
Stash of Cash               K-6 
 

OBJECTIVE: Watch as each team races to “stash their cash” in this fun, competitive game that 
provides a great way to introduce money recognition and addition, while integrating fitness and 
perseverance.   
   

EQUIPMENT:  
� 4-6 traffic cones to designate jogging lanes 
� Wristbands or pinnies (1 per player to designate each player’s color; for example, 8 red 

players, 8 blue players, 8 green players, 8 orange players, 8 yellow players, and 8 purple 
players) 

� EC1109 Pack of 300 Play Money Bills from S&S Worldwide/www.ssww.com. Each pack 
contains (100) $1 play money bills, 50 each of $5, $10, and $20 play money bills, and 25 
each of $50 and $100 play money bills. If possible, laminate each bill to increase 
durability.  

� EC1185 Pack of 460 Plastic Coin Set. Each pack contains 100 each of pennies, nickels, 
dimes, and quarters; 50 half-dollars and 10 Sacagawea dollars in storage tub.  

� 12 buckets (place nothing in bucket 1, 50± pennies in bucket 2, 50± nickels in bucket 3, 50 
± dimes in bucket 4, 50± quarters in bucket 5, 50± half-dollars in bucket 6, 50± $1.00 bills 
in bucket 7, 50± $5.00 bills in bucket 8, 50± $10.00 bills in bucket 9, 50± $20.00 bills in 
bucket 10, 50± $50.00 bills in bucket 11, and 50± $100.00 bills in bucket 12). Note: a 
player will never go to Bucket 1 because a one cannot be earned by rolling two dice. It is 

only there to help the students when determining which bucket to go to.   
� 8-10 hula hoops of any color 
� 16-20 dice or 2 dice per hula hoop 
� 6 additional hula hoops, 1 red, 1 blue, 1 green, 1 orange, 1 yellow, and 1 purple hoop to 

store each team’s cash. 
� Optional: number or label each bucket 1-12 to speed up the game 

        

PROCEDURE:  
Before students arrive, place each of the 12 buckets (containing coins or bills); down the middle 
length of the gym (See Figure 1). Create a jogging lane by placing each traffic cone around the 
perimeter of the gym. Note: eliminate the jogging lane and select 3-4 fitness skills that players 

can choose from and must perform if they lose at Rock, Paper, and Scissors or RPS. Randomly 
place each of the hula hoops within the perimeter of the gym with two dice inside each hoop. 
Place the six additional hoops (red, blue, green, orange, yellow, and purple) near the walls as 
depicted in the diagram. Place an equal amount of each color wristband on the floor. See diagram 
for set up. Instruct each student to go and put on one wristband and go sit down at a hoop and 
await further instructions. The object of the game is for each team to earn the most cash through 
a system of rolling dice and playing RPS.  
To Begin: each player will go to any of the available hoops containing two dice to pick up and 
roll both dice to determine which bucket (2-12) to go to next (See Figure 2). Each player must 
drop the dice inside of the hoop and may not perform a re-roll if they don’t like the numbers 
rolled. For example, Player B goes to Bucket 11 because she rolled a 6 and a 5. Player B will 
wait for a brief moment until someone else in the class rolls an 11. Note: players can choose to 
leave a bucket to go back to a hoop to do a re-roll if they have been waiting for a minute or more 



at a particular bucket. The first two players to meet up at a bucket will then play RPS to 
determine who will get one $50.00 bill out of Bucket 11. Note: teach the exact RPS method that 

you want your students to perform. For example, each student must perform RPS in the palm of 

their hands after saying “Rock, Paper, Scissors, shoot” (See Figure 3).  
 

  
       Figure 1: 12 buckets down the middle     Figure 2: Rolling dice to determine 

                which bucket (2-12) to go to 

  
          Figure 3: RPS Face off at a bucket        Figure 4: Dropping off cash at the team hoop  
 

The winning player will drop off the cash into his or her hoop and the losing player will quickly 
jog a lap before both players may return to another hoop to determine the bucket they will go to 
next. Note: instruct each team to organize the money in their hoop by the type of coin or bill it is 

so that counting the money when the game is over will be much easier and faster. For example, 
place all quarters in one area of the hoop and stack all $1.00 bills, $5.00 bills, etc. (See Figure 4). 
Note: occasionally some buckets will run out of money. If this occurs, simply turn the bucket(s) 

over and instruct players to go back and perform a re-roll.      
When the time has expired, give each team 1-2 minutes to go back to their team’s hoop to 
calculate their cash to determine the “Stash the Cash” Champions.  
Special Note: Stop class immediately and go remove $100.00 from the team’s hoop of any 
player who is caught cheating. I’ve found that cheating typically occurs at the buckets with larger 
bills because those are the bills players want the most. Rolling 11s and especially 12s are less 
likely to occur, but these bills seem to constantly have players at them. So keep an eye out!!!  
 



RULES AND SAFETY: 

1. Each player must drop the dice inside of the hoop and may not perform a re-roll if they don’t 
like the numbers rolled. 

2. Each player, after rolling the dice, must add the two numbers together to determine the 
bucket earned. 

3. The first two players to meet up at the predetermined bucket will then play RPS to determine 
who will get the cash out of the bucket. Note: see “12 buckets” under Equipment to learn 

what numbered bucket is matched with its particular coin or bill.  
4. All winners of RPS will get one coin or bill out of the bucket and drop off the cash into their 

team’s hoop. 
5. All losing players of RPS will quickly jog a lap before returning to a hoop to determine the 

bucket they will go to next. $20.00 will be deducted from a team’s hoop for failure to or 
“forgetting” to jog a lap or perform a fitness skill. 

 

VARIATIONS: 

1. If Kindergarteners and/or 1st Graders struggle with playing RPS, then place one hula hoop 
around each numbered bucket along with 2 different colored dice. Instruct each student to 
face off by rolling the dice inside the hoop. The high number rolled (greater than) earns a 
coin or bill and the low number rolled (less than) jogs a lap. Either re-roll if they tie (equal 
to) or allow both players to get a coin or bill. 

2. The beginner version of this game for K-1 students can also be played by eliminating buckets 
7-12. If this option is chosen, then remove one die from the outside hoops so that only a 1-6 
can be rolled and players will not have to worry about adding both dice. Place the $1.00 bills 
from bucket 7 into bucket 1 since it is empty in the original version. Play the RPS version or 
the modified version in Variation 1.  

3. Eliminate 1-2 wristband colors if class sizes are small. This method makes it easier for 
counting money at the end of the game. 
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                 = hoops with two dice               = each team’s bank              = buckets of coins or cash 

 

                        = each player who loses at RPS must jog complete lap around the traffic cones 
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