	Level
	Reward
	Use/Type
	Description

	2
	Tokens

“Bronco Buck”

“Panther Paw”

“WOW” Certificates

“Pride Tickets”
	Moderate to Low rate token reinforcers
	Hand drawn design, usually representing the school mascot, a little smaller than a dollar bill, but not too small to write on. Tokens are replicated on a sheet of typing paper (approx. 6 to 8 on a page). Copied on copier and cut into individual tokens for distribution.

	Process Steps and Outcomes
· All staff give out at a moderate to low rate balancing rates and types of problem behavior, need for reinforcement of specific target behaviors, and availability of, and funds for, underlying rewards. These tokens are higher value for students in terms of what they get, and more time consuming for staff to use. These tokens require staff to specify in writing the behavior for which it is given, write the name of the student, the date, the staff member’s name, perhaps the room number, and grade level. Delivery is coupled with a praise statement or verbal acknowledgement for the specific behavior along with a verbal prompt that the student “should be proud of themselves” for the behavior.

Example: a staff member sees a student clean up someone else’s mess. The staff member goes up to the student and says, “I noticed that you are cleaning up a mess that you didn’t have to. I really appreciate your effort on behalf of the school. That’s very responsible and respectful. You show a lot of character. Thanks!” During this the staff member would be filling out a “Bronco Buck” indicating that the student was responsible, perhaps a short reason why, and writing a thank you and a signature.

· All staff carry a pad of these tokens around with them for use in any and all environments during the school day.

· These token then start down a “nested level” process of continuing reinforcement as follows:

1. First Level, “Catching Kids Being Good”. The token is delivered to the student with staff acknowledgement and prompt for self acknowledgement. Potential reinforcement: This level could result in 3 reinforcement opportunities.

2. Second Level, Classroom-based recognition. If given to the student outside the classroom by someone other than their classroom teacher, the student brings the token back to his or her main classroom and gives it to the teacher. The teacher then acknowledges the students good behavior and may deliver a low level tangible (if that fits with the particular classroom system). Potential reinforcement: This level could result in 1 or 2 reinforcement opportunities. This level may not be applicable if the token is delivered within the classroom by the teacher.

3. Third Level, “Lottery”. Token is then placed in a “fishbowl.” Every “homeroom” has one. Each Friday, the teacher will draw one or more names from the bowl who receive class acknowledgement and a low-level tangible (pencil, eraser, etc.). The number of names drawn depends on the availability of underlying tangibles and the needs of the class. Potential reinforcement: This level could result in 1 to 2 reinforcement opportunities.

4. Fourth Level, “Group contingency” – high level reinforcers earned. All tokens are then taken out of the bowl to a pin board designed to hold at least 100 of the tokens pinned to it. Every “homeroom” has one. Either the staff member or students pin that week’s tokens to the board where the names of those acknowledged can be read. When the class gets to or goes over a total of 100 or more tokens at the end of the week, the whole class will have earned a pizza and movie to be scheduled in the next week (Staff need to make allowances in lesson planning as the class moves closer to the goal). Potential reinforcement: This level could result in 1 to 4 reinforcement opportunities.     Note: At this level, students may incur a cost/response debt in tokens by engaging in inappropriate behavior. An example would be a situation in which there was a guest teacher and the class was disrespectful and disruptive. Upon returning, the teacher would then assign a “cost” consisting of requiring the class to earn additional tokens (number depending on the severity of the behavior) before earning the pizza and movie. It is recommended that the teacher not remove tokens already earned, but require more instead.

5. Fifth level, Schoolwide recognition. Once a pizza and movie have been earned, staff remove the ~100 tokens, place them in an envelope, and send them to the office. Office staff then tally each batch (one tally, not 100) and put the tokens in a large box or hopper. Twice a year during schoolwide assemblies (addressing academics, sports, etc.) behavior is acknowledged and all the tokens earned during that period in the box or hopper are brought out and drawn for large prizes (walkmans, pizza coupons, lunch with the principal, basketballs, bicycles, etc.). These prizes are obtained in many ways; through the community contacts, parent/teacher organizations, fund raising activities, line item budgets, donations, no-cost naturally occurring privileges within the school, and other sources. ). Potential reinforcement: This level could result in many direct reinforcement opportunities as well as collateral reinforcement for all students.     


