University of Toledo School Psychology Students Organization Institute 2009, 1

The Good Student Game

Intervention Summary:
The Good Student Game is an effective classroom management tool appropriate for meeting the diverse needs of today's classroom teachers.  Based on empirically validated procedures, such as the Good Behavior Game and self-monitoring strategies, the Good Student Game is an easy-to-implement Tier 1 intervention designed to help elementary students stay on task.  Students are divided into two teams that compete for various types of reinforcement rewards or privileges, based on which team receives the fewest number of bad marks for target behavior violations.  The Good Student Game differs from The Good Behavior Game in that it incorporates self-monitoring techniques, allowing teachers to be less burdened by unnecessary classroom pressures.  Because of its emphasis on self-monitoring, the Good Student Game provides opportunities for students to assess their own behavior. Self-monitoring has been shown to be an effective strategy for increasing attention to task, positive classroom behaviors, and some social skills in general and special education settings.  
Materials Needed:

1.  Poster board chart displaying team points and target behaviors, such as:
a. Raise your hand if you have a question
b. Work quietly. 
c. Stay in your seat

2.  Reinforcers 
a. Examples of reinforcers that have been used include tangibles such as stickers, treats, and get-out-of-work-free coupons and intangibles such as extra recess, quiet indoor activities, and parties
b. To identify potential reinforcers, teachers can watch students to see what materials or activities students use naturally, develop a potential list of reinforcers and have students select from the list, or use open-ended questions or surveys to find out what students like
3. Timer to keep track of observation intervals
4. Monitoring Sheets 

a. Each game session requires 2 sheets:  one for the student monitor and one for the teacher.
Procedures:
Obtaining Baseline Data
Select an instructional period during when students least exhibiting the target behaviors. Using a simple interval recording form with 1 or 3 minutes intervals, observe the classroom and record data at the end of each interval.  The following behavior categories should be observed and targeted: 

a. On-task Behavior:  sitting quietly in one’s seat, working on class work, participating appropriately in class discussion/activities, and/or appropriately asking questions; 

b. Off-task Behavior:  out of one’s seat, being disruptive, talking-out, and/or being defiant.
Conduct these observations for 30 minutes for 4 to 7 days. After the baseline data have been collected, plot the data along with the goal line on a chart and give to the teacher so he/she can plot the weekly progress monitoring data.
Intervention Steps
Step 1: Decide when to schedule the Game. The teacher first decides during what period(s) of the school day the Game will be played. As a rule of thumb, instructors should pick those times when the entire class is expected to show appropriate academic behaviors. Blocks of time devoted to reading, math, content instruction, and independent seatwork would be most appropriate for putting the Game into effect.
Step 2: Clearly define the negative behaviors that will be scored during the Game. Teachers who have used the Good behavior Game typically define three types of negative behavior that will be scored whenever they appear during the Game. 

Step 3: Decide upon suitable daily and weekly rewards for teams winning the Game.  Teachers will need to choose rewards that they feel will effectively motivate students to take part in the Game. Most often, instructors use free time as a daily reward, since children often find it motivating.  When choosing rewards, instructors are advised to consider using reinforcers that fit naturally into the context and mission of a classroom. For example, allowing winners to play quietly together at the end of the school day may help to promote social skills, but dispensing material rewards (e.g., comic books) to winners would probably be less likely to contribute directly to educational and social goals. Of course, if both teams win on a given day or a given week, the members of those teams all receive the same rewards.
Step 4: Introduce the Game to the class.  Once behaviors have been selected and clearly defined by the teacher, the next step is to introduce the Game to the class. The teacher next divides the classroom into teams.  The children are informed that certain types of behavior will earn points for the team to which they belong. Students are also told that both teams can win if they earn no more than a certain number of points (e.g., 4 points maximum per day). If both teams happen to exceed 4 points, then the team with the lowest total at the end of the day is the winner. In case of a tie, both teams earn the reward. The instructor is the final judge of whether a behavior is to be scored; however, the students are to be responsible for awarding points.  The instructor should only step in if there is a conflict or unfair awarding.  

Step 5: Put the Game into effect.  The instructor is now ready to start the Game. During those times that the game is in effect in the classroom, the teacher continues to carry out his or her usual instructional practices. The only alteration in the routine is that the students are noting and the instructor publicly recording data.  Instructors might want to post scores on the blackboard or on a large piece of paper visible to everyone in the room. Teachers can also choose to publicly announce when another point has been earned as a reminder to the class about acceptable behavior. It is helpful to keep a weekly tally of points for each team, especially if teams are competing for weekly as well as daily rewards.

Progress Monitoring
Progress monitoring should take place at least once a week and is plotted on the same chart used for the baseline data results.  This way, each week the progress can be analyzed next to the baseline data and class wide percentages of students exhibiting on-task and off-task behavior can be visually displayed.  The progress monitoring data should be reviewed each week.  If the progress data points are below the goal line three times in a row, the intervention plan needs to be reviewed to determine if changes to the intervention or goal need to be made.
An intervention implementation checklist is used to measure treatment integrity and ensure all the intervention steps were implemented as intended.
Alternate Ideas/Variations:
1.  Begin the target period with a certain number of points and have the students earn credits to decrease the points.


2.  Play the game during different periods throughout the day 


3.  Play the game for longer or shorter periods of time throughout the day

The Good Behavior Game:  Similar to The Good Student Game except the teacher has the sole responsibility of keeping track and recording points.  It does not include the self-monitoring variable.  This is better for students in the primary grades since self-monitoring typically is not accurate and developmentally appropriate until around grade 3. 
This intervention can also be used as a Tier 2 or Tier 3 intervention if the Tier 1 data show it is not needed classroom wide. Data are collected only on select target students and the intervention is implemented with more frequency then at Tier 1. 
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Intervention Implementation Checklist

	Intervention Steps
	Implemented as Intended
	Not Implemented

	Step 1: Decide when to schedule the Game
	
	

	Step 2: Clearly define the negative behaviors that will be scored during the Game
	
	

	Step 3: Decide upon suitable daily and weekly rewards for teams winning the Game
	
	

	Step 4: Introduce the Game to the class
	
	

	Step 5: Put the Game into effect
	
	


The Good Student Game Monitoring Sheet
(10 Minute Game)

	Min.
	Yes
	No

	1
	
	

	2
	
	

	3
	
	

	4
	
	

	5
	
	

	6
	
	

	7
	
	

	8
	
	

	9
	
	

	10
	
	


The Good Student Game Monitoring Sheet
(30 Minute Game)

	Min.
	Yes
	No

	5
	
	

	10
	
	

	15
	
	

	20
	
	

	25
	
	

	30
	
	


The Good Student Game Monitoring Sheet
(1 Hour Game)

	Min.
	Yes
	No

	5
	
	

	10
	
	

	15
	
	

	20
	
	

	25
	
	

	30
	
	

	35
	
	

	40
	
	

	45
	
	

	50
	
	

	55
	
	

	60
	
	


Target Behaviors:
1.  __________________________________

2.  __________________________________

3.  __________________________________

Team ________________

	Week
	Day 1
	Day 2
	Day 3
	Day 4
	Day 5
	Total

	1
	
	
	
	
	
	

	2
	
	
	
	
	
	

	3
	
	
	
	
	
	

	4
	
	
	
	
	
	

	Total
	
	
	
	
	
	


Team ________________

	Week
	Day 1
	Day 2
	Day 3
	Day 4
	Day 5
	Total

	1
	
	
	
	
	
	

	2
	
	
	
	
	
	

	3
	
	
	
	
	
	

	4
	
	
	
	
	
	

	Total
	
	
	
	
	
	


