
 
 
 
 
 
 

 
Grade 1 Newsletter – Our Fifth Math Unit 

 
Unit 5: Place Value, Number Stories and Basic Facts 

PURPOSE:  

Unit Five will help students begin to grasp the concept of place value. This is important as students begin 
working with larger numbers. Students will learn to recognize, for example, that the number 72 has the digit 7 
in the tens place, so there are “7 tens” and the digit 2 in the ones place, so there are “2 ones.” We will use base-
10 blocks to represent numbers and to find the sums of two numbers. We will also use place value to 
determine “greater than” and “less than” relationships. We will continue to work on developing fact power 
with our basic addition and subtraction facts. Students will practice place value and addition and subtraction by 
acting out number stories and representing them with number models (e.g. 2+5=7). We will also look at 
number patterns and number relationships. 
 
SUGGESTIONS FOR ACTIVITIES AT HOME THAT WILL SUPPORT OUR UNIT: 

• Tell addition and subtraction number stories to your child. Have your child solve the problem using 
various household objects, and then record the answer in number models. 

• Tell the time (on the hour, half-hour, or quarter-hour) and have your child draw a picture of a clock to 
represent each time. 

• Have your child tell the time on an analog clock. Students should be able to tell the time on the hour 
and half hour. They are developing their ability to tell the time on the quarter hour. 

 
GAMES TO PLAY: 
Here are two new games to play at home. The instructions are simple and you likely have all the materials 
needed at home already.  
The BIGGEST of Them All – This game helps to build the concept of place value. 
Highest Roller – This game is another fun way to work on basic addition facts. 
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