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BEehdvior SoFtT AcTi

Use the visuals below to have the students sort between good/bad
behaviors (you can be selective about which visuals you use to
target the Key behaviors that you want the student to increase/
decredse). Two different templates have been provided.
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The Key to reducing problem behavior is identifying:
What is the problem behavior that is occurring (what does it look like)?
What behavior do you want to see instead (eq, if student is blurting out in class, the
repldcement behavior will be ‘raise hand and wait to be cadlled on; if the student is
constantly wandering and out of his seat, then the replacement behavior would be
‘stay in seat’).
Once you have identified the behavior you want to see, reinforce each instance the
student is engaging in that ‘preferred behavior’.

Behavior reduction using a token
economy

Token boards adre an AWESOME tool to both visuadlly represent the behavior the student
is to be engdging in as well as visudlly reinforcing (as the student is able to track how close
they dre to getting a reward for engaging in the behavior).

Token board implementation M@ @{h@ﬁ@@ @@][ M

Super heroes

Step | \ff LR & M
Before you begin a token economy, the very first step @? ﬁ‘ ’%
ls to find out ‘what’ is reinforcing to the student. Use :
preference dssessments or questionndires to find out
‘what’ the student will work for. Place the items on a
choice board (a variety of reinforcers will reduce the
likelihood of satiation and reduce the chance of the items/
activities becoming ineffective). Laminate both the board
and reinforcers- attach using velcro

Water break Sensory room Listen to music




Blank tiles have been provided to personalize
behaviors/reinforcers that may be specific to the
student you are working with. Pictures of these
cdan be cut and pasted onto the tiles pre-
lamination

Step 2.

Select the appropriate ‘positive behavior’ visudls
that you want your student to exhibit and place
on the token board (you can do this pre-
lamination, or laminate visuals and the board
sepadrately and attach the visuals on the board
using velcro.

You cdn use d ‘non visudl board’ depending on the
student (or once generadlized compliancel/an
increase in positive behaviors has been dachieved)

Step 3:

Have the student choose what they’re wanting to
work for. Place this visudl on the yellow square on
the token board (attach with velcro).

Blank tiles

N

My Behavior Targets

| |[aa

Keep my hands Sit on chair Use nice words

to myself

I’'m working for

My behavior Targets




Step 1

Attach a token to the board each time you catch
the student engaging in the desired behavior/s (it
is recommended to initially make token delivery
frequent and often to make sure you are catching
the student ‘being good’ and letting them Know
that it is worthwhile to engage the desired
behaviors). Make sure you dre also giving behavior
specific praise (“great job staying in your seat,
here’s a token”) when delivering the tokens. Once
the token board is full, the student gets to
engdge in the chosen activity (it is best to set a
timer to let the student know how long they get
to engdge in the activity- S minutes is usually

more than enough ©

Step S

Once the student has engaged in their preferred
activity contract with the student to see what
they want to ‘work for next’ from their choice
board and pldace this visual onto the token board
(this makes the transition from a preferred
activity back to ‘work’ more likely to be
successful).

Step o

As Yyou dre seeing success, gradudlly increase the
dmount of ‘desired behavior’ required before d
toKen is delivered.
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ToKken board tokens

Laminate and velcro
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Token board (one behavior
target)

My Behavior Tdrget

L

HEENN
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Alternate token boards

Select the dppropriate behavior targets specific to the student and place them on
the token board (laminate or velcro onto the board). The student has to engage in
those behaviors for a specified amount of time. This could be set on a timer, (eg, set
for an hour, every 30 minutes etc), or it could be per each natural transistion time
within your classroom (eg, morning routine, ELA, Math etc). At the end of each time
slot, the student will receive atoken if they engage in the behavior/s for that entire
period. If they get a token for each behavior (or Z out of 3 behaviors---.though this
will all be student specific) then they get a star.

Once they get their target # of stars (recommended to start a low target # of stars

and gradudlly increase the #’s ds you see success in the positive behaviors) then they
get their chosen reinforcer.

My Behavior Targets
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Alternate token boards

Balloon token boards with behavior contract. [lower and rocket ship token boards (both
Multiple token boards are provided to full page and half page versions)

gradudlly increase the # of tokens required
to achieve the reward.

Token board can either be printed and
balloons manually colored each time a token is
delivered, or balloon token have been
provided (laminated and velcroed). This can
eventudlly be used as g ‘daily behavior chart’
where each balloon is delivered at the end of
the day contingent on behavior

Tip: When looking at setting long range godls where d reinforcer is delivered at the end of the day/after

the passage of a number of days, make sure the ‘amount of reinforcer’ is equivalent to the amount of

effort put in by the student (eg, getting Smins of play doh time isn’t going to cut it for behaving dll
whereds dnice cream pdss may just do the trick).
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Smdall star tokens
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Rocket ship tokens

Flower tokens

Laminate, cut out and place the
rocket ship tokens on the launch pad
and deliver as tokens

Have the student color the original flower
(above) to serve as tokens for the ‘flower
board’.

Cut out each part of the colored flower,
laminate them, velcro them and attach to
origindl template in the form of tokens.
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Behavior ConrrdcT

Student name:

My behavior targets are:

My goal is to earn balloons

Once | have earned all of
my balloons | will get:

Signed (student): Signed (teacher):
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