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Sometimes students with BD do not know what to do when they are faced with frustrating situations. This lesson offers them a concrete plan of action of what to do should they find themselves in such situations. Instead of acting out, students are taught to evaluate the possible outcomes of their behaviors and choose the behavior from which the most good will emerge. The four steps they are taught to follow are: Stop, Think, Choose, and Think Again. They are also taught to rephrase negative words into positive “ready replies.”  The lesson is presented in a multi-sensory manner, in order to maintain interest and to ensure that students understand each step not just in theory, but in practice as well.
Teacher: Elana Krupka


            Subject: Behavior Management

Grade Level: 4-5

Date: October 13, 2007

I. Content:
Students learn to make more effective choices for dealing with frustrating situations in the moment. During the lesson they learn self-talk techniques that help them develop a clear “plan of action” and “ready replies” for when frustrating situations arise. At the end of the lesson, they understand, will have practiced, are able to describe and explain the concept of, ‘Stop, Think, Choose, and Think Again.’

II. Prerequisites:


· Students are able to identify situations that may trigger inappropriate behavior.
· Students are able to identify and verbalize the role that their actions play in creating certain negative outcomes. 
· Students are willing to work on new behavioral strategies.  
III. Instructional Objectives:
Students will be able to implement the ‘Stop, Think, Choose, and Think Again’ technique when they find themselves in a frustrating situation. Students will create a unique list of “ready replies” for immediate use. In class, student will be able to apply this technique and those replies to the situation presented in the game “Scenarios.” 

IV. Instructional Procedures:

· Introduction:

1. Present Mali’s situation, as described on pg. 53 of The Behavior Survival Guide for Kids. Do not present the resolution. Instead, have students, in groups of two, do the following: identify the frustrating situation, imagine a negative choice Mali might make, and try to come up with a positive alternative. 

2. Present each group of students with a card that is face-down containing one of the following questions: 

· Which is harder: coming up with a positive behavior in a hypothetical (pretend) situation- like Mali’s- or actually acting in a positive manner when you are in a similar situation? Why?

· What might make it difficult for people like Mali to make positive choices?

· What might people like Mali do to make it easier for them to make a positive choice when they find themselves in frustrating situations?  

3. Have students relate what they have discussed and write their ideas on the board in two columns, labeled “negative choice” and “positive choice” respectively. Then have them turn over their card, read the question and come up with an answer aloud. Throughout the lesson, refer to these answers and explain how smart choice #5 can make a difference.

·  Instructional Techniques: 

1. Remind students of the four techniques presented in Chapter 4 of The Behavior Survival Guide for Kids, but acknowledge that in a frustrating situation, a student with BD will need a plan that they can use in the moment. 
2. Present Smart Choice #5, known as ‘Stop, Think, Choose, and Think Again.’ Make sure to:
· Model each step:

· Stop: Raise the palm of your hand in the classic “stop” symbol

· Think: Point to your temple using your pointer finger

· Choose: Run your right pointer down you left palm, as if you are reading from a list

· Think Again: Point to your temple using your pointer finger

· Explain each of the four steps separately, making sure students understand two key concepts: actions one will regret and self-talk.
· Have students come up with helpful self talk questions. Write them all on the board. If any important ones are not provided by students make sure you elicit them, or add them as your own contribution. Discuss which questions students think would be most effective. Narrow the questions on the boards down to five key questions. 
3. Present Paulo’s situation without presenting the resolution (pg 51-52, The Behavior Survival Guide for Kids) As a class, apply the steps Stop, Think, Choose, and Think Again, to Paulo’s situation. 

· Stop: What is a behavior Paulo might regret?

· Think: What self-talk questions should he ask himself? What options might Paulo come up with?

· Choose: Which choice has the fewest chances of getting Paulo in trouble and the best reasons to choose it?

· Think Again: How might Paulo decide if he made an effective choice?   

4. Acknowledge the difficulty in staying calm and coming up with helpful words in frustrating situations. (This is an issue that will probably have come up as a answer to one of the card questions above.) Define, describe, and offer examples of the concept of “ready replies.”
5. Have students do the “ready replies” activity found on pgs 60-61 of The Behavior Survival Guide for Kids.
· Closing Activity:
Play the game scenarios: 
1. Class is divided into groups of three

2. A deck of cards is placed in the center of the table. Each card contains three nouns (ie: Shoes, Locker, Teacher).
3. Each group picks one card and is given 5 minutes to create a frustrating scenario that involves those three nouns. (ie: Alan’s teacher is yelling at him for leaving his textbook in his locker. He is getting aggravated and has begun to think of throwing his shoes against the wall in frustration.)
4. The first group then acts their scenario in front of the class. When they are done, they remind their peers of the four steps one should go through when presented with such a situation and ask for suggestions for how those steps should be applied to their scenario. 
5. The next group is then given the opportunity to act and so on. 
V. Materials and Equipment: Whiteboard/marker, Question cards, Scenario cards, Photocopy of pgs 60-61 of The Behavior Survival Guide for Kids.

VI. Assessment/Evaluation: The game Scenarios serves as a useful assessment tool of whether students have comprehended the Stop, Think, Choose, and Think Again concept. If they have trouble performing any of the steps when playing the game, immediately re-model that step. Students are also be asked to fill out a short worksheet that evaluates two things: Whether they can name the four steps taught in the lesson and match those steps to their description; and whether they can convert two negative responses into positive “ready replies.”

VII. Follow-up Activities: Provide students with logs that they must fill out for homework. The log contains three pages, each of which contains the chart below (in an enlarged form). Direct them to use it to evaluate their performance in three potentially frustrating situations they encounter before the next session.
	The Frustrating Situation:

	Stop: Did I Stop? What actions did I think I might regret?

	Think: Did I utilize my self-talk questions? What choices did I come up with? Did I use any of my ready replies?

	Choose: Did I choose the one that had the most good reasons and the fewest chances of getting me in trouble?

	Think Again: Did my choice work the way I wanted it to? Would I do it again? What else could I have done?


VIII. Self-Assessment:
Collect both the assessments and logs. The former will indicate whether students have learned the idea in theory. The latter will indicate whether they have been able to put it into practice. Evaluate also whether the game was an effective tool or if a different game should be reworked for the next time this lesson is given. Additionally, record anything you have noted regarding the structure of the lesson and the students’ reactions that will be helpful in improving your presentation of the lesson in the future. 

