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Rating Scales Good Behavior Game
with a twist
Define the target behaviors. ( )
(working together, Divide the family into teams
sharing, communicating,
being kind to others) Give points for desired
Review the rating scale. behaviors
Choose a reward.
Set a schedule for Reinforcer for the team that
monitoring. wins!
Use whatever rating system Start the game for short
works for your children. periods of time, and then
gradually increase it
Set goals on how to get to a throughout the day.

higher score next time.

> ExceIIent >> VeryGood >> Average >> Below >>Unacceptable>
Average

Make it fun!

Teach and reinforce honest self-reporting.

Teach the difference between reporting and tattling.

If it gets un-fun and competitive- STOP and make changes!
Find good reinforcers- consider fun activities you can all do
together to continue the collaboration goal!

Gradually increase self-monitoring time period.

Follow the data. Make changes as you go to make sure’lt S
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Leanny mane about

Group Self-Management

Recammended, Easy Reads:

1. https://www.interventioncentral.org/sites/default/files/pdfs/pdfs bl
og/classroom management group self monitoring.pdf

2. https://www.pbisworld.com/tier-3/self-monitoring/

3. https://scsdbehaviormatters.weebly.com/blog/group-self-
monitoring-a-whole-class-behavioral-intervention

4. https://bsci21.org/the-game-that-will-turn-your-classroom-around/

http://www.behavioradvisor.com/SelfMonitoring.html|

6. https://www.aubreydaniels.com/blog/2018/10/23/art-teaching-
people-recognize-their-best
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