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REAACH Overview

• Recognize – Student reflects on actions taken during scenario both 
from others and themselves.
• Engage – Facilitator engages learner in related scenario content. 
• Assess – Facilitator conducts verbal or written assessment or 

evaluation of objectives reach to evaluate learning outcomes.
• Close – Facilitator leads students in summarization of activity.
• Hypothesize – Learners experiment with activity in daily practice or 

through an applicative scenario activity.



REACH Framework

• Teacher facilitator presents learning 
objectives and connects students 
with critical objectives  though a 
series of more narrow questioning. 
Teacher does  elaborate and explain 
content in this stage.

• Teacher facilitator provides a form 
of evaluation that is built on the last 
evaluation from a previous learning 
event. This process is formative and 
must be emphasized in 
development of assessment. Finally 
summarization is conducted by 
teacher.

• Participants reflect on learning 
experience. Exploration of actions 
occurs. Connections to actions 
begin within their inherent thought 
processes.

• Learner is free to hypothesize 
additional strategies in approaching 
next learning event or is provided 
activity where situational analysis is 
facilitated.

Hypothesize Recognize “Why 
did I do that?”

Engagement 
“These are the 

learning 
objectives and 

how do you feel 
about them?”

Access, Assess & 
Close



Debriefing Process – One more look…

Recognition

• Exploration of Action

Engagement Access & 
Assessment Closing Hypothesize

Learner 
experimentation 

with learned 
information.
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