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________________________________________________________________________

One of the most often used behavior management techniques, especially in settings for students who have learning or behavioral difficulties, is the token economy system.  A token economy involves awarding tokens, chips, stickers, check marks, points, or other items/markings to students who demonstrate desired behaviors identified.  Students attending the Alternative Day School Program at KASEC may periodically exchange earned tokens for rewards, which are items or activities desirable to them.  
Token economies are often quite effective for students who are resistant to other types of motivational or behavior management techniques.  Other benefits of this system are ease of administration, the use of immediate reinforcement (tokens) while teaching delayed gratification (holding tokens until trade in time), lack of boredom or satiation for the student due to the availability of a variety of back-up reinforcers, and lack of competition between students as they compete only against themselves.
How to Use Token Economies
1. Select the behaviors to be rewarded.  The behaviors to be reinforced should be in concert with classroom rules and guidelines. 

2. State the desired behaviors in specific and observable terms.  Phrase them in a positive manner.  Be sure to tell the student what to do, rather than what not to do (e.g., "Raise hand before talking" rather than "No speaking out"). 

3. Decide how you will measure the behaviors (e.g., percentage correct, number of minutes engaged in proper behavior, number of times student displays appropriate behavior). 

4. Decide where to monitor the behaviors (e.g., classroom, gym, hallways, and groups)

5. Select the initial reinforcer.  Use a reinforcer that is easy to administer and convenient to store.  Devise a token/item/marking that will inhibit theft or counterfeiting. 

6. Select your back-up reinforcers.  Involve your students in the selection to insure that the reinforcers will be perceived as being valuable.  Be sure that the reinforcers are appropriate. Consider educational value, cost, possible misuse, or danger involved. 

7.  Place a price (in tokens) on your back-up reinforcers.  Record the actual price of any purchased items. Higher priced items will demand more tokens.  Place a value on back-up reinforcers (the rewards) that are activity-oriented such as free time, listening to music, extra computer time, or extra gym time.  Develop a wall chart that lists the number of tokens needed to purchase each back-up reinforcer. 

8.  Place a value on the tokens. Give the tokens a value that is worth more now than in the future.  As students begin to function more appropriately, tokens will have to be devalued to motivate the kids to improve continually.  

9.   Finalize the details by developing your own monitoring sheet to keep track of awards, and deciding how often and when tokens can be exchanged for back-up reinforcers (e.g., during lunch time, at the end of each day, at the end of each week). Develop storage containers/procedures for yourself and the students and devise a method for displaying the back-up reinforcers. 

10. Start your program. Have the materials ready to show to students as you explain the program in language that they can understand.  Make your presentation very positive and upbeat.  Post the wall charts and review them periodically. Implement the program, providing the tokens as soon as they are earned. Add to your back-up reinforcer menu as necessary. 

11.  Periodically modify your system to wean your students from the token economy.  This change usually involves requiring more positive behavior for a longer period of time in order to obtain a token. 


KASEC students will carry daily point sheets with them and will have the opportunity to earn points throughout the day for adhering to dress code, academic effort, positive behavior, and safety.  Each block, students will be evaluated on “The Six Pillars of Character” (Trustworthiness, Citizenship, Respect, Responsibility, Fairness, and Caring), as well as their personal Growth, and individualized Behavior Intervention Plan goal.  At the end of every week, each student’s daily behavior points for the week are averaged and the amount of infractions (IF/IR) they received throughout the week will both be used to determine what level (Level I, Level II, and Level III) they will be on for the following week.

If a student is on LEVEL I and earns more than ONE IF or at least ONE IR for negative behaviors, he/she will automatically drop to LEVEL II.  If a student is on LEVEL II and earns more than THREE IFs or at least TWO IRs, he/she will automatically drop to LEVEL I.

Daily point sheets, positive behavior reports, and infraction reports will be sent home at the end of each week.  Below is a list of behaviors that would earn an infraction report (IF/IR).  
IF




IR

(Less Severe)



(More Severe)
Antagonistic behavior

Bringing contraband to school

Argumentative behavior

Damage to property



Disrespect to staff/student

Endangering self/others


Inappropriate language

Exiting classroom/building without permission

Not following directions

Gang related activity


Not prepared for class

Inappropriate drawing/writing



Oppositional behavior

Inappropriate use of computer

Pants sagging too low

Physical contact

Sleeping/head down

Sexually acting out/talking/staring

Destruction of Point Sheet

Stealing

Unexcused Absence 

Threats

    (refer to attendance policy in handbook)
Cheating

Each staff member will have token slips with point values on them of 1 and slips with the value of 5 points.  Students will have the opportunity to earn tokens throughout the day for any type of positive behavior.  The students will be responsible for saving them and keeping them in a place that they will not be lost.  Students will be able to exchange them for rewards at the times set by staff and dependent on their level.
Students in 5th-8th grade will be able to purchase activities or items in the “Snack Shop” and the “School Store” with “You Earned It” points.    

[image: image3.wmf]
Students on 9th-12th grade will be able to purchase activities or items in the “Snack Shop” and the “School Store” with “Tickets”.  
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Students will be allowed to use “Snack Shop” daily ONLY for the purchase of a beverage (Gatorade, PowerAde, Caprisun, or Juice) and one time per week for the purchase of a consumable snack item.  Students will be allowed to purchase one item per week from the “School Store”.  STUDENTS MUST BE ON LEVEL 3 TO USE THESE PRIVILEDGES!
Jimmy Jefferson
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Behavior:  Completing Work


Staff:  Mrs. Watterson














