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The Good Behavior Game is an approach to the management of classrooms behaviors that
rewards children for displaying appropriate on-task behaviors during instructional times., The

Jim's Hints for Using...

Good Behavior Game

.| The Good Behavior
Game is an

8 cffective strategy

| for managing a

|| classroom-but don't
PLik overdo it! Allow
breaks from the Game during
the school day, A caution
should be kept in mind when
involving your students in the
Good Behavior Game:
Generally, the Game should be
scheduled for a maximum of 1-
2 hours per day in any
classroom. After all, students
will need some time to relax,
socialize, and "be kids."

Of course, minimum
standards of acceptable
classroom conduct remain in
place whether the Game is in
effect or not.

class is divided into two teams
and a point is given to a team for
any inappropriate behavior
displayed by one of its members. |§
The team with the fewest number
of points at the Game's
conclusion each day wins a
group reward. If both teams keep
their points below a preset level, then both teams share in the
reward. The program was first tested in 1969; several
research articles have confirmed that the Game is an
effective means of increasing the rate of on-task behaviors
while reducing disruptions in the classroom (Barrish,
Saunders, & Wolf, 1969; Harris & Sherman, 1973; Medland
& Stachnik, 1972).

The process of introducing the Good Behavior Game into a
classroom is a relatively simple procedure. There are five
steps involved in putting the Game into practice.

Steps in Implementing This Intervention

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: 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. Those behaviors

are.

« leaving one's seat,
» talking out, and
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« engaging in disruptive behavior.

Out-of-seat behavior is defined as any incident in which a student [eaves his or
her seat without first getting permission from the teacher. Related behaviors, such
as "scootching” one's seat toward another desk are usually scored as out-of-seat.
Instructors often build in certain exceptions to this rule. For example, in some
classrooms, children can take a pass to the bathroom, approach the teacher's desk
for additional help, or move from one work site to another in the room without
permission as long as these movements are conducted quietly and are a part of the
accepted classroom routine. Children who leave their seats intending to complete
an allowed activity but find that they cannot (e.g., walking toward the teacher's desk
and then noticing that another student is already there) are not scored as being out
of their seat if they quickly and quietly return to their desk.

Talking-out behavior is defined as any incident of talking out loud without the
permission of the instructor. Permission is gained by raising one's hand and first
being recognized by the teacher before speaking. Any type of unauthorized
vocalization within the hearing of the instructor is scored as talking out, including
shouts, nonsense noises (e.g., growling, howling, whistling), whispers, and talking
while one's hand is raised.

Disruptive behavior consists of any movement or act that is judged by the teacher
to be disruptive of classroom instruction. For example, knocking on a table, looking
around the room, tearing up paper, passing notes, or playing with toys at one's
desk would all be scored as disruptive behaviors. A good rule of thumb would be fo
regard as disruptive behavior any action that does not fall under another category
but is perceived by the teacher as annoying or distracting.

Step 3: Decide upon suitable daily and (perhaps) weekly rewards for teams winning
the Game.

Teachers will need to choose rewards that they feel will effectively motivate students to take
partin the Game. Most often, instructors use free time as a daily reward, since children often
find it motivating. To cite a single example, one teacher's reward system included giving her
daily 4th-grade Game winners the privilege of wearing a "victory tag,” putting a star next to their
names on a "Winner's Chart," lining up first for lunch, and getting 30 minutes of time at the end
of the day to work on fun, educationally related topics.

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
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introduce the Game to the class. Ideally, time should be set aside for an initial group
discussion. The teacher mentions that the class will be playing a game and presents a
schedule clearly setting forth the instructional times during which the game will be in effect.

The teacher next divides the classroom into two teams. For ease of recording, it is usually
recommended that the instructor divide the class down the center of the room into roughly equal
halves. Some teachers have used three teams successfully as well. To build a sense of team
spirit, students may be encouraged to name their groups.

The children are informed that certain types of behavior (i.e., leaving one's seat or talking
without permission, and engaging in disruptive behaviors) 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.
(As an option, students can also be told that the team with the fewest number of points at the
end of the week will win an additional reward.)

It is a good idea when introducing the Game to students fo clearly review examples of
acceptable and unacceptable behaviors. After all, it is important that all children know the rules
before the Game begins. To more effectively illustrate those rules, children may be recruited to
demonstrate acceptable and unacceptable behaviors, or the teacher may describe a number
of behaviors and ask the class to decide with a show of hands whether such behaviors are to
be scored or not.

Step 5: Put the Game into effect.

The instructor is now ready to start the Game. Buring those times that the game is in effect in
the classrcom, the teacher continues to carry out his or her usual instructional practices. The
only alteration in the routine is that the instructor is also noting and publicly recording any
negative points incurred by either team. Instructors might want to post scores on the
blackboard or on a large piece of paper visible to everyone in the room. If working with children
in a small group, the instructor can record negative behaviors on a small note pad and later
transfer them to the blackboard. 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.

Care should be taken to be as consistent as possible in scoring negative behaviors. Winning
teams should be praised as well as rewarded for their efforts, with that praise tied when
possible to specifically observed behaviors. Instructors may want to alter the Game somewhat
as necessary (e.g., changing rewards or more carefully defining acceptable and unacceptable
behaviors with students). Obviously, any alteration of the Game, no matter how small, should be
shared with the classroom before being put into effect.

i

Troubleshooting: How to Deal With Common Problems in Using
the 'Good Behavior Game'
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Q: What should I do if a smalfl number of students try to sabotage the game for other
children by deliberately acting out and earning penalty points for their team?

If a small number of students are earning a large number of points during the Game, consider
forming them into a separate team. While not the horm, occasionally a single student or small
group of children may be tempted to undermine the Game by deliberately incurring a large
number of penalty points for their teams. (Such children may find the resulting negative social
attention of other members of their team to be its own reward!} A simple remedy for this
problem is to modify the Game by making those disruptive students into a separate team. The

Game will continue unchanged, except that your room will now have three teams rather than two

competing for rewards.

Q: I have used the Good Behavior Game for a while and have found it to be effective. But
lately it doesn't seem to have the same impact on my students. What do you recommend?

If the Good Behavior Game appears to be losing effectiveness over time, be sure that you are
consistently noting and assigning team points for inappropriate behaviors and that you are
avoiding verbal arguments with students. It is very important that points be assigned
consistently when you witness inappropriate behavior; otherwise, the Game may not bring
about the expected behavioral improvement among your students. Teachers using the Game
sometimes find it helpful to have another adult familiar with the Good Behavior Game observe
them and offer feedback about their consistency in assigning points and success in avoiding
negative verbal exchanges with students. :
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Behavior Contracts

The behavior contract is a simple positive-reinforcement intervention that is widely used by
teachers to change student behavior. The behavior contract spells out in detail the expectations

Jim's Hints for Using...
Behavior Contracts
Behavior contracts can be
useful when the student has
¥ behavioral
problems in school
locations other than
the classroom (e.g.,
art room,
cafeteria). Once a
behavior contract has proven
effective in the classroom, the
instructor can meet with the
student to extend the terms of
the contract across multiple
settings. Adults in these other
school locations would then be
responsible for rating the
student's behaviors during the
time that the student is with
them.,

For example, a goal may be
stated in the contract that a
student "will participate in
class activities, raising his
hand, and being recognized by
the classroom or specials
teacher before offering an
answer or comment." Art, gym,
or library instructors would
then rate the student's
behaviors in these out-of-class
seltings and share these
ratings with the classroom
teacher.

of student and teacher (and sometimes parents) in carrying
out the intervention plan, making it a useful planning
document. Also, because the student usually has input into
the conditions that are established within the contract for
earning rewards, the student is more likely to be motivated to
abide by the terms of the behavior contract than if those
terms had been imposed by someone else.

Steps in Implementing This Intervention

The teacher decides which specific behaviors to select
for the behavior contract. When possible, teachers should
define behavior targets for the contract in the form of positive,
pra-academic or pro-social behaviors. For example, an
instructor may be concerned that a student frequently calls out
answers during lecture periods without first getting
permission from the teacher to speak. For the contract, the
teacher's concemn that the student talks out may be restated
positively as "The student will participate in class lecture and
discussion, raising his hand and being recognized by the
teacher before offering an answer or comment.” In many
instances, the student can take part in selecting positive
goals to increase the child's involvement in, and motivation
toward, the behavioral contract.

The teacher meets with the student to draw up a
behavior contract. (If appropriate, other school staff
members and perhaps the student's parent(s) are
invited to participate as well.) The teacher next meets with
the student to draw up a behavior contract. The contract
should include:

a listing of student behaviors that are to be reduced or
increased. As stated above, the student's behavioral goals
should usually be stated in positive, goal-oriented terms.
Also, behavioral definitions should be described in sufficient
detail to prevent disagreement about student compliance.

The teacher should also select target behaviors that are easy to observe and verify. For
instance completion of class assignments is a behavioral goal that can be readily
evaluated. If the teacher selects the goal that a child "will not steal pens from other
students"”, though, this goal will be very difficult to observe and confirm.

« a statement or section that explains the minimum conditions under which the student will
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earn a point, sticker, or other token for showing appropriate behaviors. For example, a
contract may state that "Johnny will add a point to his Good Behavior Chart each time he
arrives at school on time and hands in his completed homework assignment to the
teacher.”

« the conditions under which the student will be able to redeem collected stickers, points,
or other tokens to redeem for specific rewards. A confract may state, for instance, that
"When Johnny has earned 5 points on his Good Behavior Chart, he may select a friend,
choose a game from the play-materials shelf, and spend 10 minutes during free time at
the end of the day playing the game.”

« bonus and penalty clauses (optional). Although not required, bonus and penalty clauses
can provide extra incentives for the student to follow the contract. A bonus clause usually
offers the student some type of additional 'pay-off' for consistently reaching behavioral
targets. A penalty clause may prescribe a penalty for serious problem behaviors; e.g., the
student disrupts the class or endanger the safety of self or of others.

+ areas for signature. The behavior contract should include spaces for both teacher and
student signatures, as a sign that both parties agree to adhere to their responsibilities in
the contract. Additionally, the instructor may want to include signature blocks for other
staff members (e.g., a school administrator) and/or the student's parent(s).

Troubleshooting: How to Deal With Common Problems in Using
Behavior Contracts

Q: What do ! do if | find that the behavior contract fails to work?
There may be several possible explanations why a behavior contract is ineffective:

« Students may not be invested in abiding by the terms of the contract because they did not
have a significant role in its creation. If this is the case, students should be consulted and
their input should be incorporated into a revised contract.

» The rewards that can be earned through the contract may not sufficiently motivate
students to cause them to change their behavior. The teacher should review the list of
rewards with students, note those rewards that students indicate they would find most
appealing, and revise the reward list to include choices selected by the students.

» Points and rewards may not be awarded frequently enough to motivate the student. Each
person reacts in his or her own way to reward systems such as behavior contracts; some
must have rewards delivered at a frequent rate in order for those rewards to have power
sufficient to shape these students' behavior. The instructor can fry altering the contract to
increase the rate at which points and rewards are given to see if these changes increase
student motivation to follow the behavior contract. (NOTE: Once the behavior contract
proves effective, the teacher can gradually cut back the rate of rewards to a level that is
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more easily managed.)

Q: How do I respond if the student starts fo arque with me about the terms of the contract?

It is not unusual--especially when a behavior contract is first introduced--for the teacher and
student to have honest disagreements about the interpretation of its terms. If this occurs, the
teacher will probably want to have a conference with the student to clarify the contract's
language and meaning. Occasionally, though, students may continue to argue with the
instructor about alleged unfairness in how the teacher enforces the contract--even after the
teacher has attempted to clarify the contract's terms. If the student becomes overly
antagonistic, the teacher may simply decide to suspend the contract because it is not
improving the student's behavior. Or the instructor may instead add a behavioral goal or penalty
clause to the contract that the student will not argue with the teacher about the terms or
enforcement of the contract.







How to Create a Behavior Contract Page 1 of 2

Your Guide to Elementary Educators.

FREE Newsletter. Sign Up Now!

You know the kids I'm talking about. Every teacher has at least one challenging child in her class, a student who needs extra
structure and incentive to change bad behavior habits. These aren't bad kids, just children who need aiittle extra love and
support. Perhaps they come from rough home environments, maybé no one's ever <i>really<fi> loved them before, Whatever
the problem, such students can disrupt learning in your classroom, putting thoughts of early retirement into your head on a
daily basis!

One way to get this problem under contrel is through a behavior contract. A behavior contract is an agreement between the
teacher, student, and the student's parents that sets limits for student behavior, rewards good choices, and outlines
consequences for bad cholces. This type of program sends a clear message to the child that "This behavior can not continue.
Here is what we need to see from you and here is what you will see in response to your choices in the classroom.”

First, make a plan for change. Use this Behavior Contract form as a guide for the meeting you will soon have with the student
and his/her parents. Tailor the form fo your particular situation, taking into consideration the personality and preferences of
the child you are helping.

Next, hold a meeting with the involved parties. Perhaps your school has an assistant principal in charge of discipline; if so,
Invite this person, too. The student and his/her parents should attend as well.

Focus on 1-2 particular behaviors that you would like to see change. Don't try to change everything at once. Take baby steps
toward major improvement so that it feels more "do-able” to the child. Also, the parents will feel less defensive towards you if
you make It seem like there's only a little "fine-tuning” to be done. Make it clear that you called this meeting because you care
about this child and want to see him/her improve in school this year. Emphasize that the parent, student, and teacher are all

- .part of the same team. Convey that "l can't do it without you. We're all in this together.”

Define the tracking method to be used con a daily basis for monitoring student behavior. Describe the rewards and
consequences that correlate with behavior choices. Be very specific and clear in this area. Use quantitative numbers
wherever possible. Involve the parents in providing the rewards and consequences, taking much of the pressure of
enforcement out of your hands. Constant school-to-home communication will go a long way towards significant progress with
this child. Make sure that the chosen consequences are truly important to this particular child; you can even ask the child for
input which will make him/her buy into the process even further, Have all involved parties sign the agreement and end the
meeting on a positive note.

Schedule a follow-up meeting to discuss progress and make adjustments fo the plan as needed. The follow-up meeting
should be in 2-6 weeks, depending upon your assessment of the situation. Let the child know that the group will be meeting
again soon to discuss progress.

In the meantime, be very consistent with this child In the classroom. Stick to the wording of the behavior contract agreement
to a "t." When the child makes good behavior choices, heap sincere praise upon him/her. When the child makes not se good
choices, do not be apologetic; if needed, pull out the contract and review the terms that were agreed upon. Emphasize the
positives that come along with gocd behavior choices and help the child to get used to new habits of good behavior.

Most of all, be patient. Do not give up on this child. While you may feel like pulling your hair out right now, as you see the child
grow and develop, you may find this relationship to be one of the most rewarding of your teaching career. Such children often
need extra love and positive attention so don't let your frustrations get the best of you.

You might be surprised at the huge feeling of relief that all involved parties feel just by having an agreed-upon plan. Now that
you all know how to proceed, a happy ending is in sight. Use your teacher's intuition to start yourself on a more peaceful and

http://k6educators.about.com/cs/classroommanageme3/a/createcontract. him 2/20/2007
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My Contract:

Name:
: Date:

These are my goals:

These are my rewards/reinforcers if I meet my goals:

-

My contract will be reviewed on

$ignaTures:
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Lunchroom Contract

Behavior
Who
What 1.
2.
3.
When-
How Well
Sign here.
{Student) _ . Date
(Teacher) Date
Luonchroom Record:  “+” = Criteria Not Met -

Reward

Given by
What
When
How Much

See page 67 for suggestions for use.
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Class Lunchroom Contract

We, the undersigned, agree to perform the following behaviors in the lunchroom:

L. 3. 5.
2. 4, - 6.
We will perform these behaviors for the contract period from to

. As a reward, we will receive

on

Student Signatures:

The teacher agrees to see that the reward is carried out.

CONTRACT

(Teacher Signature) - Date

See page 69 for suggestions for use.




omework Contract

I, , agree to complete the

homework assignment(s) fo} the following subjects:

87

1 4,
2. 5
3. 6
with at least : % accuracy in #
out of (#) subjects, over a time period of to
For meeting criteria on __(#outof (#) days, I can earn
| to be delivered
(when) by (person).
{ ConTRACT
it
AT (Student Signature) Date
(Teacher Signature) Date

See page 67 for suggestions for use.
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Amazing Turtles Leaping
Hurdles

, agree to

I

during

time. Tf T am successful, then I may color in a turtle. When all five of the turtles are

colored in, T will get

Date
Student

"Teacher

See page 67 for suggestions for use.




75

Achiever Beaver Contract

I, | ' , agree 1o

during

time. If T do this, T may color in a beaver. When all five of the beavers are

colored in, I will receive

to be provided by .

Date
Student

Teacher

i
wWhpre

4
o]
W,
2

e

Y ,ﬂ/ o
s

qp i
i,
W%ﬁ

=

See page 67 for suggestions for use.




's Contract

{nama)

| agree to:

If | meet these conditions by

, | earn the following

{date)
privilege(s}):
Contract default penalties:
Perfect score/exceptional work bonus:
Signed: Witness:
Parent: Today's Date:

7{'_Zo;:ayright © 1996 by Sopris West.

Contracting to Enhance Motivation . ﬁ

3
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Reinforcer Menu

See page 119 for suggestions Jfor use,
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itract

I , agree to do the following 5

behaviors: ’ N
1 S
2.

When:
How Well:

If I am successful, I will receive s

given by - ' , oh

Bonus Clause

Penalty Clause

] e it e
B bttt S ot e

Date

(Student Signature)

(Teacher Signature) Date

See page 68 for suggestions for use.




. Daily Contract

Date:

Desired Reading Math Language | Swuccess- | Specialist Science
Behaviors Arts Maker

On-Topic 0 35 0 35 0 35 035 0 35 0 35
Comments

0 3 5 0 35 0 35 0 35 0 35 0 3 5

On-Task

Follow 0 3 5 0 35 035 0 35 6 3 5 0 3 5
Directions

Finished Yes/ No Yes / No Yes/ No Yes/No Yes / No Yes / No
assigned

woik

0=3 or more warnings 3= 2 warnings
Yes=5 points

On Time for School
Completed Responsibility Paper
Completed Check-out

Teacher Comments

No=0 points

il
z 'z Z

5=1 or no warnings

Parent Comments

Teacher Signature

Parent Signature







LT oﬁer
you can’t
- refuse . . .

"

's Contract

{name}

[ agree to:

If | meet these conditions by

, | earn the following

(date)
privilege(s):
Contract defaulﬁ penalties:
Perfect score/exceptional. work bonus:
Signed: Witness:
Parent: Today's Date:

YCopyright © 1996 by Sopris West.

Contracting to £nhance Motivation %

I
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ecess Contract

Who Date

What to Do: What Not to Do:
1. 1.
T ——— 20—
3 3 '

If 1 earn (#/name of rating)

or better ratings during time, 1

will receive

to be provided by , o1 .

, .
{Student;Signature) Date
—

(Teacher Signature) Date

M@mig Recess:
Q FExcellent O Good O OK O Poor

Lunch Recess:
1 Excellent O Good d OK . O Poor

Afternoon Recess:
O Excellent O Good U OK U Poor

See page 07 for suggestions for use.




My Contract:

{ Name:
'_ Date:

These are my goals:

! 2.

?hese are my consequences if I don't meet my goals:

i
il

3
e

These are my rewards/reinforcers if I meet my goals:

My contract will be reviewed on

i

S_igna'rur'es:

1
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Amazing Turtles Leaping

1, . , agree to

during

time. If T am successful, then I may color in a turtle. When all five of the turtles are

colored in, T will get

Date

Student

Teacher

See page 67 for suggestions for use.
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Achiever Beaver Contract

I, ' , agree to

during

time. I£ I do this, I may color in a beaver. When all five of the beavers are

colored in, I will receive a | )

to be provided by

Date

Student

Teacher

s

!
W,

’

i,
5,

=—

See page 67 for suggestions for use.




Behavior

Who

83

Lunchroom Contract

What 1.

When-

How Well

Sign here.

(Student) - Date

{Teacher) Date

“1” = (Criteria Met

Criteria Not Met -

Reward

Given by

What

When

How Much

See page 67 for suggestions for use.

j
!
£
i

A




35

Contract

Class Lunchro

We, the underéigned, agree to perform the following behaviors in the lunchroom:

1. 3. 5.
2. 4. 6.
We will perform these behaviors for the contract period from to

. As a reward, we will receive

On

Student Signatures:

The teacher agrees to see that the reward is carried out.

(Teacher Signature) Date

See page 69 for suggestions for use.




omewwork Contract

I

homework assignment(s) fogr the following subjects:

L. 4.
2. 5.
3. 6.

&7

, agree to complete the

#)

% accuracy in

with at least

out of

For meeting criteria on

(#) subjects, over a time period of

(#) out of

(#) days, I can earn

to be _delivered

(person).

(when) by

CONTRACT

Losdnr B beend s

TR S Y
L Ll

1 bt = e 1
P ey -
(g saht
ot oo
e 10
§ g " f"‘
§ o s ternnil g

[

See page 67 for suggestions for use.

Date

{Student Signatute)

{Teacher Signature)

Date
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Who Date

What to Do: ‘What Not to Do:
1. 1.
y N ——— y
3 3

e

(#/name of rating)

If 1 eamn
or better ratings during time, 1
will receive
to be provided by , on
(Student. Signature) Date
(Teacher Signature) Date

Morning Recess:
Q Excellent  Good 0 OK 1 Poor

Lunch Recess:
1 Excellent O Good a oK . Q Poor

Afternoon Recess:
O Excellent O Good 3 OK 4 Poor

See page 67 for suggestions for use.







Uses for Yes/No and Smilev/Frowny Tickets

1. Copy tickets and give to recess/prep time/office/cafeteria staff to help

them monitor specific students. The student should be given a carefuil
explanation that they will be observed during the out of home class
activity and that they should go to the staff member to collect their
ticket at the end of the period. The staff member should mark the
ticket, briefly explain why the student got the rating they did, sign
their name, and give the ticket to the student. The student takes the
ticket to his/her teacher and receives the pre-determined consequence.

. Teachers give the tickets to individual students frequently throughout
the day. The student could have an envelope on their desk or a special
box in their desk. At the end of the day, if the student has more “yes”
marks or more “smileys” than “no” tickets or “frowns,” the student
carns a reinforcer (treasure box, grab bag, spinner, 5 minutes free
time, stickers, extra points, etc.). The student could bring the tickets
home daily to show their parents. If the student will struggle to
manage the tickets, the envelope or box could be kept under the
management of the teacher or a peer.

. Principals carry the tickets in their pockets daily and hand out the
tickets to student’s who are either doing something really good or may
need a little reminder. The principal simply comments on the
behavior and signs the ticket. Though there is no secondary
reinforcer, the attention and feedback from the principal is helpful for
the students.

. Teachers laminate the tickets and cut out in rows of 4. Tape the ticket
row to a student desk. Mark off each ticket when a behavior is noted
throughout the day. When all four are marked, the student shows the
teacher and gets a pre-determined reinforcer if there are more positive
marks, and gets a clean row of tickets if there are more negative marks
(to try again). Mark the tickets frequently and remind the student that
you are looking for certain positive behaviors. Use dry erase markers
S0 you can re-use the tickets.
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See page 124 for suggestions for use.
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