Examples of Common Reinforcement Strategy Types in a Spectrum Program
	Category 1

	Tokens             Examples: “Tone of Awesome Decency”     “Sun Spots”     “Pirate Patches”

	Use/Type  
High rate – low value token reinforcers

	Hand drawn design about the size of a large postage stamp or small “sticky” replicated on a sheet of typing paper (approx. 40 stamps fit on a page. Copied on copier and cut into individual stamps for distribution.

	Process Steps and Outcomes
· All staff give out at a high rate at random yet planned times and settings for targeted behaviors. Example: twice a week staff will go into targeted settings – a hallway in this example - and give out 10 to 20 tokens, one to each kid who is walking (the targeted behavior) along with a quick verbal acknowledgement for the specific behavior (“Thanks for walking”).

· All staff carry lots of these tokens around with them for use in any and all environments during the school day

· Redemption is at the school store where tokens can be exchanged for various items. Redemption rates (e.g., 20 tokens = an eraser, 30 = a pencil, etc.) are posted throughout the school at water fountains, doors, classrooms, and other highly visible areas within the school. The list of items and their “cost” may change during the year due to availability, etc.

· The rate of redeemed tokens is monitored by putting all tokens returned into a container with a line drawn on the inside – say, a small waste basket with a line drawn about 4 inches from the bottom. When the amount of returned tokens reaches the line, the tokens are returned to circulation (usually a box located in the office by staff mailboxes, or staff lounge, etc.) and a tally mark is made on a recording form by the office staff.

· These tokens are quick and easy to use and expense can be balanced by adjusting both the rate of delivery and the amount needed to redeem for any particular item


	Category 2

	Tokens             Examples:  “Bronco Buck”  “Panther Paw”   “WOW” Certificates  “Pride Tickets”

	Use/Type  
Moderate rate token reinforcers with multiple reinforcement “levels” or steps built in

	Hand drawn design, usually representing the school mascot, a little smaller than a dollar bill, but not too small to write on. Tokens are replicated on a sheet of typing paper (approx. 6 to 8 on a page). Copied on copier and cut into individual tokens for distribution.

	Process Steps and Outcomes
· All staff give out at a moderate to low rate balancing rates and types of problem behavior, need for reinforcement of specific target behaviors, and availability of, and funds for, underlying rewards. These tokens are higher value for students in terms of what they get, and more time consuming for staff to use. These tokens require staff to specify in writing the behavior for which it is given, write the name of the student, the date, the staff member’s name, perhaps the room number, and grade level. Delivery is coupled with a praise statement or verbal acknowledgement for the specific behavior along with a verbal prompt that the student “should be proud of themselves” for the behavior.

Example: a staff member sees a student clean up someone else’s mess. The staff member goes up to the student and says, “I noticed that you are cleaning up a mess that you didn’t have to. I really appreciate your effort on behalf of the school. That’s very responsible and respectful. You show a lot of character. Thanks!” During this the staff member would be filling out a “Bronco Buck” indicating that the student was responsible, perhaps a short reason why, and writing a thank you and a signature.

· All staff carry a pad of these tokens around with them for use in any and all environments during the school day.

· These token then start down a “nested level” process of continuing reinforcement as follows:

	1. First Level, “Catching Kids Being Good”. The token is delivered to the student with staff acknowledgement and prompt for self acknowledgement. Potential reinforcement: This level could result in 3 reinforcement opportunities: the token, the staff praise, the self delivered reinforcement
2. Second Level, Classroom-based recognition. If given to the student outside the classroom by someone other than their classroom teacher, the student brings the token back to his or her main classroom and gives it to the teacher. The teacher then acknowledges the students good behavior and may deliver a low level tangible (if that fits with the particular classroom system). Potential reinforcement: This level could result in 1 or 2 reinforcement opportunities. This level may not be applicable if the token is delivered within the classroom by the teacher.

3. Third Level, “Lottery”. Token is then placed in a “fishbowl.” Every “homeroom” has one. Each Friday, the teacher will draw one or more names from the bowl who receive class acknowledgement and a low-level tangible (pencil, eraser, etc.). The number of names drawn depends on the availability of underlying tangibles and the needs of the class. Potential reinforcement: This level could result in 1 to 2 reinforcement opportunities.

	4.  Fourth Level, “Group contingency” – high level reinforcers earned. All tokens are then taken out of the bowl to a pin board designed to hold at least 100 of the tokens pinned to it. Every “homeroom” has one. Either the staff member or students pin that week’s tokens to the board where the names of those acknowledged can be read. When the class gets to or goes over a total of 100 or more tokens at the end of the week, the whole class will have earned a pizza and movie to be scheduled in the next week (Staff need to make allowances in lesson planning as the class moves closer to the goal). Potential reinforcement: This level could result in 1 to 4 reinforcement opportunities.     Note: At this level, students may incur a cost/response debt in tokens by engaging in inappropriate behavior. An example would be a situation in which there was a guest teacher and the class was disrespectful and disruptive. Upon returning, the teacher would then assign a “cost” consisting of requiring the class to earn additional tokens (number depending on the severity of the behavior) before earning the pizza and movie. It is recommended that the teacher not remove tokens already earned, but require more instead.

5. Fifth level, Schoolwide recognition. Once a pizza and movie have been earned, staff remove the ~100 tokens, place them in an envelope, and send them to the office. Office staff then tally each batch (one tally, not 100) and put the tokens in a large box or hopper. Twice a year during schoolwide assemblies (addressing academics, sports, etc.) behavior is acknowledged and all the tokens earned during that period in the box or hopper are brought out and drawn for large prizes (walkmans, pizza coupons, lunch with the principal, basketballs, bicycles, etc.). These prizes are obtained in many ways; through the community contacts, parent/teacher organizations, fund raising activities, line item budgets, donations, no-cost naturally occurring privileges within the school, and other sources. ). Potential reinforcement: This level could result in many direct reinforcement opportunities as well as collateral reinforcement for all students.     


	Category 3

	Self Mangers Badges 

	Use/Type  
Conveys access to privileges and/or activities earned through repeated good 


behavior.  Accessible to all students meeting criteria for the privilege and within the 

setting

	A badge or card, either worn on a lanyard, or kept in a binder, back pocket, or some other safe yet accessible place on a person. The badge may be a student ID with modifications for indicating self manager status or may be printed on card stock and either laminated, or unlaminated and replaced at various points during the year or when needed.

	Process Steps and Outcomes
This level is for use with those students who typically self manage their own behavior and probably qualify for hundreds of level one and two tokens each month. The use of this level is not to say that the students meeting self manager criteria no longer need to be included in the token systems - they do! – But this level allows us to move students who can manage and their own behavior intrinsically into a recognition system that operates daily for the students at very little effort and cost to staff.
· When staff notice a student that exhibits high rates of appropriate and expected behavior, earning level one and two tokens at a high rate, they recommend and/or promote the student to self-manager. 

· As a self-manager, the student can earn privileges that reflect their behavioral strengths. For example, the student goes to the restroom and comes back in a timely and respectful manner every time permission is given. This student earns a sticker (say, a yellow dot for instance) that is placed in a certain place on their badge. This sticker indicates to all that this student no longer needs a hall pass to go the restroom. Other examples could include: not having to line up to go to or leave the cafeteria, not having to wait to be dismissed to go out to recess, taking things to the office, working as a “teacher’s aide,” etc.
· If the student abuses a privilege, the sticker for that privilege is removed and would have to re-earned.
· If a student have behavioral challenges in most school environments, but is consistently successful in just one or two, that student could earn stickers reflecting acknowledgement of their success in those areas.

· Criteria for earning self manager privileges can also vary from environment to environment and student to student. Since the access is determined student by student , it acts as kind of an individual contract the particulars of which can remain between just the student and the staff allowing access to almost any student. For instance, a student may be very responsible in one class going to and returning from the restroom, but irresponsible in other classes during the same activity. The student may earn a restroom privilege sticker good only for the class where he is successful. In this way success is acknowledged and serves as a potential foundation for improvement in other, less successful environments


	Category 4

	Positive Referrals

	Use/Type  
Fairly low-rate. Accessible to all students meeting criteria

	Positive referrals are written by staff for behavior by a student that goes “above the bar” or is out of the ordinary for most expectations

	Process Steps and Outcomes
This level is for use with those students who go above and beyond expectations and other students who may deserve special recognition and support for their behavior or behavioral efforts.
· Staff identify a student to be recognized with a positive referral and writes the referral

· A copy goes to the office, a copy goes to the student, and a copy is mailed home to the parents/guardian

· Upon receiving the referral, the principal calls the student down to the office and acknowledges appreciation to the student (the referring staff member could also do this either before, or after the office visit)

· The referring staff member calls the parents/guardian at home (not work), typically leaving an appreciative message on the answering machine, or briefly chatting with them if at home. The principal might also make this call instead of the staff member if the situation warrants
· When 2 to 4 students have received positive referrals, they get to have lunch with the principal in his or her office.

· At the end of the year assembly, all students having received a positive referral get to “duct-tape” the principal to the wall in the gym, or some other inexpensive but highly motivating attention getting activity

Potential reinforcement: This level could result in multiple reinforcement opportunities




	Category 5

	G.O.O.S.E.

	Use/Type  
Designed for recognizing and rewarding staff participation Staff Accessible to all staff

	G.O.O.S.E. recognizes staff who do something worth acknowledging like (e.g., consistent use of the reinforcement system, extra work on the behavior support team, and other efforts aimed at improving school culture and climate

	Process Steps and Outcomes
G.O.O.S.E. stands for “Get out of school early.” It can be nominated by a colleague or administrator and is delivered to the staff member by the principal in recognition and support for their behavior or behavioral efforts.

· The principal delivers the “Goose” citing the specific reasons why and expressing appreciation. This may be done privately or at a monthly staff meeting.

· The “Goose” allows the staff member to a certain amount of additional release time, usually at the staff member’s convenience, but sometimes dependent on substitute availability.
· The principal provides coverage for the staff member for the time awarded. This can be a substitute or the principal or other staff may take over the duties of the “Goosed” staff member (typical).


Examples of Positive Consequences
· Sitting in teacher’s chair   

· Being first in line

· leaving class 2 min. early

· Free time

· Computer time

· Leading a lesson    

· Additional time at recess

· Sitting where they want

·  P.E./Music

·  Snack/treats

·  Fun activities

·  Handing out papers

·  Videos

How Do I Distribute Rewards, Recognition and Reprimands?

1= frequently, 2= occasionally, 3= seldom, 4= never

	
	High Achievers
	Poor achievers
	Acting Out or Externalizing Kids
	Internalizing or Withdrawn Kids
	"Average" kids with no problem Behavior
	Whole Class
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	Positive Notes or Calls Home
	
	
	
	
	
	

	Food or drink
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	Other
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Write a goal and strategy you will use to recognize a particular type of student more.
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