Melon Math | /% 5a

If you're looking for some appetizing math practice, this game for four play-
ars is the perfect choica. To make the game, dupiicate four copies of the wa-
termelon patiern on page 9. Program the seeds on each pattern with the nu-
merals from one to ten; then coler the resulting gamebceards. Next label
about 50 construction-paper cards with different math problems that
have answers frcm one to ten. Program the backs of the cards for self- A7)
checking. Also program five or six biank cards with different player \
instructions tike "Cover any answer on your gameboard,” and
“Qverripe melon. L.ose your turn.” You will also need 40 cne-inch
black construction-paper squares. Laminate, cut out, and store the
game components in a resealable plastic bag.

To play the game, sach player needs a watermelon gameboard
and ten black construction-paper squares. Cne player shuffies the
game cards and places them faceup on the playing area. Each player in
turn draws the top card and provides an answer; then he flins the card o
check his answer. if the player is correct, he covers the corresponding
seed on his gameboard. If he is incorrect, his turn is over. If a player
gives a correct answer but that answer on his gameboard is afready
covered, nis turn is gver. The first player to cover all the answers on
his gamebcard wins.

PR E A R R

The Watermelon Patch
Writing a story about watermelon facts is twice as much fun when a magic

schooi bus is involved. Read aloud your favorite book in Joanna Cole's The

Magic School Bus™ series, Then enlist your students’ hefp in creating a book

that features yourself, your students, a magic schoo!f bus. and plenty of water-

melon facis. To begin, challenge students to brainstorm ideas for explaining

each fact from page 3. Recerd your studenis’ ideas on the chalkboard; then use

these ideas as you compose a class story titled “A Magic Schoot Bus At The

Watermelon Patch.” To make a big beok. copy the resuiting text onto a series of -

targe story pages. As a class, determine a coler scheme for the beok: then have - J

students work together 1o illustrate the story pages. Bind the completed pages

between poster-board covers. ¢

Meclon-Patch Ponderings

Sweeten your students’ problem-solving skills with this daily activity. Each
morning read aloud or post a watermelon problemn (see the sample problems You have invited three
shown) for students to ponder. Challenge students to craate sclutions for the friends to your house to enjoy a
preblem before the end of the school day. If desired, have students record their ¥ large slice of watermelon, butyou can’t
soluticns on copies of page 10. Then, at the end of the day, set aside time for P find any knives to sfice the mefon. Use
the students to share their solutions with their classmates. As an added chal- words or pictures to show three ways
lenge, invite students to submit watermelan-related probiems for their class- you could cut or break open the
mat&s to pender. watermelon.

Darcy Gruber

Delavan. Wi There was so much

cooling rain and hot suwn this sum-
mer that all the watermelon patches
grew more watermelons than usual. Now
your town has toco many watermelons,

and the townspeople are tired of at-
ing them. Use words and pictures pf
to name five other uses for all £
the extra watermelons.

. What ifthe United 12
states decided to use watermetons S
for money instead of coins and bills?
what would be two advantages of
this system? What would be two
disadvantages?

Farmer Frank has a
watermelon in his patch that
weighs over 200 vounds! it is your
job to mave the melon from the
patch to the county fair five miles :
away. Use words and pictures to
show three ways you could move

- that huge melon! 4




