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Printable Power Packs™ 

What to Teach1  
(All children)  

When to Teach 
(time of day) 

Where to Teach 
(location) 

What to Teach with 
(materials, objects, toys) 

How to Teach/Extend Learning 

Teach labels, which represent 

ways to address, name, and 

identify objects, people, and/or 

places/events. Labels allow 

children to catalog, classify, 

search, and assign values/tags. 

Examples (aim for 10 new 

words a day): schizophrenia, 

daylight, daydreams, salty, fire 

escape, invisible, tumbling, 

noisy, concentrate, murmuring, 

screeches, carnival, 

hallucinations, tripping, 

Feeling labels:/words annoyed, 

anxious, confused, calm, in 

control  

 

Teach reasoning, which is the 

ability to make inferences, make 

predictions, give explanations, 

and/or draw conclusions.  

Children also demonstrate 

reasoning when they understand 

why certain outcomes result from 

certain actions or thoughts. 

Story Time Book Area Copy of book: Daylight by 

Clarke and Kaufman-Rose  

 

Self-made books with key 

characters and scenes from 

the story 

Stuffed animals of dogs or 

others types that can be like 

Axil 

Laminated cards with key 

vocabulary words, letters, 

and images from the story 

Paper or e-tablets for 

children to draw or take 

notes 

Novelty by introducing new words found in the story. Use the 

words in sentences, emphasize key words while reading, and 

teach word meaning. 

Brainstorm by asking any of the following questions: 

“What are all the things Axil did in the story?” 

“What are different feelings that we’ve had that might be the 

same or different from Daniel’s feelings?” 

“What things do we think are real and which things do we 

think are imaginary?” 

Ask Questions/Give Directions that require reasoning. For 

example: 

“What do you suspect will happen if Daniel and the boy in the 

story become friends?”  

“Describe what you see in your daydreams.” 

“What does ____ means?” Fill in blank with new vocabulary 

terms 

“What do you think will happen to Daniel and Axil in the 

future?” 

“Draw or write about why you think Daniel sleeps with the 

lights on.” 

Affirm when children attempt 

to say key words, contribute to 

brainstorming, and/or answer 

questions. 

Provide descriptive praise 

when children make attempts or 

correctly answer 

questions/follow directions 

Provide corrective models 

(except during brainstorming) 

to help children make accurate 

inferences. 

Encourage children to use key 

terms, to add ideas to the 

brainstorming lists, and to make 

predictions. 

 

                                                             
1 What to Teach outcomes are adapted or taken directed from Big Ideas for Early Learning™ Glossary, with permission. 
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