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The Description should contains a succinct overview of teaching and learning that occurs in this unit. 

In this unit students will explore place value. Students need experience with a variety of materials and representations (i.e., concrete, pictorial, and abstract). Students will 
also become familiar with the symbols: <, >, = as they work with two digit numbers.  

 
Learning targets should accurately describe the content/concept that students will be able to demonstrate mastery of. 

● two digit number has tens and ones 
● a 10 is a bundle of 10 ones 
● meaning of =, <, and > 
● position of digit determines its value 

● How to trade base ten blocks: ten cubes for a long and trade a long for ten cubes with the understanding that it doesn't change the value of the number 
● Name, write and explain the number represented by a set of place value material 
● Use <, >, = to compare two numbers 
● Addition and subtraction of 2 digit numbers 

CCSS.MATH.CONTENT.1.NBT.B.2 Understand that the two digits of a two-digit number represent amounts of tens and ones. Understand the following as special cases: 

https://docs.google.com/document/d/1U9nrRAJVHdSs_QJ6SDnryU_w1fG_NzbbAe6mpuLbdxg/copy
http://www.corestandards.org/Math/Content/1/NBT/B/2/


CCSS.MATH.CONTENT.1.NBT.B.2.A10 can be thought of as a bundle of ten ones — called a "ten." 

CCSS.MATH.CONTENT.1.NBT.B.2.BThe numbers from 11 to 19 are composed of a ten and one, two, three, four, five, six, seven, eight, or nine ones. 

CCSS.MATH.CONTENT.1.NBT.B.2.CThe numbers 10, 20, 30, 40, 50, 60, 70, 80, 90 refer to one, two, three, four, five, six, seven, eight, or nine tens (and 0 ones). 

CCSS.MATH.CONTENT.1.NBT.C.4Add within 100, including adding a two-digit number and a one-digit number, and adding a two-digit number and a multiple of 10, 
using concrete models or drawings and strategies based on place value, properties of operations, and/or the relationship between addition and subtraction; relate the 
strategy to a written method and explain the reasoning used. Understand that in adding two-digit numbers, one adds tens and tens, ones and ones; and sometimes it is 
necessary to compose a ten. 

 

 

Instruction and Activities 
❏ What instruction and activities will 

students engage with in the face-to-face 
(F2F) environment? Which will you now 
move to the online environment?  

❏ How is technology is used to facilitate and 
enhance instruction and activities 

❏ Technology is used to facilitate and 
enhance classroom communication, 
which could include: 

❏ Teacher to student learning 
supports and feedback 

❏ Student to student collaboration 
and peer-review 

❏ Teacher to parent communication 
of expectations 

 
Include descriptions and/or links to instruction 
and activities in the t-chart below. 

Assessments 
● What instruction assessments will 

students engage with in the face-to-face 
(F2F) environment? Which will you now 
move to the online environment? Think 
about how you balance your assessment 
strategies (formative and summative).  

● Technology is used to facilitate and 
enhance formative and summative 
assessments 

 
Include descriptions and/or links to assessment 
in the t-chart below. 

Resources 
A selected repertoire of high quality resources 
that would equip a teacher to teach the unit is 
listed here. 
 
Include descriptions and/or links to resources in 
the t-chart below. 

Use the T-chart below to map out instruction/activities, assessments and resources required for this blended unit. 
 

F2F Online 

http://www.corestandards.org/Math/Content/1/NBT/B/2/a/
http://www.corestandards.org/Math/Content/1/NBT/B/2/b/
http://www.corestandards.org/Math/Content/1/NBT/B/2/c/
http://www.corestandards.org/Math/Content/1/NBT/C/4/


Use pacing, repetition of skills, and supplied materials from Everyday Math 
to your discretion. Words in bold are suggested for anchor charts/word 
walls. 
 

(In coordination with lessons 5-1, 5-2, 5-3) 
 
Base 10  
Introduction: Allow students to have physical contact with base-10 blocks 
prior to lesson (suggested in unit 4 exploration).  Pour out a selection of 
base-10 blocks, ones and tens (cubes and longs only), into the middle of 
the carpet and have students sit on the outside edge facing in. Depending 
on student to block ratio, you can have students work in pairs.  
 
Have students take one ones block at a time until they have ten. Have 
students line up the ones against the long to show they are the same. 
Count each cube that makes up the long, be sure that they are equal. 
Trade the ten for one long. Write the word equal on the board, have kids 
spell it. = means the same, equal to! --Opportunity to display a 100, 1000 
base-10 if desired showing 10 longs = 100, etc. 
 
Display combinations of tens and ones and practice identifying how many 
of each.  
 
Teach children how to draw base-10 using whiteboards, scratch paper, etc. 
A long is one line, a cube is 1 dot. We do not draw them as circles squares 
or towers to save time! Utilize relevant journal pages in Unit 5 
(Assessment)  
 
Digits: 
Write a two digit number on the board with a one in the ones place.  
Talk about how it is made up of digits. Each number inside a number is 
called a digit, and it has a special place. Each place has it’s own value, 
place value. Show these words too. Have students read, spell, describe 
these words to enhance vocab. 
 
Underline the one in the ones place, have students each pick up a ones 
cube. Now change the number so there is a two in the ones place. Have 
students pick up a second block, and so on and so forth. The digit in this 
place tells us how many ones!  

Never attempt to use a tech tool without practicing it’s use first.  Additional 
instruction time will be required to teach students how to use each type of 
technology integration. 
 
Everyday Math Online - You can use the Toolkit to digitally produce, 
exchange and count base-10 blocks, work with number grids, and access 
other valuable tools. Students can access this individually, in small groups, 
or in whole group. 
 
Base-10 building/identifying game  
Base-10 bingo/identifying game 
Base-10 building/identifying game 
 
Seesaw -  *All submissions available to parents through own student’s 
journal. All submissions available to students in class. 
 
Student Draw: a number with at least two digits. Record and draw, 
underlining each digit and describing it’s place value. [For more advanced 
students encourage increased # of digits]. Alternatively, draw a number 
using base 10. Draw base 10 and have student’s comment the correct 
number. Draw and record mini lesson/thinking. Draw and record answer to 
teacher question. Explain why counting tens first is important. 
 
Student Picture : take a picture of two number cards. Record and draw with 
vocabulary “more than”, “less than”, or “equal to”.  Alternatively, have 
students choose the picture and classmates comment with the answer. 
 
Teacher post - Check in to the “everyone” or whole class - or send one 
differentiated question to each student. Ask an open ended question like 
“what is a number with a 6 in the ones place?” Allow student to comment 
with their answers. --Summative assessment 
 
*Adapt activities to needs and differentiate to abilities. 
 
Formative - Create a Formative quiz that allows students to answer open 
response questions.  This is a pictionary like opportunity - Show 71, 
students respond with drawing of correct answer.  If student is logged into 
their account, they can do this anytime and you can collect and save 
answers in real time or video. 
 
>,<, = 

http://www.abcya.com/base_ten_fun.htm
http://www.abcya.com/base_ten_bingo.htm
http://www.roomrecess.com/pages/BaseTenBlocks.html
https://youtu.be/00UTHVmsrtE


Ask students if they have enough blocks to equal the two digit number. 
Now underline the number in the tens place. Practice counting by tens as 
students collect the tens they need.  
 
Discuss what was quicker, counting by 10s or ones, and agree which 
should come first (10s). Now count all the blocks together. And verify you 
have the correct amount.  
 
Repeat with additional numbers. 
 
Game practice 
The Digit Game -  students draw two, cards to create the largest number 
possible to beat their opponent. 
Penny/Dime exchange  - Players roll a die and take a penny for each dot on 
the die. Once they have 10 pennies they can trade it in for 1 dime. 
Sometimes fun to do as a whole group in teams with designated bankers in 
each group to facilitate the exchange. 
Base-10 Exchange -  Players roll a die and take a ones block for each dot 
on the die. Once they have 10 cubes they can trade it in for 1 long 
# Scrolls - students complete ascending number grids. For advanced 
students, consider starting with a high number, like 1000 and having them 
descend. 
 

(In coordination with lessons 5-4, 5-6, 5-9, 5-10, 5-11, 5-12) 
 
More than, less than: 
Write the word difference on the board. Each student should have a 100’s 
chart.  Choose two, close numbers (14 & 17). Have students identify which 
is bigger, has more, and which is smaller, has less. Ask what the difference 
is. Have them count from 14 to 17 and 17 to 14 (a difference of 3 hops).  17 
is 3 more than 14. 14 is 3 less than 17.  
 
Game practice:  
Turn and see  - Have students turn their backs or close their eyes. Draw a 
number in base-10 on the board. Have students look and see how fast they 
can come up with the correct answer verbally. Alternatively, write a number 
using digits and have them build that number using base-10 blocks, or 
draw it. 
 
>, <, = 

Scratch Jr. - Allow students to code a story about another hungry creature 
(as an alligator is not a choice on the app). For example, they can write in a 
title and two numbers, then have the character of their choice appear and 
choose which number to eat. Once completed you can do a Scratch Jr. 
movie party, especially if you can dongle an ipad to a projector etc. - 
Alternatively you can have students challenge each other by building the 
background and then having a partner code the correct answer.  
Scratch Tutorial  
 
Seesaw 
Teacher post - Check in to the “everyone” or whole class - or send one 
differentiated question to each student. Ask an open ended question like 
“Which number would Chomper eat, which one is more, which one is less? 
How many more, how many less?” Allow student to comment with their 
answers. --Summative 
 
Adding and Subtracting 2 Digit #s 
Khan Academy lessons: Addition within 100 video series - assign content to 
students. Allow parents to set up their accounts, or create them for them. 
Easily linked to students who have gmail access through their district 
versus parent emails. 
 
Kahoot Quiz -- Kahoot is easy to search, quizzes are easy to make. You 
can also find a quiz and make your own copy to edit if desired. Allow 
students to have manipulatives/tools and to work in groups rather than 
individually. --ASSESSMENT 
Kahoot Tutorial  
 
A more passive version of this activity would be to create a plickers multiple 
choice or true false assessment.  --ASSESSMENT 
Plickers Tutorial 
 
Scratch Jr. - Students can code an animated version of the story that they 
write about their animal cards, showing the two characters interacting and 
adding relevant text.  
 
--Opportunity for centers. While one group works on coding, another can 
play animal top it or base-10 exchange, and another can take Khan 
lessons. There is potential for another to write/take plicker or kahoot 
quizzes with teacher support. 

https://www.youtube.com/watch?v=fcYq5WstN1g
https://www.khanacademy.org/math/arithmetic/arith-review-add-subtract/arith-review-add-within-100a/v/adding-two-digit-numbers-without-regrouping
https://play.kahoot.it/#/k/59b0d030-fa36-4428-bd77-74a699cfbc0d
https://www.youtube.com/watch?v=f5N_HLXBKpM
https://www.youtube.com/watch?v=HCM9nqikcjs


Create an interactive story with the class about a very hungry alligator: for 
example: “Once upon a time there was a hungry alligator! He was named 
Chomper! CHOMP CHOMP! And he was ALWAYS hungry for MORE not 

LESS.  
This introduces the concept of the symbol as well as vocabulary necessary 
for this unit! 
 
Do some practice problems on the board, writing two large numbers on 
either end with student input.  Allow a student to stand in the middle and 
act as Chomper, eating the largest number. You can repeat the story each 
time, or allow students to fill in the vocabulary. “CHOMP 
CHOMP!”--alligator student “12 is less that 13!” -- classmates.  Reinforce 
the use of proper vocab. 
 
Use appropriate journal pages to reinforce the lesson. 
 
Game practice:  
Top It & The Digit Game : You can give students a notecard to design their 
own alligator (open mouthed on one side, closed on the other) and have 
students play Top It or the Digit Game.  Once they draw their cards, they 
can use their own alligator to show which value is greater.  
 
Adding and Subtracting 2 Digit #s 
Repeat base-10 whole group with blocks in the center. Have students work 
in teams or pairs to exchange necessary blocks to create two digit 
numbers. When adding/subtracting, hold new blocks or excised ones 
separately to discuss how much more or less the new number is. 



 
Have students practice adding two digit numbers by drawing base-10 as a 
support. Use relevant math journal pages. 
 
Repeat as necessary. 
 
Everyday Math animal cards show a selection of cards with both one and 
two digit numbers denoting their height or weight. Have students write and 
illustrate a story in which the two animals interact. Example: “Once upon a 
time there was a rabbit that weighed 4 lbs that hopped on top of 60 lb 1st 
grade girl! Together, they weighed 64lbs.” -- Have students record number 
sentences, base 10 drawings, etc. as a support. 
 
Game practice 
Animal Top-It  - Students play top-it by identifying which animal has a higher 
weight or height. Differentiate by allowing students to pull two animals, and 
the one who has the pair with the greater difference wins.  Additionally, you 
can use < > = cards to support this process. 
Base-10 exchange - Alternatively - students start with a handful of ones 
and have to trade them appropriately to begin the game. Additionally, first 
one to 100 wins. 
 

 
 
 
 


