Classroom Management Systems
From the American Psychological Association website:  “Effective classroom-management systems work best when three basic principles are embedded (Brophy, pp. 39-40):

1. emphasize student expectations for behavior and learning rather than focusing only on problematic behavior and discipline problems; 

2. support the learning environment by promoting active learning and student involvement and not just compliance with rules; 

3. identify to your students the behaviors that are an integral part of the instructional agenda, more specifically:

. what behaviors are required for goals of the learning activities to be reached;

. what does a particular learning activity imply about student roles, and

. how will the teacher prepare students to enact these roles successfully.”
With that in mind, we are providing information on additional Tier I behavior systems that classroom teachers can either use to supplement an existing program (such as the “stop light” or card change system) to infuse more positive behavior supports into their room, or these ideas can also be stand-alone classroom management systems.  We have included links where possible so that teachers can find more information to help them implement a program in their room.  Most of these systems will also positively impact your classroom climate.
If you have any questions or would like to meet and talk about these systems (or would like assistance in making it a reality in your room) please contact your School Social Worker or Psychologist or the Classroom and Climate Coach, Megan Duffy (megan.duffy@vernonct.org) .  
Please remember – sometimes the system you come up with won’t work for the dynamics or your new classroom, or it may need some adjustments to make it a better fit with your students.  Any of us can help you with the adjustments.
Name


Description “in a nutshell”

	Classroom Economy


	A well-run classroom economy has the ability to teach students economic principles while also serving as a behavior management system in which students are essentially responsible for themselves.  There are many ways to earn money (credits) in our classroom economy. Hard work, responsibility, doing your classroom jobs, attendance, good behavior, and academic achievements are rewarded in our classroom economy. Of course, poor behavior, lack of responsibility (i.e. needing to “rent” a pencil if you lost or broke yours, paying a “fine” if you forgot your homework), and lack of effort are ways students can earn debits. Debits are subtracted from the total amount of money a student may accumulate during a given month. As a class, we create a list of ways students can earn credits and debits on a daily basis. Of course, as the teacher, I can choose to give credits or debits for anything I deem appropriate throughout the day.  Teachers then either have a classroom store and/or a system for purchasing privileges with their credit (i.e. free homework pass, 5 extra points toward a test, sit in the teacher’s chair, sit with friends, extra free time, etc)
There are MANY different ways that this can be implemented and it can be more or less complex depending on how involved you want it to be.  Here are some links that can show you different ways classrooms use this.

http://www.scholastic.com/teachers/top_teaching/2010/01/class-economy 
 http://www.myclassroomeconomy.org/ 
http://www.teacherspayteachers.com/Product/FREE-Classroom-Money-Pack 

http://www.mrcoley.com/discipline.htm 

	Responsive Classroom 
	This approach to managing a classroom “does not rely on punishment or rewards to ‘get students to behave.’  Neither does it ignore behavior that is detrimental to the child or the group.  Rather this approach offers clear expectations for behavior and actively teaches children how to live up to those expectations.”  (pg. 7 Rules in Schools: Teaching Discipline in the Responsive Classroom)
There are some basic guiding principles behind managing classroom behavior with this approach.  Teaching all expected behaviors explicitly, especially around establishing routines, using interactive modeling to have students practice and reflect on the behavior, monitoring behavior and quickly addressing (using reinforcing, reminding and redirecting language) when it does not meet your expectations which is a signal to practice the behavior more or model again, and giving natural/logical consequences as much as possible when a consequence is needed.  Morning meetings also give a place to build community and a venue for group problem solving.  
A great book to see how this whole process works is Rules in Schools: Teaching Discipline in the Responsive Classroom by Brady, Forton and Porter.  

Also, introduce “Apology of action” to have students make amends in a reparative way.  

“Managing hurt feelings is a skill taught explicitly in the Responsive Classroom approach. “Apology,” children learn, means letting someone know you’re sorry, and “action” means to do something. Through apology of action, children learn what to do to make amends when saying “sorry” isn’t enough.

Laying the groundwork. First, children articulate their hopes and dreams for what they will learn during the school year. Then teachers help them devise rules that will make the classroom a safe environment where everyone can learn. Next, teachers discuss with children what will happen when they forget or choose not to live by the rules—the concept of logical consequences.

Fixing physical messes. One of the three broad types of logical consequences typically used in the Responsive Classroom approach is “you break it, you fix it.” Children first learn to apply “you break it, you fix it” to physical messes: If you knock someone’s block tower down, you help rebuild it. If you spill milk, you clean it up.

Fixing emotional messes. Teachers next introduce apology of action, an extension of the “you break it, you fix it” concept, to help children mend emotional and relationship messes. Teachers help the children learn how to ask for and make an apology of action that is realistic, respectful, and relevant to the hurtful situation. For example, if a child hurts someone by refusing to include her in a game, the child could promise to sit with her on the bus going home. If a child makes fun of someone, the teased child could ask for an apology of action, and the teaser might write a note telling what he or she likes about the child.

A better way to manage behavior. Instead of making children feel bad about their actions and themselves, apology of action helps children learn to solve problems while giving them a dignified way to rejoin the community. It helps children see themselves as part of a community whose members need their respect and kindness—and from whom they deserve respect and kindness in return.”
http://www.responsiveclassroom.org/article/apology-action-and-literacy


	Earn class party


	When the class or even individuals meet an expectation for “being caught good”. Something is added to your class “collection” to complete some kind of whole  (earn parts for Mr. Potato Head,  Marbles in a jar, letters in a word, stickers on a chart, paper clips on a chain etc…)  They earn a class party or other reward (this does not need to be tangible – it could be computer time, extra recess, free homework pass, etc)  when they complete the whole (i.e. fill the jar, complete the Mr. Potato head, fill up the page with stickers, etc).  There are also many different versions of this concept on line if you want to search for more ideas.


	Bucket Filling


	This is a specific variation on the above idea, based on the book “Have you filled a bucket today?”  You focus with the class on positive actions and words they use with each other.  For each positive action a “warm fuzzy” can be added to a bucket – when the bucket is filled the class can have a celebration and then start all over again.  Good to start with an introductory lesson giving specific examples of what constitutes a “bucket filler”.  With older students, you can have “tickets” that are filled out quickly naming the behavior they displayed.
http://bucketfillers101.com/ 



	Encouragement Board


	Basic concept of “Bucket Filling” and may work better for older students.

“I have a bulletin board titled "The Gifts I see In You..." I use library card pockets and put students' pictures on them. Students write each other encouraging notes--what they like about him/her, what he/she did to help another student, etc. I also have sentence prompts such as "I like it when you," "You helped me when ," etc. I found that students like to write each other "put-ups" and they frequently check their own pocket to see what their classmates have written about them. I found that when students are socially accepted and encouraged by one another, management and dealing with conflict has diminished drastically...”

http://btsafun.wikispaces.com/Classroom+Management – scroll down to the Primary techniques and go to the 7th bullet point



	Worlds Easiest Token System

	“Tell children that this year, in their new class, tokens will be awarded to the children who exhibit the behaviors you discussed and other appropriate actions.  Stress that tokens will not be awarded every single time, but that you will surprise students and they never know when they will have a token added to the bag.  This is an important point so that they do not wait to be rewarded each time they follow directions.  You might also want to mention that if a child asks for a token, he will not be given one, no matter how good of a job he did.  You are the only person who determines when tokens will be awarded.  Put tokens in the bag whenever you see behaviors you would like to encourage.  Pull tokens from the bag whenever you need to select a student for a privilege or special responsibility.  Using tokens prevents you from having to recall who has ‘behaved’ recently and determine whether you are calling on students equitably.  Since appropriate behavior is what causes tokens to be added to the bag, the higher the incidence of good behavior, the more likely a student will be to receive extra responsibilities and privileges.”

http://thecornerstoneforteachers.com/free-resources/behavior-management/token-system

	Table or Team Points

	Students must need to be grouped in some sort of teams though; I have them in pods of 4. I award points for tables who are ready to work, i.e. have their books out and ready to learn, put things away the first time I ask, etc. or for tables who work really well together to help each other. It works REALLY well with my group of students. All I have to do is walk over to the board and hold up the marker, it works every time.  Privileges can be earned based on how many points the team accrues.  
A neat variation I saw on the team points was a “Classroom Survivor” system, where teams compete for points based on lists of behaviors based on core principles (respect, responsibility, teamwork, listening, etc).  Remember that you cannot ask for points .  Points are awarded at the discretion of the staff tribal island jury only.  Each day there may be different things that the staff tribal island jury will be looking for to award points.  You can also earn an Immunity Idol (maybe call it “Community” Idol) to get bonus points that week for good sportsmanship.  
http://www.teacherspayteachers.com/Product/Behavior-Management-Classroom-Survivor
http://btsafun.wikispaces.com/Classroom+Management – scroll down to the Primary techniques section to the 4th bullet point



	“Whoops” Board
	Better for younger grades.  The Whoops Board looks like a ladder with three rungs.  When a student makes a mistake they put their number on the first step, as a reminder.  As the student makes mistakes s/he moves up.  When they get to 3 a phone call goes home and a plan is made to help the student not make the mistake again.  The real focus is the conferencing that happens between the teacher and student to come up with a plan to address the problem – not for punishment but to come up with a SOLUTION to make it right and avoid this problem in the future.  It is suppose to foster problem solving skills, not be meant as a consequence.  That said, sometimes a natural consequence happens when the problem solving takes place (ie, extra homework to make up what was missed, time cleaning a mess that was made, an apology letter).  If the child ends up on 3 again for the same mistakes then you just acknowledge that the last plan didn’t work and you come up with a new plan.


	Classroom Dojo

	An electronic behavior tracking system with funny “alien” type creatures.  You assign your students’ names to each character and you can instantly post when a student displays desired behavior (on task, participation, hard work, teamwork, persistence, helping others)– can even give a “whole class” or multiple students reinforcement.  This system will also track negative behaviors (disrespect, disruption, not prepared, talking out of turn, no homework, off task).  The target behaviors can be customized to fit your classroom needs.  Reports on behaviors can be easily generated and shared with parents.  We encourage teachers to choose in the settings to ONLY display feedback for the positive behaviors (you can still record negative behaviors but they won’t be shown to the class).  There is now a timer feature, as well.  Can be done on smartboard and mobile devices such as Android and iPhone can be used to link with the system.  Go to http://www.classdojo.com/ and play with the demo classroom. 
http://www.classdojo.com/ 



	Behavior Management Cards

	This is the low-tech version of the Classroom Dojo.  Use as silent reinforcement for appropriate behavior or reminder about checking an inappropriate behavior.  Can be used for whole class or individual student.  For whole class, put a card on a popsicle stick or magnet and hold up or put on board when appropriate.  For individual student, just put the laminated card briefly on the student's desk.  You can also add a small bit of artwork demonstrating the behavior (remember, ALWAYS state and show the desired behavior on the reminder card, not the behavior they are being prompted to stop)
Example cards:
[image: image5.wmf][image: image6.wmf]


	Private way to track behavior

	Though this is a blog that is targeted to 1st grade class, the concept could be used for much older children.  “Each child's name is written on an index card that's attached to a clipboard.  I make notes throughout the day concerning behavior that are later transferred to this clipboard for safe keeping.  It's pretty slick to keep all my notes in one place that can easily go home and back again.  




The privacy factor is probably my favorite part of the whole deal.  There are no public records kept of the wrongs of others.”  
http://foreverin1st.blogspot.com/2012/01/feels-like-home.html  


	Positive Peer Reports
	Go to the link for this idea – they have PDF resources to support this system.  
“Step 1: Select One or More Group Rewards. In this intervention, students will earn a point every time that they successfully praise a peer when you call on them. Decide how many points (e.g., 100) the class must earn collectively in order to be able to cash them in for a group reward…  Step 2: Choose Students as Particular Targets for the Intervention. Pick out at most two students in the room who appear to be socially rejected and who seek peer attention in negative ways. You will later include these students as 'regulars' on your list of students to be praised each day… Step 3: Teach Students to Praise Each Other. Set aside 10-20 minutes to review the fundamentals of praise statements with your students.   Step 4: Introduce the Positive Peer Reporting intervention. Tell students that they will have a chance to earn a group reward. Each day you will announce at the start of class the names of 3-5 students. Tell the students that some of the names will be changed each day, while some names will stay on the list. At the end of every day or class period, you will review the list of chosen students. For each student, you will ask for volunteers to raise their hands to offer praise statements about that person. If you call on a student and that student is able to offer a sincere and appropriate compliment about the person on the list, the class earns a point toward the group reward.  Step 5: Start the Positive Peer Reporting intervention. At the start of each day or class period, select 2-3 student names at random and add them to the names of your target students (from Step 2). Announce the list of names to the class and remind the group that they will be asked to come up with compliments for each student on the list at the end of class… At the end of class, review the list. For each name listed, ask students to raise their hand if they have an appropriate compliment for the student. Once an individual has received 2-3 genuine compliments, move to the next name on the list. Tally the number of compliments given and add that number of points toward the class group reward. Post the point total earned by the class publicly to generate interest. When the class has met its cumulative point goal, give the group its promised reward and start a new group point chart.
http://www.interventioncentral.org/behavioral-interventions/schoolwide-classroommgmt/positive-peer-reports-changing-negative-behaviors- 


	Safe Pocket System

	The Safe Pocket System starts with 5 values or life skills. (it really could be any core values with corresponding behaviors that work for that room)



The teacher begins by teaching what these values mean in a classroom situation.  S/he also introduces a kangaroo puppet and the class talks about how a mama kangaroo protects her joey in her pouch. The teacher then explains it is her job to protect the students. The kids then each decorate their own  pocket and the teacher decorates the teacher's safe pocket.  Each child is given a kangaroo that stays in their own pocket.

[image: image3.jpg]


   


If the teacher sees inappropriate or unsafe behavior, she addresses it in term of the 5 life skills.  For example, " Susie, you keep running in the classroom and that is not being careful, please go move your kangaroo to my pocket."  When the child exhibits careful behavior they can move their kangaroo back to their own pocket.  If the child's kangaroo is spending lots of time in the teacher's pocket she would contact the parents. 
http://mrsgoffskinders.blogspot.com/2012/04/fairy-dust-teachings-safe-pocket-system.html 



	Stop Light Modifications


	Add a "blue star" to the stoplight system. Students get to move their clothespin to the blue star if they have been an outstanding class citizen. Teachers encourage students to help others, behave politely, and to go above and beyond with everything that they do. Reward students by letting them move their clothespin to the blue star.  It is also important to allow students who go down on the stop light to be able to move back up when they start meeting expectations again.  The students in class strive each day to move their clothespin to the blue star. This addition has been especially helpful for the students that used to stay on "green" every day. This now gives them an incentive to go above and beyond and to be a thoughtful, caring, and kind class citizen. 


The following systems are more ideas for discrete times to target a special situation, behavior, or activity.  

	Tic tac toe


	Tic Tac Toe. Show me You Know! Use it to reinforce rules and procedures and focus on a different one or two daily. For instance, Tic Tac Toe..Show me You Know how to sit on the rug correctly. If the kiddos can sit correctly for a certain amount of time, then they get to place an X or O. If not, the teacher gets to take a play. Kids win = extra recess...teacher wins = minus a couple minutes of recess.

	“Scoreboard” from Whole Brain Teaching
	The entire purpose of this is to reinforce positive behavior in a fun, upbeat, positive environment.  On one side of your board you are going to draw a grid. The grid will be divided into two columns. In the top box of one column draw a smiley face; in the top box of the other column draw a frowny face. These simple drawings are perfect for elementary school kids. (to make it more appealing to older students, you can make it “students vs. teacher”.)
During class you will be rewarding a mark in the smiley section for procedures performed well.  It is a good idea to target the behavior – either by quieting down quickly when you give them a signal, or by transitioning quickly and quietly, or even for “good handraising” during a lesson.  When you reward them with a smiley for their performance, you can involve the kids in a really fun way. Walk to the board, raise your chalk or marker, or stylus, and address the class.

“One second party!” You proclaim enthusiastically. Make a mark in the smiley section then point to the students. They respond by giving a single fist-pump and loudly saying “Oh, Yeah!” (this should be a short, quick response – not a prolonged cheer)
But there is a dark side here. Can you feel the tremor in the Force? Because, as you know, the kids do not always do as you ask (Gasp!). When this happens the frowny strikes!

You walk to the board and add a mark to the frowny column. Loudly proclaim, “Mighty Groan!”  or “Big Sigh” and point to the class. They must lift and then drop their shoulders and groan (or sigh) loudly! Since they are getting to make noise in class it is usually nearly as enthusiastic as the one second party (also known as, the Mighty Oh, Yeah!)

One thing you must understand from the start is that you should not let the difference between smilies and frownies be greater than 3.  This is the +- 3 rule.   if you reward too much your students will become lackadaisical. If you penalize too much, they will become resentful.  That is the reason for the +-3 rule.  Smilies and frownies will build quickly at first, but fall off as your students get better at procedures.  Change the target behavior or procedure when you feel they have mastered one.
Some teachers offer some kind of pay off or reward if they have more “smilies” than “frownies” at the end of the day – it could be for that day, or just one step forward toward a bigger goal (or even consider that however more smilies than frownies they scored will determine how many marbles they get added to their class jar (or other class-wide reinforcement system)
 http://www.wholebrainteaching.com/index.php?option=com_k2&view=item&id=161:motivator-1-k-4th-scoreboard-game&Itemid=128 


	Student behavior rubric for when you have a substitute teacher
	“I only use it with classes that I’m concerned about. In those classes, a few minutes before the ending bell rings, the sub passes out the rubric. Students grade themselves, and then the sub grades them. It works quite well — subs can grade by “faces” instead of having to try to remember names (you’ll notice on the rubric there’s a caution and way to spot if students don’t put their real name on it), and pushes students to reflect on how they’ve handled themselves.”  Go to the link below to see the whole form.

http://larryferlazzo.edublogs.org/2009/11/03/when-you-have-a-sub/
CATEGORY 
A 
B 
C 
D 
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Focus on the task 
Consistently stays focused on the task and what needs to be done. Very self-directed. 
Focuses on the task and what needs to be done most of the time. Other group members can count on this person. 
Focuses on the task and what needs to be done some of the time. Other group members must sometimes nag, prod, and remind to keep this person on-task. 
Rarely focuses on the task and what needs to be done. Lets others do the work. 
Attitude and Behavior 
Never had to be reminded to be well-behaved and helpful to the substitute teacher. 
Had to be reminded once to be well-behaved and helpful to the substitute teacher. 
Had to be reminded twice to be well-behaved and helpful to the substitute teacher. 
Had to be reminded more than twice to be well-behaved and helpful to the substitute teacher. 


	“Chance Strips” for substitute teachers

	“I have recently begun to use a management technique with my students when I have to have a substitute in my room. My students really struggled with behavior during times they had a substitute. I worked with them in discussions about needing to be able to trust them when I am gone, knowing how to be responsible for their own behavior, etc. Unfortunately, the “usual suspects” continued to appear on my sub notes.  Finally, when I had to be out of the classroom for a week for a teaching conference, I printed a strip of paper for each student divided into three sections (three tickets would work the same way, these strips just kept the three sections attached so the students couldn’t lose them). Before I left, I explained that these were their “chance strips”. They were allowed to use two of their chances. If they were able to turn their behavior around and still had at least one of their strips/tickets left, I would talk to them about their behavior, but detention wouldn’t be necessary. Those students who used only one or none of their chances, would be rewarded with some extra free time. Those students with no chances left would automatically be enrolled in the next session of behavior detention. When I returned, I found that only 2 of my students (2 of the “usuals”) were down to one or no strips left. This allowed me to target only those students struggling with their behavior and to reward all the students who had made good choices. I really like this part, since it’s often only those students the sub writes on the “helpers” list that get recognized for doing the right thing. In addition, the “usual suspects” list was smaller because those students who jump on the bandwagon had an incentive to be responsible for themselves and not end up in behavior detention with their friends. I have recently adjusted this strategy to just one ticket for single sub days and have had great success. My students really seemed to like it as well and were really proud that they had kept all their chances until I returned.”
http://btsafun.wikispaces.com/Classroom+Management – scroll down to the 9th bullet



	Quiet Seat – or can be called Mystery Student

	This idea can help highlight a specific behavior (i.e. sitting quietly, but could also be being prepared, good hand-raising, etc – you could rotate the target behavior).  This might also be something useful for specials classes.  “Every day, I secretly select a student to be the Quiet Seat.  At the end of the day, if the student has been well-behaved and hard-working, I reveal the Quiet Seat and reward him or her with a small treat.  If, on the other hand, the Quiet Seat did not follow the classroom rules during the day, a treat is not earned and his or her identity is kept a secret. “

http://www.mrcoley.com/discipline.htm
“Mystery Students!  I have a large manila envelope with a colorful question mark on it. Each morning I put in a boy's and a girl's name, but I don't tell whose. Throughout the day, I remind the kids that I'm looking to see if the Mystery Students are making good choices. At the end of the day, I reveal the names and if the students did well, they receive a small treat. —Andrea Mason” From TeachersPayTeachers




Reinforcers and Rewards

These lists have a focus on NON-tangibles, though some small tangible rewards are included
100 Free or Inexpensive Rewards for Individual Students

©2008 Laura Riffel-Behavior Doctor Seminars-Permission to Copy- May not sell or change-

Elementary Level

1. Assist the custodian 
2. Assist with morning announcements over the PA system
3. Be a helper in another classroom 

4. Be featured on a photo recognition board 

5. Be recognized during announcements 

6. Be the first one in the lunch line 

7. Be the leader of a class game 

8. Be the line leader or the caboose
9. Be the scout (Person who goes ahead of class to tell the special teacher they are on the way)
10. Be the teacher's helper for the day 
11. Borrow the principal’s chair for the day

12. Buzz cut a design in an agreeable male’s head
13. Choose a book for the teacher to read aloud to the class

14. Choose any class job for the week 

15. Choose music for the class to hear 

16. Choose the game during physical education

17. Choose which homework problem the teacher will give the answer to for a freebie
18. Cut the principal’s tie off and have your picture featured on a bulletin board with the neck part of the tie as the frame.  Keep the tip for a souvenir. 
19. Dance to favorite music in the classroom 

20. Design a class/school bulletin board 

21. Design and make a bulletin board 

22. Do half of an assignment 

23. Draw on the chalkboard 
24. Draw on a small white board at desk

25. Draw pictures on the chalkboard while the teacher reads to the class (illustrating the story being read)

26. Duct tape the principal to the wall during lunch or an assembly
27. Earn a free pass to a school event or game 

28. Earn a gift certificate to the school store or book fair 

29. Earn a pass to the zoo, aquarium, or museum 

30. Earn a trophy, plaque, ribbon or certificate 

31. Earn an item such as a Frisbee, hula hoop, jump rope, paddleball or sidewalk chalk, which promote physical activity 

32. Earn extra computer time 

33. Earn extra credit 
34. Earn free tutoring time from the teacher (spelling secrets, math secrets, writing secrets)
35. Earn play money to be used for privileges 

36. Earn points for good behavior to “buy” unique rewards (e.g. Autographed items with special meaning or lunch with the teacher) 

37. Earn the privilege of emailing a parent at work telling of accomplishments

38. Eat lunch outdoors with the class 

39. Eat lunch with a teacher or principal 

40. Eat lunch with an invited adult (grandparent, aunt, uncle)
41. Eat with a friend in the classroom (with the teacher) 

42. Enjoy a positive visit with the principal 

43. Enjoy class outdoors for the whole class

44. Enter a drawing for donated prizes among students who meet certain grade standards 

45. Get “free choice” time at the end of the day 

46. Get a “no homework” pass 

47. Get a drink from the cold water fountain (There is always one fountain that is better)

48. Get a flash cards set printed from a computer 

49. Get a video store or movie theatre coupon 

50. Get extra art time 

51. Go on a walking field trip (earn privilege for whole class)
52. Go to the library to select a book to read 
53. Have a drawing lesson
54. Have a free serving of milk 

55. Have a teacher read a special book to the entire class 

56. Have an extra recess 

57. Have teacher share a special skill (e.g. Sing) 

58. Have the teacher make a positive phone call home 

59. Help in a lower level class 

60. Keep a stuffed animal at desk 
61. Learn how to do something special on the computer- like graphics or adding sound

62. Learn how to draw something that looks hard, but with help is easy
63. Listen to music while working 

64. Listen with a headset to a book on audiotape 

65. Make deliveries to the office 
66. Name put on scrolling marquee with a specific message “Emily Jones says smile and eat your veggies.”
67. Operate the remote for a PowerPoint lesson 

68. Pick a game at recess that everyone plays including the teacher

69. Play a computer game 

70. Play a favorite game or puzzle 

71. Read a book to the class 

72. Read morning announcements 

73. Read outdoors 

74. Read to a younger class 

75. Receive a “mystery pack” (gift-wrapped items such as a notepad, folder, puzzle, sports cards, etc.) 

76. Receive a 5-minute chat break at the end of the class or at the end of the day 

77. Receive a note of recognition from the teacher or principal 

78. Receive a plant, seeds and a pot for growing 

79. Receive art supplies, coloring books, glitter, bookmarks, rulers, stencils, stamps, pens, pencils, erasers and other school supplies 

80. Receive verbal praise 

81. Select a paperback book to take home to read from the teacher’s personal library

82. Sit at the teacher's desk for the day or a set amount of time 

83. Sit next to the teacher during story time 

84. Sit with a friend at lunch, assembly, etc.

85. Take a free homework pass 

86. Take a trip to the treasure box (non-food items such as water bottles, stickers, key chains, temporary tattoos, yo-yo’s, bubbles, spider rings, charms and pencil toppers) 

87. Take care of the class animal 
88. Take class animal home for school vacation time
89. Take home a class game for a night 

90. Teach the class a favorite game 
91. Teach the class a math lesson

92. Use colored chalk 

93. Use the teacher's chair 

94. Walk with a teacher during lunch 

95. Watch a video instead of recess

96. Work as the Principal apprentice for 20 minutes
97. Work in the lunchroom 
98. Write with a marker for the day

99. Write with a special pen for the day 

100. Write with a special pencil for the day

Jackpot! Ideas for Classroom Rewards – from InterventionCentral.org

Academic Activities

· Go to the library to select a book

· Help a classmate with an academic assignment

· Help the teacher to present a lesson (e.g., by completing sample math problem on blackboard, reading a section of text aloud, assisting cooperative learning groups on an activity)

· Invite an adult "reading buddy" of student's choice to classroom to read with student

· Listen to books-on-tape

· Play academic computer games

· Read a book of his/her choice

· Read a story aloud to younger children

· Read aloud to the class

· Select a class learning activity from a list of choices

· Select a friend as a "study buddy" on an in-class work assignment

· Select friends to sit with to complete a cooperative learning activity

· Spend time (with appropriate supervision) on the Internet at academic sites

Helping Roles

· 'Adopt' a younger student and earn (through good behavior) daily visits to check in with that student as an older mentor

· Be appointed timekeeper for an activity: announce a 5-minute warning near end of activity and announce when activity is over

· Be given responsibility for assigning other students in the class to helping roles, chores, or tasks

· Complete chores or helpful activities around the classroom

· Deliver school-wide announcements

· Help the custodian

· Help the library media specialist

· Help a specials teacher (e.g., art, music, gym)

· Take a note to the main office

· Work at the school store

Praise/Recognition

· Be awarded a trophy, medal, or other honor for good behavior/caring attitude

· Be praised on school-wide announcements for good behavior or caring attitude

· Be praised privately by the teacher or other adult

· Design--or post work on--a class or hall bulletin board

· Get a silent "thumbs up" or other sign from teacher indicating praise and approval

· Have the teacher call the student's parent/guardian to give positive feedback about the student

· Have the teacher write a positive note to the student's parent/guardian

· Post drawings or other artwork in a public place

· Post writings in a public place

· Receive a "good job" note from the teacher

Prizes/Privileges/Rewards

· Allow student to call parent(s)

· Be allowed to sit, stand, or lie down anywhere in the classroom (short of distracting other children) during story time or independent seat work

· Be dismissed from school 2 minutes early

· Be given a 'raffle ticket' that the student writes name on and throws into a fishbowl for prize drawings

· Be permitted to sit in a reserved section of the lunchroom

· Be sent to recess 2 minutes earlier than the rest of the class

· Draw a prize from the class 'prize box'

· Earn behavior-points or -tokens to be redeemed for prizes or privileges

· Have first choice in selecting work materials (e.g., scissors, crayons, paper) and/or seating assignments

· Have lunch in the classroom with the teacher

· IOU redeemable for credit on one wrong item on a future in-class quiz or homework assignment

· Receive a coupon to be redeemed at a later time for a preferred activity

· Receive a sticker

· Receive candy, gum, or other edible treats

· Receive pass to "Get out of one homework assignment of your choice"

· Select a class fun activity from a list of choices

· Select the pizza toppings for a class pizza party

· Sit near the teacher

· Take the lead position in line

· Tell a joke or riddle to the class

Recreation

· Be selected by the teacher to accompany another student to a fun activity

· Get extra gym time with another class

· Get extra recess time with another class

· Listen to music

· Play a game with a friend

· Play non-academic computer games

· Select fun activity from "Activity Shelf" (stocked with play materials, games)

· Spend time (with appropriate supervision) on the Internet at recreational sites

· Watch part or all of a video (preselected by the teacher and cleared with the student's parent)

· Work on a jigsaw or other puzzle

· Write or draw on blackboard/whiteboard/easel paper
�Compliment Card:


Nice soft voices – keep on working!





�Reminder Card: 


Please get back on task.
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