Title of Intervention: The Level System
Purpose: To manage disruptive behavior using a whole-class approach.  It utilizes behavioral management strategies such as a token economy, response-cost, stimulating rewards, and strategic attention.
Age/Grade Level: Grades PreK-4
Format: Check all that apply

 FORMCHECKBOX 
 Individual
 FORMCHECKBOX 
Dyads

 FORMCHECKBOX 
Small Group

 FORMCHECKBOX 
Whole Class

Materials Needed: Level System chart, Shape for each member of the class, Reward cards, Necessary accessories for rewards (e.g., stickers)
Frequency / Duration: This behavior intervention is continuous throughout the day, rewards should be given 2-4 times daily.
Intervention Script: 
1.   Diplay Level System chart, which has seven levels with the top three consisting of sunny faces that get happier and brighter as the levels go up.  The bottom three levels are made of cloudy faces that get sadder and grayer as the levels go down.  The center level is the starting point and is black and white.

2.  At the beginning of class, make sure that each child has their own shape (e.g., dinosaur, kite, car) placed on the center level of the chart.

3.  When children engage in appropriate behavior (e.g., following instructions, sharing with other children), their shapes are moved up a level.

          a.  When moving a child's shape up a level, the teacher is required to provide labeled praise for the appropriate behavior.  Labeled praise lets the child know exactly what is liked about his or her behavior (e.g., "You're doing a great job sharing your toys, so I'm going to move you up a level!")

          b.  This system allows for taking individual differences into account, because children can be reinforced for exhibiting different behaviors, depending on what each child has mastered and is still working on.

4.  When children engage in mild inappropriate behavior, they are given a visual and verbal warning (e.g., "If you continue to throw the toys, I will have to move your shape down a level").

5.  If they continue to engage in inappropriate behavior, their shape is moved down a level.

6.  For high level misbehavior (e.g., hitting, biting), the child's shape is moved down a level with no warning.

7.  Children's shapes can be moved up and down as needed throughout the day.

8.  Two to four times a day, or after a certain amount of time (e.g., after morning activities), all of the children whose shapes are in the sunny area receive a reward.  The reward is determined by the teacher from one of the 30 reward cards included in the Level System.

          a.  All children are given the same reward, all rewards are designed to take less than 3 minutes to do, and most of the rewards are activity based (e.g., act like your favorite animal).

          b.  The teacher is encouraged to use each reward card once before repeating a reward to ensure that the children receive novel rewards.

9.  The children not involved in the reward begin the next class activity while they other children receive their reward.

10.  Immediately following the reward, all of the children's shapes are moved back to the center level for the next period in which they can receive rewards.



Data Collection: An observation should be done 3 to 5 times to establish a baseline rate before the intervention is put into place.  The entire class can be observed by a teacher's aid or another person for one hour per day during a structured time and each instance of inappropriate child behavior can be coded.  Inappropriate behavior can be defined as behavior that is considered disruptive to or annoying to the teacher or others in the classroom environment.  These can include: whining, crying, temper tantrums, yelling, destructiveness, negativism, talking out of order, being out of assigned areas, or cheating.  The frequency of inappropriate behavior shown across participants can be divided by the number of children in the class during the observation and then divided by the length of the observation to obtain the frequency of inappropriate behavior per child per minute.  Once the intervention is put into place, observation should continue regularly to determine continued effectiveness of the intervention.
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