Title of Intervention: Intervention to Reduce Classroom Disruptive Behaviors: Randomized Group Contingencies and Reinforcers
Purpose: To reduce disruptive behaviors  
Age/Grade Level: Grades 6 to 12
Format: Check all that apply

 FORMCHECKBOX 
 Individual
 FORMCHECKBOX 
Dyads

 FORMCHECKBOX 
Small Group

 FORMCHECKBOX 
Whole Class

Materials Needed: Reinforcers determined by teacher and students

                             Mounted poster with classroom rules.        

                             3 x 5 inch cards for all students

                             Checklist with each student's name

                              Opaque jars labeled "criteria" and reinforcers"

                              Nine small slips of paper, each with random criteria written on 

                                it.

                              Slips of paper, each with a reinforcer written on it.                                                        



Frequency / Duration: daily during two blocks of 45 min. each for two weeks at which time progress should be assessed and fading of reinforcement should begin.
Intervention Script:      
Create a poster exhibiting the class rules and post it in an area of the room that is visible to all students.

Inform students that they can earn rewards for the entire class by following the class rules.  Say, "Today you will all be able to earn rewards selected by students/teacher by following the rules posted on the wall.

Record teacher and student-selected reinforcers an small slips of paper and place in "reinforcers" jar.

Randomly write criteria (performance of the whole group, student with highest performance, student with lowest performance, of a randomly selected individual) on small slips of paper and place in "criterion" jar.  Read criteria to group and say, "These are the criteria that i will use to pick the students who determine if the class will get a reward."
Pass out one 3 x 5 inch card to each stdent and ask all students to copy the class rules on it.  Tape card to upper left hand corner of each student's desk and explain the "game."   Say," Now that you have the rules taped to your desk it should be easy for you to see and remember them.  When you break a rule, I will put a mark by your name.  The less marks you have the more likely it will be that the class will get a reward."

Observe students during two blocks 45 minutes each.

Place a check next to each student's name each time he/she breaks a rule.

At the end of the second 45 minute block select a criteria from the "criterion" jar.  Inform students of the criteria and count checks next to criterion student's name.

Pull from "reinforcers" jar and provide reward to entire class if criterion student(s) have five or fewer checks beside name(s) or inform students if criterion has not been met.

Data Collection: The daily teacher checklist will act as a frequency count of rule-breaking behavior that can be used to create graphs for target studnets.  The frequency of such behavior can be monitored over time as a measure of the intervention's effectiveness.
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