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Math adventures for 1st and 2nd graders
MATH’S NO MYSTERY!

Activity 4

Scooby Stats
This activity uses two math skills—data compilation and simple graphing. Have 
students answer the questions on their sheets. Then take a count of hands 
as you ask the questions to the entire class. 
 Once you have the data, create a bar graph on a chalkboard or a large pad in the 
front of the classroom with the fi ve categories—pet dogs, brown hair, scared of the dark, 
likes pizza, likes solving mysteries—running along the vertical axis of the graph. Along the 
horizontal axis list the numbers 5, 10, 15, etc. ending with a number slightly more than the 
total number of students in your class. Then fi ll in the graph in each category based on the 
data taken from the hand counts. This graph provides an easy-to-understand 
record of how gathered data can be easily compared in graphic form.
Extension Activity: Give students a list of data in various categories and have 

them create their own graphs (on the back of the reproducible) 
based on the model you just demonstrated. For example, tell 
them that a survey of students was taken to learn what each 
student’s favorite Halloween costume was—5 said a ballerina, 

15 said a monster, 20 said a super hero, 30 said a princess, and 35 
said a ghost. Have students create their own graphs based on this data.

Resources
www.mtlakes.org/ww/tech/webtools/math.htm (Math For Elementary Teachers)

http://glc.k12.ga.us/seqlps/sudisplay.asp?SUID=108 
(Sequenced Lesson Plans for First Grade Math)

http://glc.k12.ga.us/seqlps/sudisplay.asp?SUID=122 
(Sequenced Lesson Plans for Second Grade Math)

www.scoobydoo.com

www.ymiteacher.com

Dear Educator,

Teaching math concepts to your fi rst- and second-graders can be a challenge. 
One way to help young students connect with the subject is to tie math to familiar 
and friendly characters and situations. The popular cartoon character Scooby-Doo 
is just such a familiar friend—and will help your students love math. 

 The folks at Warner Bros. have teamed with the award-winning 
curriculum specialists at Young Minds Inspired (YMI) to help 
make math fun and easily understandable. Since Scooby and his 
pals are always chasing ghosts, visiting haunted houses, 
and solving mysteries, the activities in this program make 
learning fun this fall. 

 Math’s No Mystery! contains four curriculum-based 
activities. Each introduces grade-appropriate math topics 
such as calculating coin combinations, recognizing number 
sequences, measuring with a ruler, and data collection 
and graphing, using the lovable Scooby-Doo characters 
in humorous situations to guide your students through the 
material. There are extension activities, along with a colorful 
wall poster to display in your classroom. In addition, each of 
your students receives a special free Scooby-Doo ruler, included 
in this kit.

 Photocopy these copyrighted materials and share them with 
other teachers. You can download additional copies at 
www.ymiteacher.com 

 As a former teacher, I hope you will use these activities 
to help inspire an interest in math with the help of a 
lovable, lumbering, mystery-solving Great Dane 
named Scooby-Doo.

Sincerely,

Roberta Nusim
Publisher and former teacher

© 2007 YMI, Inc.
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Extension Activity: Using the theme of your students 
being number detectives, present a series of missing 
number problems in the form of simple equations. 
For example: 7 + __ = 10;    6 -__ = 3;    4 + __ = 5

Activity 3

Maze Mayhem! 
Hand out a Scooby-Doo ruler to 
each student in your class. Then 
have your students practice using the 
ruler to measure out the distances requested on the 
reproducible to make their way through the maze. This 
activity combines the fun of a maze with the Halloween 
theme of ghosts, ghouls, and witches, as your students 
learn to use a ruler to make precise measurements. 
Extension Activity: Have your students draw various 
shapes to specifi c measurements. For example, ask 
them to draw a rectangle that is 2 centimeters by 3 
centimeters long, using their Scooby-Doo rulers. Or 
they may draw a triangle with three equal 4-centimeter 
sides. This activity not only reinforces their knowledge 
of the basic shapes of simple geometry but provides 
another exercise in using a ruler for measurement.

M
ath’s No M

ystery!

Activity 1

Scooby Says It Makes Cents!
Begin by reviewing the names of the four coins shown 
in the activity sheet and the value of each coin. Then 
ask the class to fi ll out the sheet, coming up with four 
different ways in which the coins can be combined to 
equal 50 cents. Reinforce the fact that there are many 
different ways to combine the coins to achieve this 
goal, and that not all four types of coins must be used 
in each combination.
 This activity provides an opportunity to not only 
review students’ knowledge of the coins, but also 
functions as an exercise in addition (as they add the coin 
values to reach 50 cents) and subtraction 
(as they fi gure out how many cents remain 
to reach 50 once they have used the fi rst 
one or two in each combination). Be 
sure to use the Scooby-Doo pizza-eating 
scenario to play up the fun and excitement 
of completing the task.
Extension Activity: Tell your class that Scooby and his 
pals are in a store with exactly one dollar. Then explain 
that they have already bought something that costs 37 
cents, and something else that costs 21 cents. Ask your 
class to use addition and subtraction to fi gure out how 
much they have left to spend.

Activity 2

The Case of the Missing Numbers
This activity helps students 
recognize number patterns and 
sequences. For each of the fi ve 
problems, have students identify 
the type of sequence shown (odd 
numbers, counting by 10’s, etc). 
Then, using this information, have 
them fi ll in the next number in the 
sequence. Have students pretend that they 
are number detectives, and just like 

Scooby-Doo and his friends, 
they must solve a mystery 

to fi nd the missing 
numbers, and then 
crack the secret 
code. Answer to 
secret code: SNACK

Who Should Use This Program?
This program has been designed for fi rst- 
and second-grade students learning early 
math concepts. Please share it with other 
teachers as appropriate.

Program Components
• This teacher’s guide
•  Four student activity reproducibles
•  A colorful Scooby-Doo Math’s No 

Mystery! wall poster
•  A Scooby-Doo ruler for 

each student 
•  A reply card for your 

important feedback

Program Objectives
•  To present math concepts in an 

entertaining, accessible manner
•  To tie math concepts into mystery 

and October-themed lessons using 
popular cartoon characters

How To Use the 
Teacher’s Guide 

Review and schedule the four activities 
into your lesson plans, then photocopy and 
distribute the reproducible masters to your 
students. Incorporate the extension activities 
provided with each lesson.

How To Use the
Wall Poster
Display the poster 
in a prominent 
location in your 
classroom to 
engage student 
interest. In addition 
to the four activities, use 
the poster to guide 
your class through the 
following activities:
•  Have students 

name all the  
even numbers 
between 1-100.

•  Have students name all the odd numbers 
between 1-100.

•  Have students count from 5-100, counting by 5’s.
•  Note: The numbers on the poster have been 

graphically coded to help your students with 
these three supplemental activities.

Education Objectives
Grades 1 and 2

Activity 1 Scooby Says 
It Makes 
Cents! 

Develop fl uency 
with basic number 
combinations 
for addition and 
subtraction.

Activity 2 The Case of 
the Missing 
Numbers

Recognize, describe, 
and extend simple 
numeric patterns 
such as sequences. 

Activity 3 Maze 
Mayhem!

Apply appropriate 
tools and techniques 
to determine 
measurements.

Activity 4 Scooby Stats Represent data 
using graphs.
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Velma

Scooby-Doo Shaggy Daphne
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Activity 4

Scooby Stats
This activity uses two math skills—data compilation and simple graphing. Have 
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“ZOINKS!” Scooby-Doo and his buddy Shaggy have just solved another mystery. 
Now they’re hungry! They stop for their favorite food—pizza. They need 50 cents more 

to buy another soda. Help them choose coins that add up to 50 cents.

Activity One

Quarter
25 cents

Dime
10 cents

Nickel
5 cents

Penny
1 cent

Scooby Says It Makes Cents!

= 50 cents+ ++

= 50 cents+ ++

= 50 cents+ ++

= 50 cents+ ++
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“RELP!” Someone stole some very important numbers! Detectives Scooby, Shaggy, and 
Velma are on the case. Help them write in the missing number in each of these groups. 

Hint: It’s the number that comes next!

Activity Two

Missing number, Case #1:   2, 4, 6, 

Missing number, Case #2:   5, 10, 15, 

Missing number, Case #3:   1, 3, 5, 

Missing number, Case #4:   10, 20, 30, 

Missing number, Case #5:   25, 50, 75, 

Code Key:

7 = A, 29 = B, 40 = C, 4 = D, 55 = E, 6 = F, 1 = G, 37 = H, 9 = I, 
105 = J, 100 = K, 12 = L, 30 = M, 20 = N, 15 = O, 60 = P, 17 = Q, 

77 = R, 8 = S, 200 = T, 21 = U, 29 = V, 23 = W, 44 = X, 50 = Y, 26 = Z

SCOOBY-DOO WANTS A         
case #1 case #2 case #3 case #4 case #5

Terrifi c! Now use the secret code to learn what Scooby wants now.

The Case of the Missing Numbers
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Start

MEASURE YOUR MOVES

Follow the directions. Use the 
edge of your ruler to draw the 
right line. 

Move #1:  Measure up 7 
centimeters.

Move #2:  Measure 3 centi-
meters to the left.

Move #3:  Measure up 
5 centimeters.

Move #4:  Measure 7 centi-
meters to the left.

Move #5:  Measure down 
6 centimeters. 

Congratulations! 
You guided Scooby and 
Shaggy through the maze, 
back to the Mystery Machine.

“Like Wow!” Scooby and Shaggy are lost in a cave. The tunnels in this cave are 
fi lled with ghosts, witches, monsters, demons, and ghouls! Use your Scooby-Doo ruler 

to show Scooby and Shaggy the way out! 

Finish

Maze Mayhem!
Activity Three
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1. Do you have a pet dog (like Scooby-Doo)? 

2. Do you have brown hair (like Shaggy)? 

3. Are you scared of monsters, witches, ghouls, ghosts, 
    and the dark (like Scooby)? 

4. Do you like pizza (like Scooby and Shaggy)? 

5. Do you like solving mysteries (like Velma and Daphne)? 

Now help your teacher make a graph using these Scooby Stats.

“Scooby Dooby Doo!” To solve mysteries, Scooby and his pals collect clues. 
To create a graph, you collect information. Start by answering these questions: 

Scooby Stats
Activity Four



Scooby-Doo and his 
pals are always getting 
mixed up in mysteries. 

But math is no mystery. 
It’s easy and fun! 

MATH’S NO MYSTERY!MATH’S NO MYSTERY!
11 22

33 44

55 66

77 88

99 1010

1111 1212

1313 1414

1515 1616

1717 1818

1919 2020

2121 2222

2323 2424

2525 2626

2727 2828

2929 3030

3131 3232

3333 3434

3535 3636

3737 3838

3939 4040

4141 4242

4343 4444

4545 4646

4747 4848

4949 5050

5151 5252

5353 5454

5555 5656

5757 5858

5959 6060

6161 6262

6363 6464

6565 6666

6767 6868

6969 7070

7171 7272

7373 7474

7575 7676

7777 7878

7979 8080

8181 8282

8383 8484

8585 8686

8787 8888

8989 9090

9191 9292

9393 9494

9595 9696

9797 9898

9999 100100
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