
MONEY TAG 

 
Purpose:  Students will identify money amounts. 

 

Suggested Grade Level:  K-2 

 

Math SOL: Measurement K.7, 1.7, 2.10 

 

Equipment/Materials Needed:  

1. Money flash cards with pictures of money on one side and the total on the back.  

 

Advance Preparation:  

1. Mark off playing area with cones – students will need enough room for everyone to move at 

a safe pace. 

 

Directions: 

1. Explain to students they will be playing a tag game and will be responsible for knowing how 

to count money. 

2. Prior to beginning, review proper procedures for tagging (on hand, on arm, shoulder or back).  

You may use a foam ball or part of a pool noodle for a tagging instrument. 

3. Explain that the “taggers” will have a card with the picture of an amount of money on one 

side and the total amount of money on the other. 

4. Explain that when a “tagger” tags a student, that student freezes and then looks at the money 

picture and counts the total amount of money on the card. For safety purposes, if students go 

“out of bounds” or dive/fall to the ground to avoid being tagged they are automatically 

tagged. 

5. Instruct the tagged student to tell the “tagger” how much money they think is pictured. 

6. Explain that if the tagged student gets the problem correct, they are to take the card from the 

other student and become a “tagger”.  The original tagger is now a student to be tagged.  If 

the student does not get the total correct, the tagger shows them the correct answer, then goes 

on to try to tag other students. 

7. Explain that in order to be a tagger, the student must be able to count the money pictured and 

announce the correct total. 

8. The game continues until the teacher is satisfied. 

 

Teaching Suggestions: 

1. Tell students they should be moving constantly unless they are tagged. 

2. Watch closely for students who are never “taggers”.  This could mean that they are struggling 

with counting money or they are not playing properly.   

3. Change out the cards every few minutes so there are different money amounts around. 

4. Have students begin the game with skipping to ensure they can follow directions. 

 

Modifications/Variations: 

1. This game can be used for other flashcard activities, i.e. multiplication tag, division tag, 

addition tag, time tag, subtraction tag, state/capital tag, etc. 

 
This lesson was developed by the School Health Initiative Program (SHIP) for the Williamsburg James City County Public Schools (WJCCPS), 

Williamsburg, VA.  SHIP is funded by the Williamsburg Community Health Foundation (WCHF). Parts or all of this lesson can be used and 

reproduced without permission provided that SHIP, WJCCPS and WCHF are credited.  

                                                                                                    

 


