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Criteria
This classvide intervention package is ideal for classrooms challenged by disruptive behaviors, low student
engagement or focus (e.g., daydreaming, cell phone use), or sleeping.

Goals
{2YS aidzRSyida FyRk2NJ Of I aaNR2YadiaB&®St 2L I aRAASY
1 During independent work, studentlisengage from taski®.g., defiance, disruption, sleeping) in order
to avoid tasks and obtain peer attention.

This classroom tool is designed to prometdf-awareness Cue Routine Reward
andsel-managementto meet the followirg goals:

1. Break thedisengagement habit ® .- lb
2. Build a habit obngagementin order to avoid work ==
3. Build studentconfidence A @

Components
To accomplish these goals, the following components of
the Classroom Mindfulness Game include:
1. Settingexpectationsfor the class period
2. Start arandombell (e.g., goes off at various timepoints, typically 10 times within a session)
3. Staffmonitor and rateone randomstudent and evaluate their engagement againstamdom goal
4. If the student meets the goal for the period, theyrea
a. A badge (if desired)
b. The privilege tehoose or dravan activity to replace the final-50 minutes of the class period

Example Mindfulness Game

Note: Mindfulness gameare plannedevents,not spontaneousesponses to a burst of disrespegplaying a

game spontaneously can backfire by reinforcing that burst of behavior. If a routine starts to become routinely
troublesome (23 consecutive days), consider planninigliadfulness Gaméor that period the following day.

At the initiation of the game, théeacher randomly selects a student and engagement ga@ald does not
reveal either. S/he then usesvakeningbell.ordgo start a bell to ring at interva)svith the length of the
intervals depending on thkength of the session (in order to obtain 10 bells).

Mystery/Target Student Behavior | Time Staff Behavior
Staff plan to play 4Bninute game (bell every-8 min.)

Mostly engaged, required 1 redirectiol 8:30-8:34 Continue instructing

Appropriately engaged in task 8:34 (bell 1) | Mark student agngaged

Remained engaged 8:34-8:39 Continue instructing

Disengaged, talking to a peer 8:39 (bell 2) | Mark student aslisengaged

~ Conclusion of game 9:15 & h dzMdfulness Gamesiup!My target student was on

(10 minutes before end of period) Grail F2NJy 2F mn o0Stfaz ¢
we met the goal! Isabel, you won the game for your clas
2 KFd | OGAQGAGE R2 &2dz OK2 32



http://awakeningbell.org/

TheClassroom Mintulness GameHow to Play

Note: Checkboxe$ (]) indicate options within the stegiprocedures.
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WHEN

STAFF SHOULD:

BY: |

1. Introducegame/signal

GC2NJ GKAAa LISNA2RX toSt&yMiBdfuBagdiogtask
When you heathis mindfulnessell ring, | want you tbe onii I & { H

2. Teachself-rating (pick one):

[ ]A. Nb selfrating (\SR)

[ ]B. Thumbs up/down (TH)
[_]C. Check yes/no on paper (CHK

GLF eoptdsk Whedehe bell ringX

A. [_]Keep it up!

B. [ IGive meathumbsup2 NJ | (i Kdzyoad R2 6)
C. [ ICheck YESonyourpame2 NJ bh A F &2 dzQN

3. Provideexamples

G2 KIF G Oeéndagk? &hingsdike doing the work for the dand
when appropriatefalking or listening to me or another studeabout
@2dzNJ 62 NJ ®¢

4. Providenon-examples

G2 KI G R Talimydff-topic or using a phon® ¢

5. Explain random selection

& h ys&retrandom student each day will be earning points for the
class, and | will be rating them too. If thedtingsmatch mine perfectly,
€2dz 3SG W 02ydzAa LRAyGad LT GKS
Y2NBS y2 02Yydzdé

6. Providepracticerun(s)

9 Selecta secret random student for practice session
f1ftft2¢ addzRSyda G2 Sy3alF3aSkRAaSY

student reads aloud to the class from their desk
9 Manually play the bell aawakeningbell.org

7. Providefeedback on practice
run(s) with explanation of
purpose

Examplet 2 Ay 0 G2 GKS NI yR2 YqwhehdaR &y
rang, you were talking to Carmen insteadisfening to Antonio read.
You gave me an accuratethurmB2 6 Yy~ a2 @& 2 dzQNB |
0K24S o02ydza LRAyGa FT2N K2ySadae
ol O1 2y Gl aloé

Beginning ofGame | Practice Session(g)s necessary

1. Reviewexpectations

d wS Y S Yhat ®Nhis period, when thenindful bell rings:

[ 1(TH): Give me thumbsup/down (or)[ ] (CK): € SO , 9{

2. Communicate confidencen
aGdzRSyidaQ |64

GL 18yeas 3dea OFy R2 AGHE

3. Set the signaimer

awakeningbell.org Random > set interval to have 10 bells (e.gt,min
for 30-minute period; 36 min for 45min period; 57 min for 60 min)

4. Selectmystery studentand
mystery goalfrom jar

Randomly and secretelect a studenand goalfrom the mystery jar

Game | TAt ring of the bell, rate target 1 Mark whethertarget student ison task or not
studentQd Sy 3 3 S Y S 10LI(TH): Mark accuracy of student sethting
1. Reporttotal and provide [_l(CK)collect papers and checlccuracy
feedbacktothe class basedo| ¢/ f Faaz Yé NI Yy RaaKkvfor & autiaR1S Vel'ls, aad- tiey
mystery goal were df by 1 in their own ratings, so with a bonus point af & K I d g
2dzu 2F wmp 2N cmE:H ¢KIFUQa LINBuu
R2Say Qi YSSG 2dzNJ 321t 2F T1m:>3
2. Providereward (select one): | 1 Rewards should be based on the interests of students andifumc
) ‘ . : :
c DA_ Have mystery student pick based (i.e. provide task escape, peer attention)
8 [ ]B. Draw the reward at random o Give classvide reward immediately
5 0 Give mystery student reward immediately
ke 3. Continuewith instruction (f 1 Do not name or call out the mystery student
|_|C_1 no reward earned 1 Do notengage irdiscussion regarding behaviors



http://awakeningbell.org/
http://awakeningbell.org/
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Classroom/Area: Staff: Date: Time: to Observer:
The purpose of this form is to identify areas for support, consultation, or informing program changes, and will not be oseddluative purposes.
DURING: DID STAFF? BY? =Gl ey Notes
1=Somewhat
0=Not used
N/O=No
Opportunity
Practice 1. Introduce game/signal | § Explaining purpose and goal of game 210 NO
Session(siis 1 Explaining the signal arsudent participation
necessary 2. Provide examples 1 Explaining what counts as engagement 210 N/O
3. Providenonexamples |9 ELJ I AyAy 3 agKI G R2Sa& 210 N/O
4. Explain random selectior| § Explaining selection of student and matchingborf 2 1 0 N/O
5. Provide practice run(s) | ¥ Allowing students to engage/disengaging bell 210 NO
6. Provide feedback 1 Providing feedback on engagement and honesty] 2 1 0 N/O
Beginning of 1. Review expectations G wS Y S yhat & Nhis period, when the bell rings:
Game thumbsup for engagement, thumbdown for being 210 NO
off-i I &1 HE
2. Communicate confidenc§ ¢ L |y 26 &2dz 3dz2a Oy R1
. i 210 N/O
in student ability
3. Set the signal timer awakeningbell.orgr Random> set interval to have 1
bells for period: (e.g.,-2 min for 36minute period,; 2 10 NO
3-6 min for 45min period; 57 min for 60 min period
4. Mystery studentand 9 Studentand goal elected for monitoring
2 10 N/O
mystery goakelected
DuringGame 9 Record student ratings 9 Notingwhether they were on task or not 2 10 NO
1 Recording bonus points for student accuracy
End ofGame 1. Report total andorovide | § Dividingnumber of ontask moments by number o
feedback to the class bellsand adding bonus points for accuracy 210 NO
based on mysterygoal |/ 2 YLJ NRA y 3 & { dzR S ynis@e/goalg
2. Proylde re'warcbr. 1 Gave class reward(s) and student reward 210 N/O
continuedinstruction
Observation Score = (Points Earned) / (Points Possible) = %

Things that went well:

Questions | still have/Suggestions for change:

Feedback Given: (initials) (date)



http://awakeningbell.org/
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TheClassroom Minfulness Game: Teacher Recording Forms

Date:M T ©1/13/17 Mystery Goal:25% Goal Metf Y) N Bell Time Range” min to 13 min [Example]

Bell Ring 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 | 16 Scoring:

Inaccurate? X Bonus*: &+1) +2

on: P |+ + + | P PPN D@D D@D+ + + + + + | + 6+1=7

Off - @ @ @ - - - - - - - - - - - - Total Bells: | 9 = 77 %
*2-point bonus ifno inaccuracy checkd-point bonus ifonecheck

DateM T W R F / / Mystery Goal: % Goal Met: Y N Bell Time Range: min to min

Bell Ring 1 2 3 4 5 7 8 9 10 | 11 | 12 | 13 | 14 | 15 | 16 Scoring:

Inaccurate?, Bonus: +1 +2

On: + + + + + + + + + + + + + + + + =

Off - - - - - - - - - - - - - - - Total BeIIs:l = %
*2-point bonus if no inaccuracy checkspdint bonus if one check

DateM T W R F / / Mystery Goal: % Goal Met: Y N Bell Time Range: min to min

Bell Ring 1 2 3 4 5 6 7 8 9 10 | 11 | 12 | 13 | 14 | 15 | 16 Scoring:

Inaccurate?, Bonus: +1 +2

On: + + + + + + + + + + + + + + + + + =

Off B B - B - B - B B B B B B B B B Total BeIIs:l = %

*2-point bonus if no inaccuracy checkspdint bonus if one check

DateM T W R F / / Mystery Goal: % Goal Met: Y N Bell Time Range: min to min

Bell Ring 1 2 3 4 5 6 7 8 9 10 | 11 | 12 | 13 | 14 | 15 | 16 Scoring:

Inaccurate?, Bonus: +1 +2

On: + + + + + + + + + + + + + + + + + =

Off - - - - - - - - - - - - - - - - Total BeIIs:l = %
*2-point bonus if no inaccuracy checkspdint bonus if one check

DateM T W R F / / Mystery Goal: % Goal Met: Y N Bell Time Range: min to min

Bell Ring 1 2 3 4 5 7 8 9 10 | 11 | 12 | 13 | 14 | 15 | 16 Scoring:

Inaccurate? Bonus: +1 +2

On: + + + + + + + + + + + + + + + + =

Off - - - - - - - - - - - - - - - Total Bells: | = %

*2-point bonus if no inaccuracy checkspdint bonus if one check
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TheClassroom Minfulness GameStudentRecording Forms

Student Name; DateM T W R E / / *Remember you get bonus points for honesty!
Bell Ring 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 | 16 Scoring:

On: + + + + + + + + + + + + + + + + + =

Off - - - - - - - - - - - - - - - - Total Bells: | = %
Student Name; DateM T W R F / / *Remember yoget bonus points for honesty!
Bell Ring 9 10 | 11 | 12 | 13 | 14 | 15 | 16 Scoring:

On: + + + + + + + + + =

Off: - - - - - - - - Total Bells: | = §L
Student Name; DateeM T W R / / *Remember you get bonus points for honesty!
Bell Ring 9 10 | 11 | 12 | 13 | 14 | 15 | 16 Scoring:

On: + + + + + + + + + =

Off: - - - - - - - - Total Bells: | = %
Student Name; DateeM T W R / / *Remember you get bonus points for honesty!
Bell Ring 9 10 | 11 | 12 | 13 | 14 | 15 | 16 Scoring:

Oon: + + + + + + + + + =

Off: - - - - - - - - | Total Bels:| = %
Student Name: DateeM T W R / / *Remember you get bonus points for honesty!
Bell Ring 9 10 | 11 | 12 | 13 | 14 | 15 | 16 Scoring:

On: + + + + + + + + + =

Off: - - - - - - - - Total Bells: | = %
Student Name; DateeM T W R / / *Remember you get bonus points for honesty!
Bell Ring 9 10 | 11 | 12 | 13 | 14 | 15 | 16 Scoring:

On: + + + + + + + + + =

Off: - - - - - - - - | Total Belis:| = %
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TheClassroom Minfulness GameTarget Student Monitoring

If you are using th€lassroom Minfiilness Game tbenefit a specific studenplease rate the percentage of time they were engaged in the following behaviors.
¢KS alyYS LISNA2Y aK2dzZ R NIXadS GKS adGdRSyidQa oSKF@A2NI RdzZNAy3a SIO

Student Name: Clas#Period:

Date Activity Academic Engagement Phone Use Verbal Disengagement
Definition: | Primary activity Actively attending assigned work Using cell phone without staff permission Talking to peers or staff withoytermission
Examples: | Class instruction, | Writing, reading aloud, raising hand, talking to | Texting, social media, playing games, Google, or | Talking about noracademic topics, whispering

partner seatwork | teacher/peer about assignment, using dictionary using any unauthorized application to a peer during instruction

Nor+ N/A Talking about nonacademic topic, walking to wg Using phone to participate in the assigned activity| Talking to other students as part an

Examples: bin, calling out, aimlessly flipping pages assignment or during unstructured downtime

1012 | Geeaiore | [ e o T

10/12 | giscussions
0 1 2 3 4 o 6 7 a8 9 10 0 1 2 3 4 5 6 7 a8 ] 10 0 1 2 3 4 o 6 7 a8 9 10
0% 50% 100% 0% 50% 100% 0% 50% 100%
Never Sometimes Always Never Sometimes Always Never Sometimes Always
e —

0 1 2 3 4 5 6 7 8 9 10 0 1 Z 3 4 5 6 7 a 9 10 0 1 2 3 4 5 6 7 8 9 10
0% 50% 100% 0% 50% 100% 0% 50% 100%
Never Sometimes Always Never Sometimes Always Never Sometimes Always
0 1 & 3 4 o) 6 7 8 9 10 0 1 Z 3 4 5 6 7 8 il 10 0 1 & 3 4 o) 6 7 8 9 10
0% 50% 100% 0% 50% 100% 0% 50% 100%
Never Sometimes Always Never Sometimes Always Never Sometimes Always
0 1 2 3 4 5 6 7 8 9 10 0 1 2 3 4 5 6 7 8 9 10 0 1 2 3 4 5 6 7 8 9 10
0% 50% 100% 0% 50% 100% 0% 50% 100%
Never Sometimes Always Never Sometimes Always Never Sometimes Always
0 1 2 3 4 5 6 7 8 9 10 0 1 2 3 4 5 6 7 8 9 10 0 1 2 3 4 5 6 7 8 9 10
0% 50% 100% 0% 50% 100% 0% 50% 100%
Never Sometimes Always Never Sometimes Always Never Sometimes Always
0 1 2 3 4 5 6 7 8 9 10 0 1 2 3 4 5 6 7 a8 9 10 0 1 2 3 4 5 6 7 8 9 10
0% 50% 100% 0% 50% 100% 0% 50% 100%
Never Sometimes Always Never Sometimes Always Never Sometimes Always
0 1 2 3 4 o 6 7 8 9 10 0 1 2 3 4 5 6 7 8 9 10 0 1 2 3 4 o 6 7 8 9 10
0% 50% 100% 0% 50% 100% 0% 50% 100%
Never Sometimes Always Never Sometimes Always Never Sometimes Always
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This log provides space to (a) log the results of each mindfulness game and (b) adjust goals to meet student needs.

100%
95%
90%
85%
80%
75%
70%
65%
60%
55%
50%
45%
40%
35%
30%
25%
20%
15%
10%
5%

Mindfulness Score

LOW | LOW | LOW | Goal | Goal | Goal | Goal | Goal | Goal | Goal | Goal | Goal | Goal | Goal | Goal | Goal | Goal | Goal | Goal
Goal: | Goal: | Goal:

Date:

e 1O | O O ooty oo ooy o g

N

Levetup?| ] | L] | L) | [ ooy oty gy ot

F ' FTOSNI (g2 O2yasS @dalif ASASS ta cdALyEa ¢0 coptddbehiivé YOSapiiD, 16, FadtiSn@xtihighestchange to 15, 20, 25)

p@(
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Before Sessiondnclude 3 options inlrawing During first 3 sessionase 3very low goalsBased on scomgstart 4" session witl2 guaranteedwin goalsin jar.
(e.q., if mystery student was engaged 60%, 70%, and 80% of thé tiseéect two goals at or below the lowest score of 60%)
End ofSessions{ St SO0 (KS YeadSNe 32Ff FyR NBOSFHf Al LlzofAote Ay O2
After2Winsa [ S@St | LI thedodvesthptibd (¢mOve Y0=rom group of 10, 15, P@ith the next highest availablghange to 15, 20, 25).

5% 10% 15% 20%
25% 30% 35% 40%
45% 50% 55% 60%
65% 70% 75% 80%
85% 90% 95% 100%
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Preparation:Incorporate student preference (i.e. survey, voting, rankindjose listedoelow areoften preferred, but not always feasible.
Delivery(if Goal Met} At the end of a sessigmjive the winning targettudent the privilege to:
A. [ ] Randomly drava classwide activity andor an independent alternativéwhatever is most feasible and rewarding)
B. [] Choose the rewarthey would like to have won for the clagsg., options may be listed as a menu on the whiteboard)

ClassWide Activities
Classwide Classwide Classwide
G22dzf R 82d 4G4 NHziKa 9 AHAN vdzSal Card/Board Games
Pre-Approved - S
YouTube Video(s) ;:J r;\m;[f rér.uptgddF:eeF:(- daAydzi S u| Talent/Story/Jokes
(e.g., Jimmy Fallon, |  Team Competition Show

What Would You Do?)

| SI RLIK2 Y S

Independen

t Alternatives

Color Page(s) of an
Adult Coloring Book

Personal Craft
(Tangram, Origami)

Decorate a Ceiling Tils

Free Candy/Gum

Mystery Student Rewards

10 Bonus Points on ai
Assignment

Drop One Homework

Drop Lowest Quiz
Grade

1-Day Due Date
Extension







