safety Afloat, that adult leader accepts
responsibility for the well-being and safety
of those in his or her care. The supervisor
must be skilled in the safe operation
of the craft for the specific activity,
knowledgeable in accident prevention,
and prepared for emergency situations.

2. Personal Health Review. Each Scout afloat must provide a current and complete
health history, which helps the adult leader to be aware of any recent illnesses
or injuries so that adequate supervision and protection can be provided for any
level of health conditions. In some cases, an examination by a physician might
be required.

3. Swimming Ability. Scouts and adults
operating a boat during activities afloat
must have passed the BSA swimmer
test. Those who have not passed the
test may ride as passengers in limited
situations in a boat operated by
appropriate personnel.

4. Life Jackets. Properly fitted life jackets approved by
the U.S. Coast Guard must be worn by all persons
participating in boating activities. Type III life
jackets are recommended for general recreational use.

5. Buddy System. Scouts never go on the water alone.
Every person has a buddy, and every craft on the
water has a buddy boat. As with swimming buddies,
buddy boats have a check at regular intervals.

6. Skill Proficiency. All persons participating in activities
afloat, including those who will be passengers only,
must be trained and practiced in craft-handling skills,
safety, and emergency procedures.

Type III Ilk jackef
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Creating o Float Plan
A successful float plan covers preparation, itinerary, notification, weatfier,
and contingencies.

Preparation. Make sure you fiave access to oil tfie gear you need and that you
know and understand any state and local regulations. Check water levels and
select a route, including alternate locations to put in and pull out.

Itinerary. The float plan is a detailed list of where you will be at any time, noting
put-in and pull-out locations and waypoints. Estimate travel time generously.

Notification. File the float plan with parents, the local council office if traveling
on running water, and local authorities if appropriate. Assign someone who is
staying behind to alert authorities if your prearranged check-ins ore overdue,
and make sure everyone is promptly notified when you return from the trip.

Weather. Check the forecast just before
setting out, and keep an alert eye on the
weather. Anticipate changes, and bring all
craft ashore when rough weather threatens.
Wait at least 30 minutes before resuming
activities after the last incidence of thunder

or lightning.

Contingencies. Identify anything that
might force a change of plans, and
develop alternative plans for each situation. Know how to contact all emergency
resources, such as EMS systems, sheriff departments, and ranger stations, and
the nearest emergency communication location.

7. Planning. Before Scouts go afloat, tliey develop a float plan detailing their
route, time schedule, and backup plans. The plan is shared with parents,
Scout leaders, and others who have an interest.

8. Proper Equipment. All equipment must he in good repair and suited to the
craft, to the water conditions, and to the individuals using it. Appropriate res
cue equipment must be available. And it never hurts to have spare equipment,
repair materials, extra food and water, and dry clothes available, just in case.

9. Discipline. Scouts know and respect the
rules, and always follow instructions from
the adult supervising the activity afloat.
When the rules are applied consistently and
impartially to all participants, everyone can
have a safe and enjoyable outing.

For the complete BSA Safety Afloat
guidelines, see Aquatics Supervision or the
Guide to Safe Scouting.



THE RIGHT LIFE JACKET
A life jacket will do you no good if it slips

over your head and floats away down the
river. That's why properly fitted life jackets
are an important part of Safety Afloat.

When you put on a life jacket, attach all
straps and close all zippers. Pull adjustable
straps until the life jacket fits snugly but
comfortably. A properly fitted life jacket will not ride up around your head when
someone lifts it by the shoulder straps or when you're floating in the water.

If you can't make a life jacket fit
snugly, exchange it for o smaller size.

UNDERSTANDING WATERCRAFT
Boating introduces you to a world you can't explore by foot. It also introduces

you to a whole new vocabulary. Before you can master boating techniques, youTl
need to understand some important terms.

PARTS OF A BOAT

On any boat or ship, the front is called the bow and the back is called the
stern. When you're looking forward (as opposed to oft), the port side is on
your left and the starboard side is on your right. Amidships is the section in
the middle. Seats are named for their location: bow, stern, or midship.

Deck plafe
Port side (left)

Gunwale

Stern Stern seat Starboard Bow seat

side (right)
Thwart Thwart

Bow

V
Amidships

Gunwale

Forward

Tumblehome

T'
Freeboard

Waterline

Parts of a canoe Keel
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Bow breastplate Gurrwale Transom

Stern

painter

Starboard side

Bow

painter

Stern seatBow seat

Parts of o rowboot

Midship seat Transom knee

Port side

The top edges of canoes and rowboats are called the gunwales (pronounced
"gunnels"). They help stiffen the boat, as do the thwarts (pronounced "thotts")
on canoes. Other structural elements include deck plates on canoes and
breastplates, transoms, and transom knees on rowboats.

Most boats include at least one painter—a tope you can use to secure the
boat to a dock or other fixed object. Some boats have a keel, a raised rib on
the bottom that helps the boat stay on course.

PARTS OF A PADDLE AND OAR

The most important part of a paddle or oar is the blade, which pulls the craft
through the water. When you're canoeing, the blade of the paddle should be
barely submerged; when you're rowing, the blade of the oar will go much deeper.

Rowing requires two oats, and you'll hold each by its handle. In canoeing,
you'll use a single paddle; put one hand on top of the grip and the other
around the shaft near the throat.

Grip Shaft Throat Blade
\

Tip

Paddle

Handle Button Leather



Earn Merit Badges: Paddles and Oars
Feeling the water move beneoth you as you propel a wotercraft is an
amazing experience. Earning such merit badges as Canoeing, Kayaking,
and Rowing will leach you the basics of powering small wotercraft, as well
OS more complicated maneuvers on the water.

Canoeing Kayaking

The tips of paddles and oars are easy to damage. Never rest a paddle or oar on
its tip or use the tip to push away from the shore or rocks. Also, avoid throwing
paddles and oars into a vehicle, boat, or trailer.

YOUR POSITION IN A BOAT

while all boats can capsize if you're nor careful,
some, like canoes, are less stable than others. To

prevent your boat from tipping over, keep your
center of gravity as low as possible and don't lean
too far to port or starboard.

When paddling a canoe, sit on one of the
seats facing forward or kneel just in front of it
with your knees spread out. If you're paddling by
yourself, you'll want to be in the back of the boat.

When rowing a rowboat, sit
on the midship seat facing aft.
The coxswain (pronounced
"coxsun") should sit on the aft

seat and guide you.

Position in a canoe

Position in a rowboat
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For more detailed information on boating, see tfie BSA
Fieldbook and the Canoeing, Kayaking, Motorboating,
Rowing, Small-Boat Sailing, and Whitewater merit
bodge pamphlets.

WATER RESCUES

Learn to swim and you will know how to take care of yourself in the water.
Learn to carry out a water rescue, and you'll be ready to help someone who
is in danger of drowning. You can learn lifesaving skills and practice water
rescues at Scout camps. Local pools also might offer lifesaving courses.

When you see that someone in the
water is in trouble, as with any other
emergency, remain calm and take a
few moments to size up the situation.
If someone else has already begun a
rescue effort, be ready to assist. Make
sure someone has called for additional

help. Keep an eye on the victim. If the
person goes under, remember where
you last saw him or her.

To help a person who is struggling
in the water, first try reaching for the
person, then throwing something to
the person, then assisting the person
by rowing out in a boat. Only when
those options don't work should you
consider a swimming, or going, rescue.
Those prepared for a swimming rescue
should always use equipment, preferably
a floating device, to separate themselves
from a conscious victim. Swimming
rescues that require direct contact with a
person in danger are normally used only
for victims who are unconscious.

Throwing rescue



WATER RESCUE METHODS

Go (with support)Throw

REACHING RESCUES

Many water accidents happen close to shore.
While staying on dry land or standing in shallow
water, you might be able to reach a victim with
your hand or foot, or with a pole, branch, canoe
paddle, towel, deck chair, or whatever else is
nearby. Be sure to stay low or hold on to a fixed
object to keep from getting pulled in.

Reaching rescues

Silent Drowning
Swimmers who ore in trouble don't typically wove their arms and scream for help;
they ore too busy trying to survive, in real life, drowning is subtle, quick, and quiet.
That's why it's important to use the buddy system and have lifeguards and lookouts
on duty during all swimming activities.
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THROWING RESCUES

If the victim is too far from shore

to reach, you can throw an object
that floats. A ring buoy or another
object with a line attached to it is
best, but either an object or a line
can be used alone. If a ring buoy isn't
readily available, you coidd throw an
air mattress, a life jacket, a paddle, a
picnic cooler, or a rope.

Practice throwing a rope both
with a weight on it and without any
weight. Remember to hold on to the
other end. When throwing an object
with a weight on it, aim just beyond the
victim and pull it back toward him or her.

Common floating rescue devices

ROWING RESCUES

when a victim can't be rescued by reaching or throwing from the shore,
you may be able to perform a reaching or throwing rescue by rowing a boat
out to the victim. Wear a life jacket and get someone to help you control the
boat. As you get near the victim, reach out with a paddle or an oar, or throw
the person an extra life jacket.

Earn a Merit Badge: Lifesaving
Completing the Lifesaving merit bodge
will prepare you to use swimming rescue
methods if they are ever needed. It is one
of the 1 3 required merit badges for the
Eagle Scout rank. Lifesaving



Line Tender Rescue

The fourth point of Safe Swim Defense requires
that troop swimming activities be protected
by a rescue teem reedy to respond during a
drowning situation. With a bit of practice, two
strong swimmers can safely use the line tender
procedure for troop swim protection.

Tie e bowline in the end of e rope to make e large loop.
Then place the loop over the shoulder and under the opposite
arm of the rescuer. If possible, the rescuer should take with him
something that will float such as a ring buoy, seat cushion, or
other flotation device.

As the rescuer swims

toward the victim,
his buddy (the rope

tender) stays on shore to feed out the rope
and prevent it from becoming tangled
and to closely watch the rescuer and the
struggling swimmer. The rescuer presents
the floating device to the victim and,
when the victim takes hold, signals for the
rope tender to pull both of them to safety.

If no floating device is available, the rescuer can swim past the victim
staying out of reach, and then turn so that the line is pulled within
the victim's grasp. The rescuer then signals for the tender
to pull both of them to shore.

An unconscious person or someone who is injured
might not be able to hold on to the rope. When
that's the case, the rescuer can grab the victim and
hold the person's face out of the water while the
rope tender pulls the rescuer and victim in.

On a backpacking trip, you
might be able to use on
inflatable or foam sleeping
pod OS 0 flotation device.
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GOING (SWIMMING) RESCUES
Go by swimming only if there is no other way to save a person. Follow

these rules whenever you are considering a swimming rescue.

■ NEVER attempt a swimming rescue unless you are a strong swimmer.

■ NEVER attempt a swimming rescue unless you are trained in lifesaving. A
person struggling in the water is fighting for life. Unless you know what
to do, the person might pull you under.

If you are trained in lifesaving and
confident in your skills, quickly strip
down to your underwear, keeping an
eye on the victim at all times. Take
along something that will float—a life
jacket, an air mattress, an inner tube, a
paddle, or whatever else is handy. Use
the breaststroke so that you can watch
the victim as you swim toward him or
her, but stay beyond the victim's reach. Push the flotation device to the victim,
then back off. Let the person grab the far side of the floating item you have
brought. Wait until the victim becomes calm, even if that means he or she
loses consciousness. Then pull the person ashore.

Becoming tangled with someone struggling in the water can lead to serious
trouble for you and the victim. Don't put yourself in danger. If reaching and
throwing aren't possible and you don't have the equipment to go with support,
your best course of action could be to go for help. Only in rare situations will
a swimming rescue be your only choice.



AQUATICS OPPORTUNITIES

Swimming is much more than a fine way to spend a few hours on a hot
afternoon. It is an important skill that will serve you well throughout your
life. You'll be able to save yourself in a swimming or boating emergency, and
lifesaving training can prepare you to help others.

Being able to swim also is the doorway to many great activities at lakes, rivers,
and oceans. Scouting encourages you to continue building your skills by earning
merit badges in Swimming, Lifesaving, Scuba Diving, Canoeing, Kayaking,
Motorboating, Rowing, Small-Boat Sailing, Water Sports, and Whitewater.

You also can find training and adventure as you complete the requirements for
the BSA's special aquatics awards, including Mile Swim BSA, Scuba BSA, Board-
sailing BSA, Kayaking BSA, Snorkeling BSA, and BSA Stand Up Paddleboarding.

Scuba BSA

^5^

Mile Swim BSA

Kayaking BSA Snorkeling BSA

/
BSA Sfand Up
Paddleboarding

Boardsailing BSA

Wafer

Sports Motorboating

Whitewater
Small-Boat
Sailing

Scuba
Diving
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BSA Aquatics Supervision: Swimming and Water Rescue and BSA Aquatics
Supervision: Paddle Croft Safely are two BSA training courses tfiat offer in-deptfi
instruction to Scouts ages 16 and older (and adult leaders) who want to lead
aquatics activities. The courses go beyond the basics of Safe Swim Defense and
Safely Afloat, equipping the trained leader to be better prepared for Scouting
adventures in and on the water.

If you enjoy your time around the water, you can pursue advanced training
through the American Red Cross, the American Canoe Association, scuba
agencies, and other groups that will allow you to undertake even bigger
adventures. Other opportunities include high-adventure trips to the Florida
Sea Base and the Northern Tier High Adventure Program and participating
in Sea Scouts, a Scouting program that focuses on aquatic adventures.

Nortfiern Tier HIgti Adventure Program
includes aquatics activities alang the
boundary waters between the United States
and Canada.

The unique and varied aquatics
programs at the Florida National High
Adventure Sea Base affer appartunities
you can't get anywhere else.




