	INTERVENTION STRATEGY:    
The Good Behavior Game


	Brief Description:   This intervention uses group incentives that are awarded to classroom teams for refraining from rule infractions.   The good behavior game relies on positive peer pressure specific performance criteria, immediate feedback, and group reinforcement.  The goal of this intervention is to increase on task behavior and reduce inappropriate or disruptive behavior.  

	Materials Needed:  
Poster of classroom rules.
Good Behavior Game Teams Chart. (see Tools) 
Manila envelope with a large ? on it (optional) 

Small rewards (tangibles, candy, stickers, pencils, erasers, etc. ) 

	Implementation:  
Prior to intervention, collect baseline data.  Record the number of times the student(s) exhibit disruptive behaviors (i.e. behaviors that take the focus of others off instruction or task such as calling out, out of seat, talking loudly, etc.) and or rule infractions.  Three days should be sufficient.  Calculate the average daily rate of disruption. 

Prior to implementing the intervention you must introduce the class to the intervention. 

1. Select a time for the intervention such as during an independent work time when students are particularly off task or disruptive. Tell the students they will be playing a game or having a contest so that they get more out of this period of time.  Post the “game time” or “competition time” on the board. 

2. Divide the class into two or three teams.  Be sure that there are equal numbers of males, females, and students with behavioral difficulties on each team.  You may allow the teams o select team names, if you desire.   

3. Write the team names on the Good Behavior Game Teams Chart.  

4. Explain the game as described below, including the reward criterion and possible rewards that can be earned in the game.  

5. Review the classroom rules and demonstrate the process of giving demerits.  Model how students should respond to getting a demerit and explain that arguing or other inappropriate reactions will result in additional demerits.  
Begin the intervention following these steps. 
1. At the beginning of the game or competition period briefly review the classroom rules and the established demerit criterion. (i.e., teams must have less than 10 demerits for the period in order to win the reward).  

2. Begin the game by awarding a bonus cushion of credits (5 or so)  to each team.  Record demerits for a team on the chart when a team member breaks a classroom rule.  Begin with reducing the bonus cushion by one credit each time.  When it is exhausted, the demerits begin to accumulate.  When you record the demerit, explain why it is being recorded in a calm and unemotional manner, “ Sarah,  that’s a talk out.” If students’ names are listed on the chart you may put the check mark next to the student’s name.  If not, just put it in the team column.  

3. Tally the demerits at the end of the intervention period and determine which teams have met the criterion.  Reward those teams.  

4. Begin playing at least three times a week for 15 minutes each time.  Gradually increase the duration an additional 10 minutes weekly up to 3-4 hours maximum per day.  

5. Gradually lower the number of demerits permitted per day.  

6. Initially tell the children when the game or competition is on; however, once the children learn the game, you may begin it at any time during the day without prior notice and during different daily routines.  

7. At the start of the intervention give the rewards immediately following the game time, however, as the students get used to it, you may delay the reward until later in the day.   
8. After several weeks of implementation, you may gradually fade the reward days to once a week.  You may use the Mystery Motivator procedure for randomizing reward days and fading out the reinforcement. 

9. Progress monitor using the same frequency data you collected during the baseline phase.  

 

	Schedule for implementation:  
Specified above.   

	Variations:
·  Place the name of the reward on a written slip of paper in the manila envelope and keep it a secret.  Explain that winners will receive the “secret reward” that is written in the slip of paper.  Hype it up, by speculating what it could be.  
· For a child who refuses to play the game, you may create an additional “team” of one and proceed as outlined.  A contingency for rule for behavior that results in demerits beyond the criterion should be put in place, such as silent lunch or loss of free time.  

	Research Summary & References: 
The following books and references may be consulted to learn the essentials and variations of this strategy: 
Barrish, H.H., Saunder, M. & Wolf M.M.,  (1969). Good behavior game: effects of individual contingencies for group consequences on disruptive behavior in a classroom.  Journal of Applied Behavior Analysis. 2, 119-124.
Rathvon, N. (2008). Effective School Interventions: Evidence-based strategies for improving student outcomes. The Guilford Press: NY. 

	Tools:    

Good Behavior Game Teams Chart- for posting demerits. 
Mystery Motivator charts

· Balloon Chart
· Alien Smiley
· Thumbs Up Smiley
· Groucho Smiley
· Excited Smiley
· First Place Ribbon


















