The Behaviour Game

Make Classrooms Joyful for Learning & Teaching



1S I1t?

The Good Behaviour Game is an approach of managing classrooms.
It teaches students self-requlation, self-control, and self-
management while collaborating with others.

The aim is to reduce general classroom disruption, aggression, and
shyness of early grade children.

The game is not a curriculum and does not take away teaching time.



it works?

A team competition for prizes, privileges, and special activities.
Points are recorded on the blackboard for a team when disruptive
behaviour from any team member occurs. The team with the lowest
pad behaviour in Game wins. Depending on the curriculum structure
the game is played 3-4 times a day.




The &

Originally Invented by a 4th Grade Teacher—The program was first
tested in 1969; several research articles have confirmed that the
Game is an effective means of increasing the rate of on-task
behaviours while reducing disruptions in the classroom (garish,saunders, & wors

1969; Harris & Sherman, 1973; Medland & Stachnik, 1972) .

The underlying principles of the Good Behaviour Game stem from
studies that have been done in behaviour theory and behaviour
observations over the past thirty years. Concepts such as positive
reinforcement (rewards) and behaviour modification have been in
use as early as the 1920's.



Key

* Major improvement in engaged learning by students.
* More time to teach and learn each day.

* Fewer disruptions in classes.

* Improved benchmark scores on standardized tests.

* Reduction in mental health difficulties (e.g., ADHD and conduct
symptoms).

* Reduction in injuries or stress related complaints (from Teachers
and Students).



The Benefit

Common Prevention Programs in Schools + = Net benefit;- = Net loss

Good Behavior Game + $13,050

Youth mentoring programs (taxpayer costs only) + $9,673

Quantum Opportunities Program + $5,341

Youth mentoring programs + $4,393

CASASTART - ($11,564)

Children's Aid Society-Carrera - ($11,702)

Fast Track prevention Program - ($87,105)

Savingsre the return on investment in terms of less teacher and student stress, more time for teaching and
learning, costs averted for the school, the district, families and so&éiyvecost savingsare per
child/student petifetime.
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What they

» The behaviour game has changed the feel of our campus. The noise levels have come
down and students are more mindful of speaking in English. The best part is it has
happened so smoothly it feels like magic!

Minal Desai, Director, GEMS Genesis International School (GGIS), Ahmedabad, India

»Because of the new game we play, maintainin%(discipline when Ma'am is not around,
is very easy. All I have to do is stand with a marker in my hand near the board and
mark those who are breaking the rules. There is pin-drop silence and also everyone
speaks in English!

Rianna Desai, Grade 2 student and class monitor

» The behaviour game is going on prett%well in my class. Children make the table on
the board all by themselves.'We play the game twice in a day, but children play more
than that. The voice level has definitely decreased compared to before. Now, they
have also started being more patient and wait for their turns to talk. All in all the
behaviour game is a great initiative and is leading to positive results in the class.-

Khushali Modi, Grade 2 teacher






