Digital Intervention

Lesson Modes

There are three lesson modes in the digital intervention tool, each providing a different
approach to identify skill gaps and help push students forward. Start with an Assessment
plan to quickly identify a recommended starting point. From there you can set a Learning
Target plan that will align with student IEP goals or math learning targets. Provide
Reinforcement plans as needed to reinforce skills gaps or ensure skill retention with
targeted skills practice.

Assessment Mode

Use this digital mode to quickly identify the starting point for each new learner.
The built-in proprietary algorithm will assess student answers in real time,
pushing them forward to more advanced skills when proficiency is met, or
dropping them down to reinforce the foundational skill when forward progress
cannot be made. In addition to identifying the starting point, this mode can also
be a powerful tool to help assess student skill gaps when used in conjunction
with pre- and post-test activities found in the Standards Edition curriculum.

How to: Select a starting skill from the Skills Rainbow. A recommended starting point will
be indicated at the conclusion of the assessment.

Learning Target Mode

This digital and print mode is a powerful tool to support IEP implementation and skills-
based interventions - allowing you to create a learning plan designed to help a student
reach a specific goal. On the Skills Rainbow, select two key foundational skills, one as a
starting point, and the second as a targeted goal or end point. TouchMath Pro will chart a
course by generating a lessons plan that includes each key foundational skill needed to
help the student reach the set goal. After selecting both the starting point and end point,
all connecting skills will be indicated on the Skills Rainbow. While you are free to set the
goal as high or low as you want, it is recommended that you set achievable goals by
creating plans with no more than 4 or 5 connecting skills. When the student reaches the
first set goal, create a new plan with a new achievable goal.

How to: Select both a starting skill and a target skill from the Skills Rainbow. Next steps
will be indicated at the completion of each skill.
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Reinforcement Mode

This digital and print mode allows you to create learning plans for targeted practice on a
particular skill (or combination of skills) while also reinforcing previously-learned skills to
ensure retention. On the Skills Rainbow, select one or more key foundational skills in
which the student needs reinforcement. TouchMath Pro will serve up targeted practice
on the chosen skill(s) - with optional requisite skills sprinkled in for ongoing
reinforcement. This mode is a suitable option for learners of all ages and preferences,
allowing targeted practice for students that just need a little help, or meaningful
repetition for students that need significant reinforcement - all without recycling
problems.

How to: Select one or more practice skills from the Skills Rainbow. Next steps will be
indicated at the completion of each skill.
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