
Risky Business             2-8 
 

OBJECTIVE: It’s sometimes “Risky Business” trying to make money in today’s society, but 
with some hard work and some potential low or high risk investments, you can really make it 
big! The game of Risky Business is a cooperative challenge that provides a great way to 
introduce money recognition and counting money, while integrating running and fitness in the 
attempt to enhance persistence, teamwork, and comradery.   
   

EQUIPMENT:  
� 1 hula hoop per group of 3-4 students 
� (5) $1.00 bills per team (I “borrowed” the money out of my child’s Monopoly game and 

laminated it; you can Google “printable play money or printable game money” to find all 
kinds of ideas; See Figure 1 under the game “Cold Hard Cash” for examples of Monopoly 
money).  

� Money drawer or container to keep money: My drawer contains the following bills: $5.00 
bills, $10.00 bills, $20.00 bills, $50.00 bills, and $100.00 bills (See Figure 1 for example of 
the money drawer I use). 

� Optional: instead of Monopoly money, I now use the EC1109 Pack of 300 Play Money 
Bills from S&S Worldwide/www.ssww.com because it is more realistic. 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. (See Figure 1 for examples of this money). 

� 1 cash bucket to store the $1.00 bills (See Figure 2 of my cash bucket of $1.00 bills). 
        

    
     Figure 1: Drawer of Play Money Bills            Figure 2: My cash bucket 

 

PROCEDURE:  
Place each hoop around the perimeter of the gym, but leave enough space to allow for groups to 
run laps on the outside of the hoops. Place (5) $1.00 bills inside of each hoop. Put the cash 
bucket in a place where students can easily grab $1.00 after completing their lap. Instruct the 
class to get into groups of 3-5 (depending on space and class size) and go sit down at a hoop and 
await further instructions. The object of the game is to earn cash by running laps and/or by 
taking chances at the Stock Exchange in order to make lots of money!  
To Begin: each team has three options of earning money. They must continually collaborate 
throughout the game to determine how to turn their $5.00 into mega bucks! Note: after 



discussing the three options, take a moment to briefly define/discuss (in your own words) the 

Stock Exchange and Stock Market. The following options are: 
1. $1.00 per person can be earned for every full lap completed. 
2. Teams can go to the Stock Exchange (See Figure 3) and risk their money as a team by 

allowing one player from each team to play the game of Rock, Paper, Scissors. Each team 
must pre-determine and agree on the cash amount to be risked and must place the agreed 
upon amount on the ground before playing Rock, Paper, Scissors. The winning player 
takes all the cash for his or her team. Note: it is recommended to demonstrate the rules or 
dos and don’ts of playing Rock, Paper, Scissors to avoid any kind of cheating. 

3. Individuals, with the permission of their teammates, can go off and earn extra cash by 
running laps or taking some of their team cash and playing Rock, Paper, Scissors against 
other individuals (from opposing teams) at the Stock Exchange. Note: the teacher may 
have to stop class and remind students that they are on a team and inform their 

teammates of what they are doing with the “Team’s” money.   
The teacher (or responsible student) will be the Banker (See Figure 4). Teams always have the 
option, as they earn money, to add up and cash in their smaller bills for bigger bills. Note: the 
Banker should remind teams to add up their smaller bills in exchange for bigger bills, especially 

when the $1.00 bills in the cash bucket are low.  
 

  
Figure 3: Risking investments at Stock Exchange            Figure 4: Cashing in at the bank 
 

Individuals or teammates always have the option of running laps to earn cash, especially if they 
have bad luck at the Stock Exchange. When the time has expired, give each team 1-2 minutes to 
go back to their hoop to calculate their cash to determine the following award amounts: Note: 
mentioning prizes is just for fun and obviously not real. Feel free to change, omit, and or alter 

the prizes.  

$5 - $50 = unlimited tokens to Chuck E. Cheese’s  
$51 - $150 = brand new iphones 
$151 - $250 = brand new ipads 
$251 - $500 = brand new cars 

$500+ = Your team can retire as Millionaires!!!! 
 

 

 

 



RULES AND SAFETY: 

1. A $1.00 bill is awarded after the completion of one lap or the fitness skill chosen. Players 
may not run two laps and then get $2.00. Players must do a lap and stop to get $1.00 before 
doing another lap.    

2. Each team must pre-determine and agree on the cash amount to be risked at the Stock 
Exchange and must place the agreed upon amount on the ground before playing Rock, Paper, 
Scissors. The winning player takes all the cash for his or her team. 

3. Teammates can stay together or split up and play as individuals even though all cash 
collected will go back to the team at the end of the game when teams are adding up all of 
their cash.   

4. Anybody cheating or stealing money from another team’s hoop forfeits all of the money in 
their possession. Note: encourage players to keep their money with them at all times. 
 

VARIATIONS: 

1. Substitute or combine play money bills with the EC1185 Plastic Coin Set from S&S 
Worldwide. Use the game to help expose children to the practice of adding up coins.  

2. Change running a lap to any other fitness skill in order to earn $1.00. Randomly change the 
fitness skill throughout the game. 


