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!  36% of students in grades 9-12 reported that 
they had been in a physical fight in the last 12 
months (NCES, 2006).  

!  Students aged 12Ð18 were victims of about 
1.5 million nonfatal crimes (theft plus violent 
crime) while they were at school, compared to 
about 1.1 million nonfatal crimes while they 
were away from school (BJS, 2007). 

  Anger: 
  Natural emotion 

  Triggers vary across individuals 

  Aggression: 
 Behavior 

 External/internal manifestations vary by individuals 
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!  Reactive aggression:  Aggressive behavior due 
to a perceived threat or provocation 

!  Proactive aggression: Aggressive behavior 
driven to fulfill instrumental means (e.g., to 
steal someoneÕs jacket, gain attention, get out 
of a situation).  

  Individual Level:   
  Academic problems 
  Emotional maturity 
  Risk for delinquency 
  Familial issues 

  School Level: 
 Interruption of lecture/teaching 
 Negative effect on peers 
 Economic hardship 

  THE 3 EÕs 
1. Efficient  
2. Efficacious  

3. Economical 

IT WORKS!!! 
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  The goal of anger management programs: 
  Learn how to reduce the emotional arousal 
  Decrease level of physiological arousal 
  Increase social skills 
  Ability to communicate their thoughts and feelings 
  Control anger that is felt 

   The programÕs goals and desires: 
  Should not be aimed at eliminating anger all 

together. 

  Cognitive Behavioral-based intervention 
  Focuses on the following: 

  Competency in social skills 

  Moral reasoning 
  Managing emotions 
  Reducing aggressive behavior 

  ART targets aggressive children and 
adolescents ages 12-17 years of age 

  Originally developed for youth in the juvenile 
institutions but has been adapted for use in 
schools.  

  Group-based 
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1. Social Skills Training 

  Training is derived from a social learning process. 

  Teaches youth how to deal with threatening and 
stressful situations. 

  Activities include modeling, role-playing, and 
performance feedback. 

2. Anger Control Training 

  Reflection and Perception-based. 

  Students log their anger-arousing experiences. 

  Group facilitator uses a structured checklist to 
reinforce skills from each lesson. 

3. Moral Reasoning  

  Addresses studentsÕ awareness of othersÕ 
points of views (perspective taking). 

  Teaches youth to view their own world in an 
equitable way. 
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   Program consists of 10 weeks 
  30 sessions 

  One component is covered each week (three days a 
week, one hour/component. 

  Example: Monday=Social skills, Wednesday=anger-
control, and Friday=Moral Reasoning. 

  Classroom based 
  Integrate into an existing course such as social 

sciences or health. 

  Restitution/In-school suspension 
  Restorative vs. Punitive 

  Small groups for targeted students 

  Five-day 36-40 hour training 

  A ratio of one Certified Trainer for every 12-14 
participants. 

  Website: http://artgang0.tripod.com/ 
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  OJJDP rates ART as an effective model 

  ART is recognized by the U.S. Department of 
Education Promising Program and Helping 

  AmericaÕs Youth  Programs: Level II. 

  Goldstein,-Arnold-P; Glick,-Barry. Aggression replacement training: Curriculum and 
evaluation. Simulation-and-Gaming. Mar 1994; Vol 25 (1): 9-26 

  Nodarse,-Maria-Viera. (1998).The effects of "Aggression Replacement Training" on 
adolescents with an emotional handicap. Dissertation Abstracts International: 
Section B:The Sciences and Engineering; Vol 5 

  Goldstein,-Arnold-P; Glick,-Barry; Gibbs,-John-C. Aggression Replacement Training: A 
comprehensive intervention for aggressive youth (rev. ed.). 

  Glick,-Barry. Aggression Replacement Training in children and adolescents. (1996). 
In the: The Hatherleigh guide to child and adolescent therapy.  

  Cognitive-behavioral group intervention 

  Focuses on students with reactive aggression 

  Address anger and arousal self-regulation, and 
social-cognitive skills 
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  Students in grades 4-6; program can be 
adapted for other grade levels. 

  Students who exhibit: aggression, anger 
control, or other disruptive behaviors 

  Group-based with four to six students per 
group. 

  Didactics  
  Group discussions 
  Role-play 

  Games 
  Daily goal sheet to monitor target behavior  

   18 weekly group sessions 

  45 minute Ð 1 hour per session 
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  Co-leaders to run the group can include: 
  Counselor, School Psychologist, Prevention 

Specialist, or Social Worker. 

  Manualized procedure 
  Session-by-session cognitive-behavioral treatment 

manual. 
  Reproducible teacher handouts, child self-report 

forms, and parent letters in English and Spanish. 

  Larson, J., & Lochman, J. E. (2002). Helping schoolchildren cope with anger: A 
cognitive behavioral intervention. New York, NY: Guilford Press. Lazarus, R. S. (1991). 
Emotion and Adaptation. London: Oxford University Press. 

  Lochman, J. E., Burch, P. P., Curry, J. F., & Lampron, L. B. (1984). Treatment and 
generalization effects of cognitive-behavioral and goal setting interventions with 
aggressive boys. Journal of Consulting and Clinical Psychology, 52, 915-916. 

  Lochman, J. E., & Curry, J. F. (1986). Effects of social problem-solving training and 
self instruction training with aggressive boys. Journal of Consulting and Clinical 
Psychology, 63, 549-559. 

  Lochman, J. E., Lampron, L. B, Gemmer, T. C., Harris, S. R., & Wyckoff, G. M. 
(1989).Teacher consultation and cognitive-behavioral interventions with aggressive 
boys. Psychology in the Schools, 26, 179-188. 

  Originally designed for younger children 
  Evidence-based for use with 5th and 6th graders. 

  Cognitive based 
  Teaches students how to think about solving 

problems. 
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  Students ages 4-5. 

  Students who may be at highest risk for 
behavioral dysfunctions. 

  Students that display interpersonal 
maladjustment. 

  Instructors utilize visuals as primary learning tools. 

   Role-playing 

   Puppets 

  Group interaction 

  Real life situations are used to demonstrate 
problem-solving techniques 

  Small groups of 6-10 children for 3 months 
  First 10-12 lessons teach students basic skills and 

problem-solving language. 
  The last 18-20 lessons focus on identifying oneÕs 

own feelings and becoming sensitive to othersÕ 
emotions. 

  Last 15 lessons utilize role-playing games and 
dialogue to promote problem-solving skills. 
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  Manual-based/Inservice trainn 
  Teachers  
  Separate manual Preschool, Kindergarten, and 

Elementary. 
  Each lesson contain: 

  Teacher script 
  Reproducible illustrations  
  List of readily available materials  

!   Shure, M. B. (1984). Problem solving and mental health of ten- to twelve-year-olds. 
Final report #35989. Washington, DC: National Institute of Mental Health. See also 
Shure, M. B., & Healey, K. N. (1993). Interpersonal problem solving and prevention in 
urban 5th and 6th graders. Presented to the American Psychological Association, 
Toronto. 

!   Shure, M. B. (1993). Interpersonal problem solving and prevention. A comprehensive 
report of research and training. A Five year longitudinal study; Kindergarten - Grade 
4. #MH40871. Washington, DC: National Institute of Mental Health. 

!   Shure, M. B. & Spivack, G. (1978). In Problem Solving Techniques in Childrearing, 
San Francisco, Jossey-Bass. See also Shure, M. B., & Spivack, G. (1979). 
Interpersonal problem solving thinking and adjustment in the mother-child dyad. In 
M. W. Kent and J. E. Rolf (Eds.). Primary Prevention of Psychopathology: Vol: 3. Social 
Competence in Children. (pp. 201-219). Hanover, NH: University Press of New 
England. 

!   Shure, M. B., & Spivack, G. (1982). Interpersonal problem-solving in young children: 
A cognitive approach to prevention. American Journal of Community Psychology. 10, 
341 -356.A 

!  Purpose of the Program: 
"  Prevent delinquency 

"  Prevent drug abuse 
"  Prevent violence 

!  Short-Term Goals 
"  Decrease conduct problems 
"  Promote social, emotional, and academic 

competence. 
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!  Used with 2-8 year olds 

!  Parent Component 

!  Teacher Component 

!  Child Component 

!  BASIC Parent Component focuses on teaching: 
"  Child-directed interactive play 

"  Empathy 
"  Reinforcement skills 
"  Non-violent discipline 

"  Problem-solving 
"  Monitoring strategies 
"  Communication strategies 

!   Teacher Component Focuses on: 

"   Effective classroom behavior management strategies 

"   Promoting positive relationships with difficult students 

"   Strengthening social skills in various settings 

"   Positive collaboration and communication with parents 
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!  Child Component focuses on: 
"  Appropriate classroom behaviors 

"  Social skills 
"  Promoting positive peer interactions 
"  Developing appropriate conflict management 

strategies 
"  Developing positive friendships 

!  BASIC Parent Component is a 12-14 week 
program consisting of discussion of video taped 
scenarios 

!  Teacher Component consists of a 6 day 
program presented in workshop format 

!  Child Component consists of small pull-out 
groups (5-6 students) that meet for one hour 
twice a week for 20-22 weeks 

!   Characteristics of Young Children with Persistent Conduct Problems 1 year after 
Treatment with the Incredible Years Program.  Drugli, M.B., Fossum, S., Larsson, B., 
and MÌürch, W. 2009. European Child Adolescent Psychiatry.  

!   Five- to Six-Year Outcome and its Prediction for Children with ODD/CD Treated with 
Parent Training.  Drugli, M.B., Larsson, B., Fossum, S., and MÌürch, W. 2009. Journal 
of Child Psychology and Psychiatry.  

!   Disseminating Incredible Years Series Early-Intervention Programs: Integration and 
sustaining services between school and home.  Webster-Stratton, C., Herman, K. 
2009. Psychology in the Schools, Vol. 47(1), 2010.  

!   Promoting Early Childhood Mental Health through Evidence-based Practice.  
Thompson, MSW, LICSW. 2009. Healthy Generations. Winter 2009-10. pp. 26-27. 
Center for Leadership Education, University of Minnesota. 
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!  The Good Behavior Game is a classroom 
management strategy designed to improve 
aggressive and or disruptive classroom 
behavior and prevent later criminality.  

!  Based on concepts such as positive 
reinforcement and behavior modification. 

!  Can be applied to general populations of early 
elementary school children (First and Second 
Grade students). 

!  Most significant results have been found with 
children demonstrating early high-risk behavior. 

!  GBG focuses on improving teachers' ability to: 
"  Define tasks 

"  Set rules 

"  Discipline students 

"  Allows students to work in teams in which each 
individual is responsible to the rest of the group.  
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1.  Three weeks before game the teacher divides the class into 3 
teams.  

2.  Teacher defines the identified disruptive behaviors to class. 
3.  Rules for classroom behavior should be read to the class every 

morning. 

4.  Teams that engage in the defined disruptive behavior will 
receive a checkmark on the board.  

5.  Teams that have not exceeded the maximum number of marks 
are rewarded and the teams that exceed the standard receive 
no rewards.  

!   Two weeks before game begin collecting baseline data with 
provided baseline form. 

!   The teacher will record the number of check marks each of the 
3 teams receive during a 10-minute period. 

!   A total of 6 baseline sessions should be collected. 

!   The GBG can be implemented throughout the entire school 
year. 

!   In the early weeks of the game the teacher should begin with 
tangible rewards that are distributed immediately following the 
game. When all 3 teams are winning consistently, then the 
teacher should begin to include intangible rewards. 

!   Generalization may begin when all 3 teams are winning 
consistently with the increased use of intangible rewards, 
varied reward delivery time, and increased game time. 
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Research Findings 

!   At the end of first grade, GBG students, compared to a control group, had fewer 
aggressive and shy behaviors according to teachers, and better peer 
nominations of aggressive behavior. At the end of sixth grade, GBG students, 
compared to a control group, demonstrated decreased levels of aggression for 
males who were rated highest for aggression in first grade. (Excerpt from "Young 
Adult Outcomes from the Good Behavior Game: A Classroom Management 
Method Applied in 1st and 2nd Grades, " October 27, 2005 by Kellam et al.)  

!   By early adulthood, effects of GBG have been found that are now being 
prepared for scientific journal submission. Specifically, young adults who had 
been in GBG first grade classrooms were compared to those formerly in 
standard program first grade classrooms.!Significant reductions were found in 
risk of drug abuse and dependence, alcohol abuse and dependence, regular 
tobacco use, antisocial personality disorder, and use of services for problems 
with emotions, behavior, drugs, or alcohol. 


