Title of Intervention: Token Economy
Purpose: The purpose of this intervention is to increase the frequency of desired behaviors when an individual displays it.  This intervention can be used to address a wide range of behaviors such as class participation, completing assignments, keeping the area around the desk clean, having materials ready, and being on time to school.  

Age/Grade Level: Token economy is appropriate for all ages with adaptation as necessary.  

Format: Check all that apply

 FORMCHECKBOX 
 Individual

 FORMCHECKBOX 
Dyads

 FORMCHECKBOX 
Small Group

 FORMCHECKBOX 
Whole Class

Materials Needed: 

1. Tokens 

2. Materials that will serve as rewards (i.e., stickers, candy, etc.). 

Frequency / Duration: The token economy can be used all day, every day.  The treatment should be faded out when the desired behavior is part of the students repitore and is being maintained by more natural consequences for good performance. 

Intervention Script: 
1. Idenitfy the target behavior (s)

a. Target behaviors should consist of one or more positive behaviors you want to increase.  Behavioral definitions should be specific and postiviely stated. The behavior selected should be observable and measurable. 
2.   Define the tokens 
a. Tokens must be easily available.  Exaples may include poker chips, plastic coins, points, checkmarks, stamps, or play money.  Individuals must be able to see and count the tokens.
b. Tokens must be easy to administer.  One of the principle components of the intervention is that the behaviors must be reinforced immediately.  Therefore, tokens must be available constantly. 
c. Tokens must be difficult to duplicate by those receiving them.  Tokens lose their value if counterfitted easily.
d. Tokens must be nontransferable 
e. Keep a record of tokens earned and spent 
3. Identify items, privliges, or other incentives for rewarding appropriate behavior. 
a. One effective method for determining what may be motivating to an individual is to observe what the student chooses to do during the day with no particular demands. Another method is to simply ask the student what they find rewarding. 
4. Planning an exchange system.
a. Specify what performance is required to receive a token 
b. Make sure te token immediately follows the response  

c. Set a value for all privilges and items. 
d. Specify a time and place for the exchange to occurr and whom will monitor the exchange. 
Data Collection: An event recording system can be used to keep record of the behaviors displayed by the student during the intervention. 
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