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Study guide

The Good Behavior Game - Prevent the disruptive behavior

1. Our Objectives 
· Define the disruptive behavior.

· Different interventions to address the disruptive behavior in the classroom.

· Learn the Good Behavior Game.

· Apply the Good Behavior Game in the classroom.

2. The Agenda 

· A short story
 

· Introduce disruptive behaviors
 

· Introduce the Good Behavior Game
 

· Procedures of the Good Behavior Game
 

· The pros and cons of the Good Behavior Game 

· Conclusion 

3. A short story: Ms. Jones and students with talk-out.
4. What is disruptive behavior?
· Definition: disruptive behavior is student noncompliance with teacher requests (De Martini-Scully, Bray, & Kehle, 2000).

· Examples 
5. Influences of disruptive behaviors 

· For teachers.
· For students.
6. Glossary 
· Interdependent group contingency 

· Reinforcement
· Token economy
· Reductive techniques
· Mystery motivators
7. Literature review 

· There were several kinds of interventions for teachers to prevent the disruptive behavior.

· De Martini-Scully et al. (2000). 
· Mottram, Bray, Kehle, Broudy, & Jenson (2002). 

8. Good Behavior Game: History 

9. Good Behavior Game: Concept 

· An interdependent group contingency (Tingstrom, Sterling-Truner & Wilczynski, 2006).

· The primary participants. 
· The Good Behavior Game is a good way to prevent the general disruption of 90% students. 

10. Why the Good Behavior Game is so powerful?
11. Good Behavior Game: Procedures 

· Harris & Sherman (as cited in Tingstrom et al., 2006 ) analyzed the components of Good Behavior Game, they found there are only three essential features: (1) dividing the class into teams, (2) setting criteria for winning, and (3) reinforcing the winning team.
12. Good Behavior Game: Detail steps 

13. Good Behavior Game: Pros & Cons (Tingstrom et al., 2006)
· Pros
· Cons  

14. Conclusion
· The effects of the Good Behavior Game.
· Satisfaction and acceptability of teachers. 
·  The end  -
A case study

  There are three students often disrupts Ms. Wang during instruction. When Ms. Wang is presenting a lesson, those students often drop their materials, or talk without permission, then looks over to see the responses of Ms. Wang and other students. Ms. Wang found some students think these kinds of behaviors are funny and give the disruptive students smiles. Ms. Wang has tried scolding three of the students, putting them in time-out, and telling others to ignore their behavior. However, these efforts didn’t work well. Ms. Wang knows that if other students didn’t think the disruptive behaviors are interesting, they may probably stop being disruptive.
Question: If you are Ms. Wang how would you apply the Good Behavior Game to address the three students’ disruptive behavior?
Possible solution:
  Before applying the Good Behavior Game, Mr. Wang conducts the functional behavioral assessment individually at first. The functional behavioral assessment has two purposes in this case study: (1) to find out the average number of times that each of the students usually drops their materials and talk-out (2) to find out what classes exist the disruptive behaviors. 
  After the functional behavioral assessment, Ms. Wang identifies the rules of the "Good Behavior Game." The following behaviors result in getting a cross mark on the good behavior scoreboard for each occurrence:
1. Getting out of your seat during seat work.

2. Talking-out without permission during class.

3. Dropping materials more than three times in a class.
   Mr. Wang arrange students into three teams, each team involves a disruptive student and tells all students that as team members violate one of the rules, their team gets a cross mark on the good behavior scoreboard. Every time, after Ms. Wang repeating the rules once, the "Good Behavior Game" is initiated for her class. 

   The team which has the less cross mark at the end of her class will earn 10 points. Every two days, which team achieves 70% of the total number of points could earn the reinforcer.
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