Swimming Pool Games/Activities
Basketball
Equipment: two hula hoops, small beach ball

Set up a hula hoop at each end of the pool. The hoops will float around; this makes the game more interesting. Divide the players into two teams. Each team tries to score points by shooting the ball into their opponent’s hoop. The first team to reach ten baskets wins.
Beach Ball Relay Race
Equipment: one beach ball per relay team
Divide Cubs into relay teams. Give each team a beach ball. The Cub who is racing has to balance on top of the beach ball all the way to the other end of the pool and back, then hand off their beach ball to the next player. The relay team who has each player complete the race first, wins.
Below the Surface
Equipment: beach ball 
Players stand in a circle in water that reaches their belly button. One player passes a beach ball under water to the next player. The next player grabs the beach ball without letting it surface and passes it on. The object of the game is for the players to pass the beach ball without the beach ball popping to the surface. A player who lets the ball pop up to the surface is eliminated from the game. The player left standing is the winner. If you have many players, set a time limit to this game. 
The Blob
Equipment: nil

Designate one Cub to be “The Blob”. Everyone else swims around the pool, trying not to be tagged. If a swimmer is tagged, he or she must join hands with the “Blob” and continue to try and tag others. When other players are tagged, they must join the “Blob”, too. Finally, there is only one player left. The player left is the winner and the next “Blob”!

To Catch a Thief
Equipment: an item that floats

One player stands guard over an item that floats. Everyone else is a thief that tries to steal the floating item. If the guard tags a thief, that player must freeze and stay floating in his or her spot for the rest of the game. The guard cannot hold the treasure; it must be floating within its space. The guard may leave the treasure to catch a thief, but then another thief can steal the item. Whoever steals the treasure is the guard for the next game. Be sure to set a time limit for each game.

Duck Relay
Equipment: a plastic duck per team
Line up in relay formation. Each team has a plastic duck. Each Cub must push the duck – using their nose – no hands or feet to the other end of the pool and back.
Hook On
Equipment: nil
Players form a single line by holding on to each other’s hands. The last person in line tries to tag the first person in line. To prevent this, the first person moves around the pool swinging the line from side to side. When the first person is tagged, the end person goes to the front of the line, and everyone moves down one space in line.
Moby Dick
Equipment: nil
Choose one player to be “Moby Dick”. The other players are the fish. Have “Moby Dick” float on his back. The other fish gather around the whale. When “Moby Dick” suddenly yells, “Thar she blows,” the fish start to swim away, and Moby Dick quickly turns over and swims to capture one of the fish. If no fish is tagged within one minute, the game repeats itself. If “Moby Dick” tags a fish, the fish becomes the next “Moby Dick”.
Life Savers
Equipment: mats, ropes
Divide the Cubs into two teams. A Cub from each team is floating on a mat and their team pulls them in using a rope. 
Lifeguard Tag
Equipment: nil
Designate one Cub to be the lifeguard. Divide the other Cubs into two teams. Each team must move to opposite sides of the pool. The lifeguard calls the names of two players, one from each team. These two players must swim and exchange places before the lifeguard tags one of them. If someone is tagged, he becomes the next lifeguard. If no one is tagged, the lifeguard calls the names of two or more players. 
Ping Pong Scramble
Equipment: ping pong balls, buckets

Divide the players into teams. Designate a bucket as the goal for each team. All players hold on to the wall. Toss all the balls into the pool. Players collect one ball at a time, swim back to their bucket or goal, and place the ball in the bucket. Then, they swim back to retrieve another ball. They can bring only one ball at a time. The team that collects the most balls is the winner.
Poison Pool Toss
Equipment: various pool toys or balls, rope to divide the pool
Divide the pool into two halves and the Cubs into two teams. Place one team on each side of the rope. If the pool has a deep end, divide it in half so that both teams have to deal with it. Dump all of the toys into the pool evenly split between the both sides - this is the poison. Give the teams your time limit, like five minutes and then say "Go!" During the next five minutes the teams try and put all of the poison on the other side of the pool. When the time is up, yell "Stop!" The team with the least amount of poison on their side of the pool wins.
Popcorn Relay
Equipment: one beach ball per team
Divide the Cubs into teams. First player in each team has a beach ball to put between his legs. The ball must be kept between the legs while the player jumps up and down the pool. Ball is passed to the next team member and repeated till all in team have had a turn. 
Seahorse Toss
Equipment: noodles and plastic or foam rings

Divide the group into pairs. One partner will sit on the noodle, and the other will stand outside the pool. The player on the side of the pool tosses one ring at a time onto the longer end of the noodle, which represents the neck of a “seahorse”. The partner on the seahorse may assist in directing the neck of the seahorse to capture the ring. The pair with the most rings around their noodle at the end of the game wins.
Scavenger Hunt
Equipment: many items to be placed at the bottom of the pool

Divide the players into teams. Give each team a list of all the things they must collect from the bottom of the pool. On the word “go”, they must swim around and collect only the items on their list. The team to collect all of their items first is the winner.
Stinky Feet
Equipment: beach ball
Divide the players into teams. Each team forms a line from one end of the pool to the other. Players float on their backs. On the leader’s signal, the first team member passes a beach ball to the next player. The ball can’t be passed with hands – only the feet can be used! The team that completes this race first is the winner.
Water Bomb Tag
Equipment: water bombs (sponges)

Select a Cub Scout to be “it” – or perhaps 2 or 3. This person has a wet water bomb, and tries to tag other players with the wet water bomb. Change “it” frequently.

