
Checkpoint 3.4. 
 

Maximize transfer and generalization 
 
 
Character Map 
A Character Map is a graphic organizer where students analyze the traits and attributes of 
a character in a story. Using a Character Map, students list or describe different aspects of 
a character such as the character’s physical appearance, actions, what he/she thinks or 
believes, and how others interact with him/her. Character Maps can be used with a 
variety of texts (e.g., movie, poem, story, nonfiction) to help students organize their 
thoughts about a character and identify key attributes. Additionally, Character Maps 
encourage deeper text analysis as students move beyond their personal impressions of a 
character to understanding the character’s motivations and impact on a story or event.  
 
Circle Time 
Circle Time is a daily class meeting in which the teacher leads the class through a 
purposeful and predictable agenda that includes essential early learning skills (e.g. 
calendar, weather, counting, preview of the daily schedule) and opportunities for 
community building (e.g. shout outs, sharing). First, the teacher gathers students in a 
circle and references the posted Circle Time agenda. The teacher then engages students in 
interactive practice of each agenda item. While the exact content of a Circle Time agenda 
will vary from teacher to teacher, best practices dictate that agendas include critical skill 
practice, community building and an overview of what is to come in the course of the 
school day. During Circle Time, the teacher often relies heavily on visual aides such as a 
calendar, weather chart or alphabet chart. Circle Time affords young learners the social 
interaction they crave while also allowing for predictable and repetitive practice of critical 
early learning concepts.  
 
Essential Questions 
Essential Questions are open-ended questions that require students to engage in 
higher-order thinking and lead to deeper understandings about a unit of study or specific 
subject area. This strategy can be used at any time during a lesson or unit to challenge 
students. Essential Questions should be revisited as students’ responses may change as 
their perspectives and experiences broaden. Essential Questions can be overarching (e.g., 
"Does the rapid development of technology have a positive impact on all communities?") 
or topical (e.g., "In what ways has Romeo and Juliet impacted society's expectations for 
love?") This strategy supports discussions, debates, and further inquiry. This strategy gives 
students an opportunity to make connections between units and evaluate complex ideas 
and knowledge by linking them to personal experiences and prior learning. 
 
Features of an Essential Question: 
 



Open-Ended: The questions do not have a definite answer 
Engaging and Thought-Provoking: The questions are relevant to students' everyday lives 
Promotes Critical Thinking and Further Inquiry: The questions lead to more questions, 
require analysis of information  
 
Graphic Organizers 
Graphic Organizers are visual representations of text. They can be used to organize facts 
and/or specific features of fiction or non-fiction material. Teachers can present the 
information in a pre- or partially-completed graphic organizers or have students fill them 
out. 
 
Examples include: Compare/Contrast charts, T-charts, Venn diagrams, Cause-and-effect 
charts, Essay organizers, Sandwich charts, Story Ladders, Main idea and Supporting 
Details, Spider Maps, Timelines, Sequence Charts, Flow Charts, Story Maps (e.g. plot, 
setting, etc), Concept Maps, Poetry Frames, Response-to-Literature Templates.  
 
Interactive Story Map 
An Interactive Story Map is a graphic organizer featuring key story elements (i.e., 
characters, setting, conflict, resolution development) paired with guiding questions (e.g. 
"What is the conflict?", "How does the character act?", "Where is the story set?"). An 
Interactive Story Map resembles a web, listing each of the key story elements with 
attached extension boxes for students to respond to questions and write their analyses. 
Interactive Story Maps reinforce story structure when reading a fictional text and are 
helpful planning tools for students when developing storylines and characters for a 
creative writing assignment. Beyond a planning tool, an Interactive Story Map can be used 
to assess comprehension and analytical skills.  
 
Interactive Writing 
Interactive Writing is a process in which the teacher leads the students through various 
writing forms (e.g. letter, persuasive essay, poems) by first modeling and having the 
students create the writing form as a whole class. The teacher models the elements that 
are needed in the writing form as the students contribute the content to the writing. In 
this way, the students are able to practice writing and becoming familiar with the form 
prior to independent practice. The teacher can also embed writing mechanics, grammar 
and sentence structure into the interactive writing process.  
 
KNWS Chart 
KNWS Chart is an organization tool in which students use a chart with four columns 
labeled "K, N, W, S" (i.e., K: “What information do I need to know?” / N: “What 
information is not relevant?” / W: “What is the problem asking me to find?” / S: “What 
strategy will I use to solve the problem?”) to break down word problems. First, the 
teacher models how to dissect information provided in a word problem using a large 
version of a KNWS Chart. After, students use personal KNWS Charts to analyze and solve a 
new word problem. Students fill in the chart after reading the problem, using the strategy 
identified in the “S” column to attempt an accurate solution. Lastly, students use KNWS 



Charts to discuss and compare solving strategies. Applying this strategy helps students 
learn and internalize an effective process while problem solving, and also provides support 
for visual learners or students that need help organizing thoughts.  
 
KWL Chart 
A KWL Chart is a three-column chart where students record what they already Know, 
Want to know, and have Learned about a topic. Prior to reading or learning new content, 
students start by listing what they already know about the topic based on previous study, 
personal experience, and text features in the K column. Next, in the W column, students 
write questions they want to answer or information they hope to find out about the topic. 
After completing the unit, reading, or other learning activity, students record new 
information learned in the L column. KWL Charts help students activate prior knowledge, 
make connections, and set a purpose when reading or learning new concepts. KWL Charts 
also promote inquiry and reflection as students seek to find answers to their own 
questions about a topic.  
 
Math Flashcards 
Math flashcards are generally created for students to practice their math facts (addition, 
subtraction, multiplication and division) and can be extended to other math concepts such 
as fractions, decimals, area, percentages, etc. Each flashcard has the mathematical 
problem written on one side and the answer/solution written on the other side. The 
student looks at the side with the problem, determines the answer, and then checks the 
solution by flipping the card over. Flashcards work well in helping students master 
memorization of math facts as well as supporting repeated practice of math skills.  
 
Math Graphic Organizers 
Math Graphic Organizers are visual representations of text and mathematical concepts. 
They can be used to organize information and/or support students with visualizing 
mathematics. Teachers can present the information in pre- or partially-completed graphic 
organizers or have students fill them out independently. 
 
Examples include: Addition and Subtraction Word Problem Organizer, Multiplication Area 
Model Organizer, Multiplication using the Standard Algorithm Organizer, Decimal Addition 
Organizer, One-Step Equations with Algebra Tiles Organizer, Two-Step Equations with 
Algebra Tiles Organizer and Fraction Division Word Problem Organizer.  
 
Metacognitive Note-Taking 
Reading metacognition is the awareness of self-monitoring comprehension while reading. 
Good readers naturally do it: They ask questions, make connections, and find meaning 
while they read. Metacognitive Note Taking is a strategy that teachers use to teach 
students when and how to be more active while they read to monitor their 
comprehension. Some students are taught to underline and make notes in the margins. 
Using this strategy while reading teaches students to become more active readers so that 
they can eventually comprehend passages more closely without the use of sticky notes.  
 



Mnemonics 
Mnemonics is a visual enhancement strategy that relates new information to prior 
knowledge using visual and verbal cues. Using these cues, students are able to accumulate 
new information and retrieve it more effectively. Teachers can support student learning 
using Mnemonics by providing keyword and letter associations. The keyword method 
helps introduce vocabulary or key concepts by selecting known words that sound similar 
to the new term, paired with a visual (e.g., the scientific term for common frogs is ranidae. 
A helpful keyword is rain, with a paired image of frogs hopping in the rain). Letter 
association Mnemonics use acronyms (e.g., PEMDAS) or phrases (e.g., Please Excuse My 
Dear Aunt Sally for order of operations) to provide an easier method for students to 
remember a series of facts, terms, or steps.  
 
Mnemonics for Evaluating Sources 
Mnemonics for Evaluating Sources is a method to be used during the research process in 
which the teacher guides students in analyzing research sources for several criteria (e.g., 
relevance, accuracy, currency, bias, and logic) in order to select the best sources for a 
research project. First, teachers model the process by evaluating a specific source, then 
provide students with several sources. Next, students practice with teacher support, 
analyze sources with a graphic organizer, and finally evaluate independently. Students are 
often told to evaluate sources, but not how, so this strategy provides frameworks for 
evaluating sources. Using mnemonics designed for the research process (e.g.,CRAAP, 
SMELL) is effective because students learn the most important criteria (e.g., objectivity, 
accuracy) for evaluating a source and apply the mnemonic as a reminder when 
independently evaluating sources in the future, across disciplines.  
 
Modeling Behaviors 
Modeling behaviors is specific direct instruction of behaviors that students need to learn. 
Modeling behaviors can be for behavior in the classroom, social environments and other 
school settings such as the playground or cafeteria. With modeling, the teacher typically 
identifies and introduces the behavior that he/she is planning to model and why it is 
important. The teacher then models the behavior in the exact manner that she would 
want the students to perform the behavior. She gives the students the opportunity to 
practice the modeled behavior in the situation in which this behavior is expected. When 
students are demonstrating the behavior, the teacher offers positive feedback and praise 
in order to reinforce the modeled behavior.  
 
Modeling Routines, Skills, and Procedures 
Task Modeling is a visual instructional strategy in which teachers show students how to 
perform a skill/routine/procedure by demonstrating the series of steps involved before 
asking students to complete those steps independently. The teacher first defines the task 
for students by breaking down the skill/routine/procedure into discrete steps (e.g., First, 
Next, Then, After, Last). Using verbal explanations and physical modeling, in addition to a 
written list with an optional picture outline of task steps, the teacher describes and 
demonstrates student expectations. After, students are provided with an opportunity to 



practice the task with support before being expected to engage in the task with 
independence.  
 
Modified Assignment 
Teachers may provide modified assignments when grade-level work is inappropriate for 
students. Modified assignments assess the same skill(s) or standard(s) as the assignments 
from which they're derived, but are altered to accommodate students' varied needs and 
abilities. Modifications may include increasing or decreasing the scope of an 
interdisciplinary project, adjusting the required length of a writing piece, creating a 
timeline or to-do list for a long-term project, or altering the required contribution to a 
group activity. Modify assignments based on assessment data, knowledge of students, and 
the associated objective. Ideally, modified assignments are tailored to individual student 
needs, and maintain the rigor, opportunities for practice, and intended outcomes of the 
original assignment.  
 
One Teach, One Assist 
One Teach, One Assist is a co-teaching model where one teacher takes primary 
responsibility for delivering whole-class instruction while another teacher assists students 
with their work and maintaining expected behaviors, or provides other support as needed. 
This strategy offers teachers the opportunity to teach content without interruption while 
simultaneously supporting individual student needs. Before applying One Teach, One 
Assist, the teachers choose roles for each given lesson and determine the supports that 
should be in place for successful lesson implementation (i.e., students needing specific 
accommodations or modifications, behavior supports, reteaching, etc.). One Teach, One 
Assist differs from Team Teaching in that, only one teacher delivers the lesson, while the 
other teacher sits adjacent to student(s) that require additional support or circulates to 
manage engagement. This strategy is commonly used in the beginning stages of 
co-teaching, and allows teachers to take turns leading instruction and supporting 
students.  
 
Playing Cards 
Traditional playing cards or more specialized cards (e.g. cards with fractions, analog clocks, 
shapes, etc.) can be used in math to enhance students' mathematical skills in focused 
areas. There are many games that match mathematical objectives that can be played 
using playing cards. These games involve sorting, greater-than and less-than, number 
battle (War), adding and subtracting positive and negative integers, and multiplication and 
division.  
 
Preferred Modes of Expression 
Preferred Mode of Expression is an engagement strategy where students are given the 
choice of different methods to express themselves (e.g., verbal responses, drawing, 
acting/movement demonstration) when presenting information or understanding of what 
they have learned. First, a teacher explains that some individuals can best express 
themselves through oral modes, visual channels, and others through movement. Next, a 
teacher helps students evaluate which approach works best for them in particular 



contexts through discussions or administering a survey (e.g., discovering a student prefers 
verbal responses for reading and drawing a model for math). After, the teacher structures 
classroom activities with a list of options that reflect student expression preferences. As a 
result, students can apply their strengths and interests to demonstrate knowledge, 
increasing engagement and minimizing communication barriers.  
 
Rainbow Retelling 
Rainbow Retelling is a reading comprehension strategy in which students use the colors of 
the rainbow as visual prompts to remember the basic blocks of comprehension in order to 
retell a story. First, the teacher determines which comprehension element each color will 
stand for and designs an aligned mnemonic prompt (e.g., Red - Ready to hear the 
retelling? The characters are…; Orange - On to where the story takes place.). The teacher 
then introduces Rainbow Retelling using visual aids (e.g., charts, laminated handouts, 
manipulatives) to help students connect each color with the corresponding 
comprehension element. After introducing the strategy, the teacher scaffolds support, 
first modeling Rainbow Retelling with familiar stories and then releasing students to utilize 
the strategy more independently. By visually prompting young students to retain the basic 
elements of comprehension, students are able to more effectively monitor and articulate 
their understanding of the text.  
 
Sensory Diet 
A “Sensory Diet” is a daily schedule of activities that are rich in the sensations that support 
an optimal arousal state. A person whose sensory processing causes functional difficulties 
throughout the day, can find a "just right state" with an individualized sensory diet. The 
concept is to bathe the nervous system in the neurotransmitters created by these 
sensations to proactively keep it on an even keel, and ready to cope with sensory stressors 
that may present themselves. It is not a reactive strategy to mediate a meltdown or 
distress response to a situation or stimulus. Sensory diets can take a variety of forms in 
the school setting, including sensory breaks with specific activities and making 
modifications to daily routines to embed more opportunities for the right kind of 
sensation. 
 
Sensory diets are highly individualized and should only be implemented with the 
participation of an occupational therapist or other professional who has solid experience 
in sensory integration theory and practice. Careful attention should be paid to the sensory 
needs of the student to select specific activities, and close monitoring of his/her 
preferences and responses should guide implementation over time. If sensory diet 
activities are not chosen and implemented with care, it is possible to cause an adverse 
reaction or for the intervention to be ineffective. When a sensory diet is effective, it can 
change the quality of life for the student struggling with sensory processing difficulties, as 
well as increase his/her school participation.  


