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What is Executive Function?

Frontal lobe

Executive Function is a term used to
describe a unique set of mental abilities. . Parictal lobe _

In general, executive functions are a collection Occipitat Iobe
of related, vet distinct, abilities that allow the

individual to direct and regulate his or her own

behavior.

Studies have demonsirated that these Cereballum
functions are performed by the pre-frontal '
lobes of the cerebral cortex. Ongoing research
is providing an emerging picture of how brain
growth during childhood contributes to the
development of executive function. *

\\“ Temmporal lobe

Spinal cord Brain stem

Some commonly cited executive functions are:

Working memory: holding information in mind for the purpose of completing a task or activity
Initiating: beginning a task or activity

Behavioral Inhibition: not acting on impulse; appropriately stopping one’s activity at a given time
internalized speech: using “self-talk” o guide one’s behavior and solve problems

Switching Focus: shitting from agenda A to agenda B; ability to move from one situation, activity or
aspect of a problem to another as the situation demands

Emotional control: modulating one’s emotional response appropriately to the situation or stressor

Goal orientation: festabiishing an image of the goal in one’s mind and using that intemal image to
direct one's behavior - - .,

Self—monit‘oring:_checking on one’s actions during an activity to-assure attainment of a goal

Planning: anticating the future, setting goals, developing steps ahead of time
Organizing: establishing order in an activity or spacs, carrying out a task in a systematic manner
Sense of time: keeping track of the passage of time and altering one’s behavior in relation to time

Foresight: ability to predict and plan for the future

* Zelazo, Philip David. Executive Function Part Four: Brain growth and the development of executive function.
www.aboutkidshealth.ca
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How are Executive Function and ADHD related?
A new understanding of ADHD

Current researchers in the field of ADHD have advanced
varied ideas and models for how executive functions are Types of ADHD: .
related to ADHD. We will briefly discuss two of these ADBHD, Predominantly Inaftentive Type

models, Russell Barkley's and Thomas Brown's. ADHD, Predominantly Hyperactive-Impulsive Type
! ADHD, Combined Type -

-DSM-IV

1. Russell Barkley model*
- Barkley limits his model to ADHD, Combined Type.

* Barkley gives primacy to behavioral inhibition as the primordial executive function upon which the development of all
other executive functions depend.

Barkley identifies the primary execulive function as behavioral inhibition which includes: inhibiting responses hefore
actually acting them out, interrupting on-going responses, and resisting distractions. Behavioral inhibition lays the =
foundation for the development of the other executive functicns, which he identifies as
= Working Memory: holding events in one's mind, sense of time, forethought, hindsight, self-awareness
* Internalized Speech: speach directed toward self, self-questioning, self-directing, generation of rules -
* Self Regulation of affect, motivation and arousal <
= Reconstitution: creativity and problem-salving, “playing with” ideas and behaviors by taking
them apart and re-assembling them to form novel soiutions
Working together, these functions allow for Behavioral Control: execution

of goal-directed responses, goal-directed persistence, task re-engagement
folic_m{ilng disruption, sensitivity to response feedback and behavioral Sense of time
flexibility. is one of the types
*Barkley, Russell. ADHD and the Nature of Self-Control. The Guilford Press, 1997 of information that is
not as readily internalized by the
person with ADHD. In fact, Barkley
2. Thomas Brown model* . believes that “time is the ultimate
« Applies his model to all types of ADHD yet nearly invisible disability ‘
* Views behavioral inhibition as just one of multiple executive functions, afflicting those with ADHD.’ d
He identifies six different sets of Executive Function that are affected in ADHD: | (Barkley, 1997, p.337) Barkley
1. Activation: Organizing, prioritizing, and activating states that "the behavior of those .
2. Focus: Focusing, sustaining, and shifting attention to tasks with ADHD makes perfect sense i
3. Effort: Regulating alertness and processing spead, sustaining effort once time, or the lack of it, is taken
4. Emotion: Managing frustration and medulating emoticns into account in the analysis of their _
5. Memory: Utilizing working memory and accessing recali behavior.” (Barkley, 1997, p.315) e
6. Action: Monitoring and self-regulating actions e
*Brown, Thomas. Aftention Deficit Disorder: The unfocused mind in children and adults. Yale University Press, 2005 .
In both models, it is stressed that : -
* As the executive functions develop, children become g

less controlled by external sources and more capable of
regulating and directing their own behavior.

* ADHD represents a delay in the development of this i
shift from outer to inner control. ' -

© 2008 Golden Path Games Z



ADHD as a disorder of performance

Barkley makes the point that ADHD should be considered a disorder of What ADHD is:

performance rather than of knowledge or skill. (Barkley, 1997) ADHD is a delay in
* People with ADHD are just as “smart” as anyone else, but due to deficits the development of
in the internally represented information and sense of time, the person the shift from outer
has difficulty applying his knowledge and skills throughout the course of to Inner control.
his or her day-to-day performance. What ADHD /s not:
- Consequently, no matter how smart or talented the child with ADHD ADHD does not
may be, he is not on an even playing field with his peers. mean the child is

- However, parents and caregivers can help the child compensate for talented or skiflful.
- these differences by providing a longer period of externalized support
for the executive functions.

Implications for Treatment:
Provide External Support at the Point of Performance

tess intelligent,

External support provides a more even “playing field”

With external support in place, the child with ADHD is able to perform beyond what his actual
development would allow. That is, he is abla to use his knowledge, skills and abilities on par with his
peers, without being as handicapped by his slower development of the executive functions.
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A simple example of externalizing an executive function is one that many of us use on a daily basis: a
“to-do” list. When | set out in my car to run errands, rather than relying on my working memory

(an executive function), | write down a fist of things I need to do and use that list to prompt me to initiate
the required actions. The list provides an external structure that supports my working memory.

‘Provide external support at the “point of performance”

Barkley also emphasizes that, to be most effective, the externalized support should be available at
the point of performance. (Barkiey, 1997)

Lierrry

Brbrery
Cllwaning

oooRg
q
E

Making a list can be helpful in and of itself, as a way of organizing my thoughts about what | need to
do. But it will be far more helpful to me if | don't teave it at home. If f have it with me, N my person, or
at least in my car, as | navigate the errands to be done that day, it will always be available at the point
of performance—-the natural sstting in which | need to recall just what it is | need to do next.

On the following pages, you will read about the Simon Says program, designed for therapists who work
with children diagnosed with ADHD, Because of the importance of using interventions at the point of
performance, parent participation is an integral part of the Simon Says program.

The therapist's role is to use hisfher diinical skills tb help educate and motivate the child, suggest strategies,
and provide fools,

The parent’s role is to see that the child uses those strategies and tools when and where they are neadad.

In the Simon Says program, the parent's role is similar to that of a coach. As a coach, the parent

Point of Performance and the Parent as “Coach”

* Motivates the child by providing a vision of success.

* Creates interesting (and fun!) practice sessions.

* Sees that the child uses tools at the point of performance.
* Recognizes even small signs of progress and provides encouragement.

© 2008 Golden Path Games 3



Integrating the Simon Says Program into an Overall Treatment Plan

The Simon Says program is part of an overal treatment plan for ADHD.
It should, of course, be noted that there ig currently no “cure” for
ADHD and that all aspects of treatment are directed toward the

successful management of this condition. Typically, this manhage-
ment includes:

* medication,
* adaptations in the school setling, and
* behavior management at home.

While these interventions are effective, the child is for the most
part, a passive (and sometimes resistant} recipient of these inter-
ventions. The Simon Says program is meant to

* engage the child as an active participant in treatment.

The Simon Says program is intended to be one part of an overall
treatment plan for ADHD.

ADAPTATIONS

BEHAVIOR
MANAGEME,

Provide child
with insight and
topls

Children are capable of gaining insight into what ADHD is and is
not. The concept of executive function provides specific language
that will help them understand the challenges that they face.
Using the “language of play,” the therapist can:
1. help the child understand the importance of skills/abiiities related to executive function
2. give the child opportunities to demonstrate behaviors related to executive function

3. help the child acquire habits and tools that will enable them to compensate for ADHD-related
difficulties.

Skills learned in the Simon Says program prepare the child for long-term goals.

ADHD is a long-term condition, and management of this condition will need o continue over many
years. Parents will need to be Prepared to manage their child’s treatment throughout their formative
years. But many individuals diagnosed with ADHD continue to experience difficulties into their adult
years. With the Simon Says program, our aim s to begin--in the elementary and middle school

years--to instili in the child an accurate understanding of ADHD. With the right foundation, that child
will grow into a young aduit who has the insight and tools to thrive on his or her own.

F Co-existing conditions and issues

As therapists, it is important for us to keep in mind that ADHD doesn't exist in a vacuum,

First, some chiidren diagnosed with ADHD have co-existing conditions, including Specific
Learning Disabilities, Anxiety, Oppositional Defiant Disorder, and Conduct Disorder.
Secend, many children referred for treatment for ADHD are are also dealing with other life issues
such as trauma and/or grief and loss.

While ADHD may be what brings the child to the therapist

's office, it is also important for the therapist
loidentify and address these other conditions and issues.

© 2008 Golden Path Games 4
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How To Use the Simon Says Manual

This manual is divided into four sections, each focusing on a particular executive
function:

‘Section 1. Working Memory
Section 2. Behavioral Inhibition
Section 3. Shifting Focus
Section 4. Goal Orientation

Each section provides ways for the therapist to provide external support for that
function. This is done in two ways

1. Play activities - Play is a natural way that children learn and practice behav-
iors that are essential to their development. For example, such games as Mother

‘May I, Simon Says, and Freeze Tag require children to demonstrate behavioral
inhibition. Play provides an engaging external framework for children to practice
regulating their actions-- over and over again. Children with ADHD, by the nature
of the condition, internalize more slowly and therefore will benefit from increased
opportunities to use the natural medium of play to support their developmental
progression from external to internal regulation.

2. Habits and tools - Children with ADHD make slower progress in internalizing
regulation of their thoughts and behavior. Studies show that even when these
children become adults, some executive functions may be less developed.
Many adults with ADHD learn to compensate by using tools that externalize the
executive functions. We previously cited the simple example of using a list as an
external aid to working memory. This tool, when used consistently, can help the
person with poor working memory perform on the same leve! as a person with
much better working memory. In this manual, stories and assighments introduce
children to the concept of using tools that will help help them to direct their
behavior toward desired goals. '

Order and pace of program

Order: Itis recommended that the parts of the program be used in the order outlined in the manual, as
each of these sections (Working Memory, Behavioral Inhibition, Switching Focus, and Goal Orfentation)
builds on information and tools presented in the previous section.

Pace: However, itis up to the therapist to determine the best pace at which to move through the
program. There is great variance from one family to another as to how much time and repetition they
need fo incorporate the material into their daily lives.

© 2008 Golden Path Games 5



Each section of the manual is divided into four steps:
Step 1: P lay

\ngg A playful activity introduces an executive function (or a group
it of functions) and allows the child fo successfully

N perform actions related to that executive function.

Step 2: Link

Stories give a child-friendly example of the importance of
Mt( the executive function in real life.

Worksheets link the function to everyday situations

Step 3: Assign

Several options for assignments are included in each section.

'gi,) These assignments give the child opportunities to practice
behaviors related to the function and also provide toois to

strengthen their performance in relation to that function,

Step 4: Yahoo!

The final step' provides ways for the therapist and parent to
acknowledge effort and reinforce success.

© 2008 Golden Path Games 6
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What: A playful activity introduces an executive function (or a group of functions) and allows
the child to successiully perform actions refated to that function,

Who: Therapist leads the intervention for the child. The child’s family can be included.

Where: Therapist's office. (Families may like to have a copy of the activity to play at home.)

Y

der to make the stories more interactive, they are written In “play” form so that—if desired-- the
child, family members, and therapist can role-play the story.)

What: A real-life story shows a child experiencing a problem in his or her daily activities. {In or-

Who: Therapist leads the intervention for the chiid. The child’s family can be included,

Where: Therapist's office. {Families may like to have a copy of the story to read at home.)

What: Several options for assignments are included in each section. These assignments give
the child opportunities to practice behaviors related to the executive function and also provide
tools to strengthen their performance in relation to that funetion. '

Who: Therapist selects the assignment, and makes sure child and coach understand and wil

be able carry oyt assignmant. The parent, acting as coach, oversees the implementation of the
assighment at home.

Where: The asslgnments are carried out at home.

L

STEP 4:

Y ahoo!

What: Both the therapist and the parent/coach should acknowledge effort and reinforce
success as the child carries out the assignments, Three reproducible pages are provided for
the the therapist and parent fo use:

1. Each section contains an Encouraging Words page. This page gives examples of statements
that the adults can make to point cut areas of progress and to direct attention, in positive ways,
to areas that still need some improvement,

2. Each section also contajns two Skill Tracker pages that can be copied and given to the

3. At the back of the manual is @ page of Yahoo! tickets. The therapist can copy these and
award them to the child when reviewing assignments (and/or at other times as determined by
the therapist.) The tickets can later be exchanged for rewards at the therapist's office.

Who: The therapist explains to the parent/coach how to use the Encouraging Words page and
the Skill Trackers and gives copies to take home, The therapist decides how to use the Yahoo!
Tickets and explains the process to the shild.

Where: Encouraging Words are examples of statements that can be used by the therapist in the
office and by the parent/coach at home. Skl Trackers are used in the child's everyday environ-
ment. Yahoo! tickets are given at the therapist’s office.

© 2008 Golden Path Games 7



g o=

fT111111%211

What is Executive Function?

Executive functions are g collection of refated, yet distinct,

abilities that aliow the growing child to begin to direct and Parietal lobe
regulate his or her own behavior.

Frontal lobe

Occipital labe N
Studies have demonstrated that these functions

1) are performed by the pre-frontal lobes of the cerebral cortex,
2) develop throughout childhood and into late adolescence, ang
3) allow for a shift from outer to inner control of behavior.
Cerabelum g
Current research indicates that ADHD may represent a
delay in the development of executive functions.

is, the Ghild with ABFHD simply does riot havé -
ce, talerits and skills and steer them toward

nd.result, he needs external support to compensate .,
Urself constantly telling your child to STOP daing

egulation,

&5, e or'shie will Contintie to need that outer support. But
d:beside him every. miriute, directirig him. You camn tet
some of that neeted external regulation. Arid, since marty
ilciren oy w ADHD, those habits and tools will serve him al his life, DR
— It's importan that those tools he used at “the point.of performance™-in the places and at the times
that your child is having difficully. In the Simon Says Program, your role is that of “coach” to your _
child. Your child’s therapist will ed ucate your child about ADHD, suggest strategies, and :
‘recommend todls that your child can use t6 help himseff, As your child's coach, you'll be in charge
of seeing that the tools are used at the point of performance-—-when and where they are needed.
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Executive
Function

Example

R

Working
Memory

Holding
information in mind
in order to take the
right action at the

Child is almost always
late for the bus
because he forgets to
do all of the things
needed to be ready

-together and figure out what kind of cues will

Sample
interventions

Because my child has difficulty with working
memory, he needs extemal structure to help
him remember what fo do and when fo do it

We can leam to use cues as a fool to help
working memory. We can put our heads

Game: Simon Says Pay Attention
Story: The Morning DJ

Assignments;
Don't Forget cue cards
Secret Signal cue
Wrist Lists
Ready, Set, Go for it!

right time for scheal. work best to “grab” my child’s attention.
Behavioral Using piay, my child can practice Game: Simon Says Don't Do it!
Inhibition |1 Ct}ild plays with Fhe STOPPING in response to specific cues. Story: The Distraction Zapper
dog instead of getting )
Stopping oneself | dressad for school, Then, I can use the same cues to remind my Af-‘r?]'g‘(‘)m?:fss: o
from taking child fo stop himself in “real-life” situations. Rod L%'}WGI.;V;”CUQN
undesired 2. Child gets angry at The Stay-on-Track Map
actions someone I can teach my child the concept of on-track
and lashes out. and off-track to heip him better understand
goal-directed behavior,
Switching . I can heip my child practice specific ) ;
Focus Parent tells child to strategics for relaxing, calming down, and Game: STOP, Relex, Focus, Go!

Moving from one
activity to
another as the
situation demands

stop playing outside
because if's time go fo
the store, Child
doesn't want to switch
and throws a fit.

changing focus.

With practice, these skills will become more ha-
bitual, and it will be easier for him to calm down
and switch focus in realife

sifuations.

Story: The Team Player

Assignments:
Attention Pleasel
The Cool-Down
STOP and Think Poster
STOP and “B” Cool cue card

i A A A A A A L A L L RN LR S R EREREREER R

Goal
Orientation
Establishing an
image of a goal in
one’s mind and
using that intemal
image to direct
one’s behavior,

Child is told to clean
room before going
outside to play ball.
When friends arrive,
child is in room,
playing a game, and
the room is still a
mess.

I can give my child a way fo externalize his goal
by heiping him make a visual game plan, ft
gives him a concrete way to “see” what needs
to be done. If also gives him a way to keep
track of his progress toward his goal.

Game: Go-for the-Goal
Gamea Show

Story: Have Fun, Get the Job
Done

Assignments:
Make-Your-Own Game Plan
Encouraging Words cue cards
Beat the Clock

© 2008 Golden Path Games




Hi!
My name is Simon and | have ADHD.

Before | learned what ADHD really is, | used to think maybe | was just dumpb.

But I learned that people with

ADHD are as smart as anyone else.
But sometimes they have a problem
doing the right thing at the right time,

For example, they may:
#1 forget all about what they
are supposed to be doing

#2 do something else instead

#3 have trouble stopping one
thing in order to begin
something else

#4 have trouble getting big jobs v

started and getting them
finished on time.

“ =ﬂm%w%
Some days, | hm%
. prabiems with ali “?}%
%}x faur of these thingal

See my examples

}
on the next page... f
&% " o "

lgotoa therapist and I've learned that | don’t have to get smarter.
('m already smart!) | just have to understand the reason | am
having difficulty, then leamn S0me ways to help myself,

And guess what? It's fun! We always start oyt by playing a game,
Next, we read g story about another kid who is a lot like me. Then |
have some assignments to do at home with my “coach” (that's my

mom or dad.) The assignments are fun, plus | earn rewards when I
do my assignments.

© 2008 Golden Path Games 10
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#1 _ ! use cues o help me remember to do
When | get ready Working the right thing at the right time. Simon Says
for school, | usually Memory :
forget fo do some of | have trouble My therapist, coach and | put our heads Pay Attention!
the things that I'm keeping things inmy | o0 0ther and figure out what kind of
S“pposid to dto- My | mind S,Oh' tca"t,take the [ cues win grab my attention and be a
parents fuss at me right action -
0 do this, do that, atthe right ime. | 9009 reminder of what fo do,

#2 ) I play games to practice stopping
I play with the dog BEh.El\(If)I‘al myself. In the games, when | get a cue, Simon Says
instead of getling Inhibition ! have to stop what I'm doing and not Don’t Do Jt!
dressed for school. It's hard for me to stop move at all '

myself. Scmetimes my .

;ri%itd”;ig gé my rs;?ifedl?nisé‘otir?ﬁse Then, my coach uses those cues in real
something mean wrong thing until it's life to f?efp me remember to stop
instead of explain- too late. myselr.
ing what's wrong.

#3 ! leamned how to do a cool-down. Jf
My mom tells me to Switching helps my brain and my body get ready STOP, Relax,
stop playing Focus to switch focus. f
because it’s time to Once my brain is FOCUS’ Go!
go to ihe slore. | focused on one thing, | 1 yse g STOP $ign to help me remember
don't want to do it it has a hard time how to do the cool-down
and ! throw a fit. letting go of '

that thing and
focusing on
something else,

#4 When | have a big job to do, | make a
When it’s time to Goal game plan. If's a picture on paper, so | The
clean my room, | Orientation can see all the things | need to do and
never feel fike | don't have a good which one to do first. It has a START Go-for-the-Goal
getling started. picture in my mind of and a FINISH, so it looks kind of like a Game Show
cven when | really | all the things | need to game board. | even use a game marker
warnt to get it done, do and of how fast |
| get distracted and need to work 1o get the to keep frack of my progress.
[lose track of time. job done,

© 2008 Golden Path Games
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SECTION 1: That’'s My Cue!

(Working Memory)

Rationale for That’'s My Cue! Activities

What is the problem?

Children with ADHD often fail to get things done at the right ti

me and in the right way. Parents and teachers may describe them as

distracted and forgetful: their attention wanders “all over the place.” Cne parent describes a typical morning scene: "l wake him up and
tell him to get dressed. When | come back to check, he is still daydreaming. Then he is playing with the dog instead of eating breakfast
looking out the window instead of packing his book-sack. I | didn's constantly bring his

attention back to the task at hand, he'd still be in his pajamas when the bus comes.”

What Executive Functions are involved?
. The executive functions involved are those of:
- Working memory (holding information in mind for the purpose of compleling a task or activity).
- Initiating the required behavior (getting dressed, eating breakfast),
The demands of working memory are more complex when the task or activity involves a
serfes of-behaviors (dressing, eating, brushing teeth, and getiing books ready.)

What will help?
Children can learn to use cues as a tool to help them remember 1o got things done in the right way and at the right tme.
. Cues provide external support for working memory.

Cues can be auditory,

Cues can help children remember to initiate the necessary behavior.

Parents can experiment to find cues that will be strong enough to “grab” the child’s attention.
visual, even tactile, and some children will benefit from muiti-sensory cues.
For more complex behaviors, a saries of cues can help to prompt a series of tasks.

To be effective, cues need o be at the point of performance. '

Executive
Functions

Working Memory
Initiating Actions

Overview of Tha¥'s My Cue! Activities

Activity or " Purpose Page
Assignment
Simon Says In this game, childrzn lister to a story and demonstrate their ability to use their working 17
Pay Attention memory and to initiate the "right’ action in response to cues. This activily also infreduces the
ldaa of adapling cues io tha child's nesds.
Story: When Jen's father had to give a speech, he and Jen made "cue cards” (o help him remember 23
The Morning DJ what fo say. Now her father shows Jen how to use g sequence of audiory cues to aid her work-
ing memory and help her to initiate the fasks required In getting ready for school in the moming,
Link
] i ﬁ _ Worksheets A review of the importance of cues in everyday life. 26
Don’t Forget Child makes reminder cards o post at the “point of performance.” 31
cue cards
Secret Signal cues Child and coach collaborate to come up with signals that can serve as cues to remind child to 35
initiate certain actions. The signais need to be strong enough to grab the child's attention.
Wiist Lists As with Jen in The Moming DJ story, these lists provide sequential cues for & series of tasks, a7
Because the cues are attached tp the wrist, they are always at the point of performancel
Ready, Set, This activity Introduces the concept of working memory and gives the child and opportunity to 45
Go For ft! “test” histher working memory.
Encouraging Words Adults provide feedback and encouragement as child practices new behaviors. 47

Yahoo! @

Skill Trackers

® 2008 Golden Path Games
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Possible ways to modify cues to provide more external support:
Strengthen the verbal cue by changing the tone or volume of voice,

Strengthen the verbal cue by adding eye contact.

Pair the verbal cue with another type of cue: visual or tactile.

Write the cue words on a piece of paper for the child to look at as the story is read.
Have an additional “private cue” to serve as a signal that a cue has been missed.
Be creative in finding cues that will work for the child.

. With'the child, decide how to -_aadj,uAéf'thé:'.cué‘”.aﬁd then repeat the activity, giving éhéugh ;
~supportso‘that the chiid responds fo all eleven of the cues. It's OK io stop in the triddle

N -and make further modifications torstrengthen the cues, if needed,

When fiished, go Gver the chedkist and tak about the Skils that they ohild -~
tratod. . o - |

L demors
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Section 1: That’s My Cue! (Working Memory)

; Play Intervention:
o SUCOEED, Simon Gays Pay Attention

th , .
thgsspi(;]rse In the game outlined on the next three pages, children listen

you'll NEEDI to a story and demonstrate their ability to use their working
memory and to initiate the “right” action in response to
cues. This activity also introduces the idea of adjusting cues
to the child's needs.

Begin by giving the child a copy of the checklist on this page.
The checklist explains what the child needs to do to succeed
at playing Simon Says Pay Attention. Go over the checklist
with the child before playing the game and use it again to
review affer playing the game.

The purpose of the game is to let the child realize that he
already has these skills.

In the steps following this Play activity (Link, Assign, and

Yahoo!) the child and coach will lsam strategies and tools
that will help the chitd perform these skills when and whers
they are needed in day-to-day life.

i

If you want
to SUCCEED,
these are

the skills
you’i NEED!

if you want
to SUCCEED,
these are
the skills
you'll NEED]

WO W W P D P mzzwuw&%@%lﬁ?@‘Ii"@3@@’!

O When .:)??b-l;liéef'yb;ur't;ue.,;}:take the . |
~rightaction - oo

| @ ¥ yous have difficulty, adjust the

0 1fyou have difficulty, adjust the

cue

© 2008 Golden Path Games 17
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Possible ways to modify cues to provide more external support:

Strengthen the verbal cue by changing the tone or volume of voice.

Strengthen the verbal cue by adding eye contact.

Pair the verbal cue with another type of cue: visual or tactile.

Wite the cue words on a piece of paper for the child to ook at as the story is read.
Have an additional “private cue” to serve as a signal that a cue has been missed,
Be creative in finding cues that will work for the child.

© 2008 Golden Path Games 21



Section 1: That's My Cue! {Working Memory)

i k: E E
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4

Possible ways to modify cues to provide more external support:
Strengthen the verbal cus by changing the tone or volume of voice.,
* Strengthen the verbal cue by adding eye contact.
Peir the verbal cue with another type of cue: visual or tactile,
Write the cue words on a piece of paper for the child to look at as the story is read,
Have an additional “private cus” to serve as a signal that a cue has been missed,
Be creative in finding cues that wil work for the child.

Wﬂb%%%%%'ﬁﬂﬂ'!ﬂiﬂf@@@'?

:'f_,' gwmg'en_eugh

.de:h.ow't'b'f!adj'ust_._e;i; giving el
inthe middle

-1t the, ahild responds to 2 eleven of the ¢
ke further modifications } strengthen the cues,

chid ec!

Lies: [ O to st
if neéded

ded

en finshed, rayiew the checklist and give a~ - ..
big¥ahoo! - - e
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Section 1: That's My Cuel (Waorking Memory)t ]
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Simon Gays Pay Attention #2

(Use aftar player has shown mastery at the previous activity.)

— You can make the Simon Say Pay Attention acfivity more challenging by following the directions balow.

= Butitis very tricky. Have fun and don't lake it too seriously! It might be a good idea to hava the paren;
do this along with the child.

Tell the child;

Are you ready to try again, and make it a whole lot harder? This time, you will take
different actions for diffsrent cues. You will stilf take one step forward when you hear

mon and Says and Pays and Attention. But if you hear the word

Far away, up on g hill, there lives a little rabbit. His name is Simon.

Every morning Simon wakes up and 58ys good morning to the world. Then he starts
to explore, going up and down the hill, back and forth, moving to the right and then to
the left. He sniffs around, looking for something to eat. He doesn’t have to go to the

store and pay for his food like we do. It's al] Hght there for him to take. Whatever
comes to his attention, that looks good, Simon eats it right up. This morning,
Simon doesn’t eat everything that he finds. So there is some left for the other rabbits.

But he doesn’t leave much, so they will have to pay close attention. “I'll come back
later to see if they found it” Simon says to himself,

After Simon eats, he turns his attention to other things. “T think [ will go back up
the hill and pay my respects to Mrs. Robin, he says. And Simon hops right over o

the tree where she lives. “Hj there, Simon,” Says Mrs. Robin, peering over the edge
of her nest. “Let me finish feeding my babies and then ] will give you my fall
attention.” She turns back to her babies and feeds them until there isn’t 1 worin Jeff.
Then she turns back to Simon. “T] be right with you as soon as I get them all tucked
in.” She tucks each baby into the nest. She gives special attention to the little one,
who wiggles a lot and somefimes falls right out of the nest. Then she turns back to
Simon and flies down to meet him. “Hi, Simon.” she says. “I'm so glad you've come
to pay me g visit.”

TETTTTTRTRTI T TR OTIRIYLY
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Section 1: That's My Cuel (Working Memory) :

PAGE 2

Narrator: Jen’s dad had to make a speech at a meeting. He was worried that he might forget
some of the things he was supposed to say. S0 he made a set of cue cards, On each card,
he put a word to be a cue--a reminder—of what to say next. Then Jen drew a picture for each

card, as an extra cue.

Father: Those cue cards helped me a lot, Without those cues, | would have forgotten
some of the things | was supposed to say at the meeting, just like you forget some of the -
things you are supposed to do in the morning.

Jen: That was fun making cue cards! | liked drawing the pictures to help you remember what to say!

Father: Well, this new idea will be fun, t0o. It's called The Morning D.J. But instead of SEeeing your cues
on cards you'll hear your cues—-we’l| put them on your i-pod,

Jen: A D.J like o the radio?

Father: Exactly! Here's the idea: You'l pretend that you are a D.J. and you'll choose some songs and put
them on your i-pod. The songs will be the cues to remind you what to do. No one will have to fuss at you!

Jen: How can songs be cues?

Father: You'll choose a song for each thing that you need to do in the morning. For example, you'll choose

one song to listen to while you make your bed. When that song starts, you know it's time tc make your
bed--and you have to finish before the 80Ng is aver.

Jen: | can do that!

Father: | know you can. And there will be 2 special song for each thing that you have to do in the morning.
Each song will remind you of what task ‘o do next. And you'lt know that you have to get each task done
before that song is over. That will help you get everything done on time.

Jen: | like that idea! Let's see, | have to make my bed, get dressed, eat, comb my hair, and brush my teeth.
............ Oh, and feed Ginger! That's important. | love Ginger!

Mother: | know you do, and if you finish everything on time, you will still have plenty of time to play with
Ginger or maybe even to watch TV,

Narrator: Jen smiled. She liked the sound of that, She hardly ever gol to wateh TV on school mornings.
Jen: When can | put the 50Ngs an my pod?
Mather: As soon as we get the table cleared and the dishes washed.
Jen: Let’s go. I'll be thinking of which songs | want while we work,
THE END

** The Morning DJ technique was taken from the ADHD: Organizational Tips Section of About.com
(http:/.ladd.about.com/csforganiza1i0n:ips_]

© 2008 Golden Path Games 24

fﬁ%*iﬂ1ﬁi11111§




Section 1: That's My Cue! (Working Memory)

If you warnt -'
o BUCCEED, -
these aro
tha skills

You'll NEED)

- When do PEODPle use these skilis in Real Lire?

When Jen’s father had to give a speech, he and Jen made “cue cards”
KILLS CHECKLIST to help him remember what to say.
B ) e

. | When Jen has difficulty getting ready for schoof in the morning, her
| Simon Says Pay Ateention B father shows her how to use cues to help her remember to do the right

thing at the right time.

O When you'ss
- ,rfg_ht-actlon o

The Morning D.J,

Narrator: Jen sighed. She wished it was still summer
breakfast. Waffles! Her favoritel She felt a littls better,

She sat down to eat her waffles. Uh-oh! The dog dish was empty.

Jen: Hi Ginger,

Narrator: Jen petted her soft fur, Ginger ran under the kitchen table and brought out a tennis ball.

Jen: OK Ginger, I'l play ba] with you,

Narrator: She opened the back door and the two of them ran outside. Soon Jen was laughing and
having a good time.

Father: Jen! What are you doing?..... You're still in your pajamas. The bus will be here in 15 minutas!
Jen: I'm sorry. Ginger wanted to play bail and I....

Father: | don't want to hear
Mmean now/

Narrator: At dinner that night, Jen's Parents said they wanted to talk with her.

Mother; Honey, vour fat
ready every morning.

-1 guess [ just forget what I'm Supposed fo be daing.

Father: Yes, | think that is exactly the problem. And | heard 5

bout an idea that we think will heip
you remember what it is YOu are supposed o be doing.

Narrator; Jen looked at her dag » wondering what he was going to say next.
Father:

Remember when you helped me make the CGue cards for my speech?

© 2008 Golden Path Games 23



; Make this story come alive!
The story on the next page is written so that it an be read aloud as a “

play.”
If possible, have the child and other family members each read one o

fthe four parts in this story. The parts are
‘ 1) Mother
; 2) Narrator
; 3) Jen
4) Father
t Have fun!
Hint: To make the parts easier to read, make a copy of the story for each reader. On each copy, highlight the pari(s) that person will read,
_ {See example below, with Jen's part highlighted.)
! Do the same with the following stories in the other sections:
: The Distraction Zapper ............. page 61
l The Team Player.......o......... page 91

Have Fun, Get the Job Done page 127
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The Morning D.J.
Questions for Discussion

How do you think Jen feels about getting up in the morning for school?

How many things does Jen need to do to be ready for school? How many things
do you need to do?

Was Jen being forgetful on purpose? (Explain your answer.)

Jen's parents could have punished her for not being ready. But they decided to
try anew idea. How do you think Jen felt about that?

Extra Questions

T¥ yonr wargt

to SUCCEED,
- thesg are
the skiils '
Yo'l NEBDI =

Remember the skills that you needed to succeed
when you played Simon Says Pay Attention. (see
checklist at right) Which of those skilts will Jen need

to use fo get ready in the moming using the | —————
Morning DJ? Simon Says Pay Attention

i @ Remember whaf action to take
Working memory means that you can remember S ke -

whatitis that you need to do. Jen’s father used cus B Waltfor yout AR
cards to help his working memory. Jen is going to 0 When you.get yor oue, take the
Use songs as cues to help her working memory. - ”gﬁﬁ?-,c_t'o" o
When does your working memory need some help? = Egg“ have diffioulty, adjust the ~

. When using cues to ajd working memory, remember that if the cues you select
Executive

Functions don't work, they can be adjusted or strengthened to be better “attention grabbers.”
, ' For example, when Jen's father made his cue cards, she added a picture o his
« Working Memory written words, thus strengthening the visual cue.

*Initiating Actions

NOTE: The auditory cues in the “Morning DJ” technigue will serve a dual purpose:
1) cuelng Jen as to which task to initiate next and
2) externalizing Jen's sense of time, as the length of each song will alsc guide
her to complete the task within a specified time period.
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Section 1: That's My Cue! (Working Memory)

Y

j

vy
1

g e  you ward
o A 1o SUCLEED,
sl these ara
o -,'""F'JI the skills
f_r, 4L yourll NEEG)

SKILL.S CHECKLIST
for

Simon Says Pay Attention

| Remember whal acilon lo take

=) Wali for your cue

When do people

i
ﬁ‘&"i

i

U When you gel youwr cue, take the
right action

use these skills
a 'Icr&f:uhavs diﬁiau]ly‘ adjust the in Real Li'Fe?

ARRARERERELRLELY

What's What is the right What happens if
Person their cue? action to fake? they don’t take the Cue
Choose one What happens if they right action?
fram “Cue™ lake the
selumn right action?
Person waiting at , A
horme for friend to Alarm clock
come for a visit buzzing
Person swimming in ‘ B
the ocean Starter
gun
' C
Football player Lifeguard's
whistle
Hot and hungry child D
with money to spend Hike!
Person sleeping in bed E
Knock, Knock!
Runner at the race F _
starting line Music from
ice cream truck
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if you want

o SUCCEED,

thiso arn

. the skillz
Yyou'll NEED)

*" - right action

& Winen.yaul gef yaur

hen do people
use these skil|s
In Real Life?
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B Section 1: That’s My Cue! (Working Memory)
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Assignment Idea “DON’'T FORGET” Cue Cards
RATIONALE: Creating written reminders can he an effective way of providing Executive
oneself with a cue to take a particular action. And, the dloser the reminder is to the i Functions
point of performance, the more effective it will be. (Pcint of performance means the A Warking M
time and place where you have to take that acticn.} * (VOrKiIng Memory

Inifiating Actions

BENEFIT: This assignment can nelp the child acquire the helpful habit of using visual cues
as reminders of things to do and thinking about the bast placement for the reminders.

MATERIALS NEEDED: Copy the Don’t Forget cue cards (on following page) on heavy paper. (Hint: To make it
a better “attention grabber® copy on brightly colored paper.)

EXPLANATION FOR CHILD:
=~ Have you --or your parent—-ever said, “Oh no, I completely forgot to
(Fill in the blank: bring home my baok, go to the bank, pick up the clothes from the cleaner)
“ Most people have, some more often than others! If you often forget, or if the thing to

" be done is very important, it's a good idea to write yourself a reminder. That's the
first step.

The second step is think about the best place to put the reminder, so you'll be sure
fo see it at the right time.

For example:

eI s
N ON W o o MW o

" i

. , Putoilet seat down @t TakeCefiphone & & Call Dad before
% T— Lo WRETSTTTTTT B m NS00 10 bed

L an & =

S .

—-—-—-—-—‘—-——.—-—.-_h_._-_l_-_._-_._

Where would be a good place to put each of these cue cards?

ASSIGNMENT:
Take home the Don’t Forget cue cards and use them as cuss to remind you “fo do
the right thing at the right time.”
1. Write on the cue card the thing that you need to do.

2. Then think of the best place to put the card so you'll see it when and where
you need to do that thing.

© 2008 Goiden Path Games 31




Coaching Tip

Y

MEASURING SUCCESS: The emphasis should be on the child recognizing
the need for a reminder, then making the cue card and posting it. The child may
nieed heip in figuring out a good spot to post the cue card, where it won't be over-

- locked. If the first spot'you try doesn't work, try others. Remember that the child's

effort to solve the problem is the essential first step toward success. Give
encouragement to keep on trying.

VARIATION: The chiid can alsa help make a cue card for a parent fo use, and
help the parent think about where to putit. Whether done for self or others, this

activity is a good way tc learn about the concept of using written reminders as
cues, and placing them for maximum benefil.

's OK fo measure success one small step at a time!

© 2008 Golden Path Games
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Coaching Tip

Secret Signals Lead to Success! Chitdren are inspired by role models. A
story about Michael Phelps, as cited in the April/May2007 issue of ADDitude
Magazine, can provide inspiration for this assignment. According to Michael's
mother, Debbie Phelps, Michasl was diagnosed with ADHD at age 9. She recalls 3
swim meat in which he came in second and angrily ripped off his goggtes and threw
them on the ficor. She decided to teach him that good sportsmanship—and keaping
ONg’s composure--is as important as winning. Together, they came up with a signal

that she could give him from the stands: she would form a "C” with her hand, which
stood for "compose yourseit.”

Michael's mother knew that the plan was not only effective, but had “sunk in," whan

Michael gave her the “C” signal when she was getting stressed while making dinner,

www.additudemag.com

® 2008 Golden Path Games
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W Scction 1: That's My Cuel (Working Memory)

-

Assignment Idea #2 |

to initiate an action in unplanned situations. To help In these circumstances, the
child to initiate a particular action at the time and place needed.

BENEFIT: This assignment provides another step in helping the child think about
how he can set up cuss in his environment to heip him do the right thing at the
right time.

MATERIALS NEEDED: None

EXPLANATION FOR CHILD:

for cues.

developad. {See opposite page.)

to do the right thing at the right time.

the first ime, think of ways 1o adjust the cue to make it more effective.

Examples: Come up with a secret signal to cue the child to:
* Use Please and Thank you
* Shake hands
* Use your inside voice
* Put away your tennis shoas
* Go back and ciose the door
* Clear your plate

© 2008 Golden Path Games 35
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parent and child can collaborate ahea of time and agree on signals that will cue the

Note: if the child knows about Michesi Phelps, the swimmer who won eight gold medals
in the 2008 Summer Olympics, tefl the child tha story of the cus that he and his mother

a3
Executive
Functions

* Working Mamo
* Inifiating Actions |

We can't always plan ahead and use a Cue card to remind us about what we need
to do. But cards aren’t the only kind of reminders that we can use. We can give one
¢ another signals that reming us to do something. We can even use secret signals

We all forget what to do somelimes, and secref signal cues can help us remember

ASSIGNMENT: The parent and chiid identify an action that the child sometimes forgets to take. Then they work out
a signal that can be used to cue the child to take that action. As always in working with cues, if the cue doesn't work
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MOTIVATING: in the following assignment, wrist lists are used for those
situations in which the child must take not just one action, but a series of actions.
In order to provide additional motivation for the child to move through the serias of
tasks, the coach can aiso specify what will happen when the child complstes the gl
of the tasks.

Keep this simple! Some possibilities are:

* an activity with the parant (such as reading a story or plaving a short gama)

* astar on a chart that can be redeemed for g special privilege at g later time
* Permission to waich TV or play a computer game

Each of the three wrists lists in the following @ssignment has a builtin way 1o include this “s
1. With the Paper chain list, the activity can be written on the last link in the chain.
2. With the sticky list, the Yahoo! icon is moved affer mpleted and can represent the activity,
3. With the checklist, the activity can ba listed ag tha final | i

pecial activity,”

he/she can use his “working memo
support for working memory as long as it is needed!

© 2008 Golden Path Games 36
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Wrist Lists

RATIONALE: Like Jen in the story, The Morning DJ, many children have problems following
: through on all of the steps involved in a particular activity or chore. Often parents find they
n must give reminders "every step of the way” in order for the child to complete the expected

actions. For people of all ages, a list i< an excellent way to remind oneself of the next step, Executive
— -and to make sure that all steps are compleied. Functions

-

» —a ¥ &

» | L

» - Assignment Idea # 3 |
s T ~ -

Q -

»

»

»

. Working Memory
» BENEFIT: This assignment can help the child perform a series of tasks. As a reminder of the  j* Inifiating Actions
) steps to be followed, the child uses a list which s attached to his or her wrist. The wrist list

» engages the child’s attention and--by virtue of being attached to the child's wrist— ensures that

»

the list is always at the all-impertant peint of performance.

MATERIALS NEEDED: Thras types of wrist lists are described:
1. Paper Chain Wrist List
2. Sticky Wrist List
3. Wrist Checklist

See the individual instructions for materials needed.

Wrist List #1: Wrist List #2: Wrist List #1:
Paper Chain Wrist List Sticky Wrist List Wrist Checklist
page 38 page 40 page 42

EXPLANATION FOR CHILD:

§= In the story, The Morning DJ, Jen had to rememberto do a fot of things! One
way to help yourself, when you have to do a fot of things, is to use g list. A list
can help you remember all of the things you need to do. You are going fo use a

special kind of list called a wrist list. If will be attached to your wrist, so it will be
easy to keep the list with you,

COACH’S ROLE: The coach should choose a situation in which the child has difficulty following through on a

job or activity. (Example: cleaning up toys or room.) The coach breaks the job down into five (or Jess) smaller
steps and incorporates the steps into one of the wrist lists.
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How to use the Paper Chain Wrist List:

|

Section 1; That's My Cuef {Wo'rking Memory)

Wrist List #1: Paper Chain Wrist List

MATERIALS NEEDED:

Copy the form on the next page ¢ create
1. Paper wrist band

2. Paper strips (which will form links for a paper chain.)

See sample below.

ITT1111111 11111104

- |
1. Make wristband 1
Write final {reward) activity { |
here. Then fold in on dot. ‘\\ ?
ted lines to hide the writing ‘ wristhand i
and keep it secret. Wrap N o i
around child’s wrisl and A ’
tape the end securely. \
UV - .
B Piay a game I -
............................ - A 3. Atfa"‘h :
/1 1the chain 8 ;
! 4 wrist ban P
; . ¢ # (The first
Take dirty clothes o laundry room | thing to - gam |
; . done shoiild
Put cars and biocks it toy hox 2. Make paper chain links | be at the B8
2 BT &, Write things to do in these | leoseenc
Put games on sheir R sections. Cut into strips, i Ll
‘Take books o living room b. Beginning with the first item to |
be done, bend strip into a circle
Make bed - and close with fape.
c. Join the next circle to that one -
to create a chain, ———F&"

d. End with the last item to be
done.

1. Make the wrist ba nd, write the final (reward) activity on it, fold it, and attach to the child’s wrist.
(For more fun, Keep the reward activity hidden from the child untif the end of the assignment.)

2. Write the tasks to be done on the strips. Put them in the order to be done.
3. Attach the chain to the child’s wrist band, with the firstitem to be done at the loose end.
4. The child then removes the first link and does the task,

5. After completing that task, the child checks with the coach and removes the next Iink.

6. After all the links have been removed and all of tasks have been com

pleted, the child takes the
wrist band to the coach and learns what the final activity is.
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Section 1: That's My Cue/ {Working Memory)
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Section 1: That's My Cue! (Working Memory)

Wrist List #2: Sticky Wrist List

For jobs that need to be done on a daily hasis, su
getting ready for bed at night, a Sticky Wrist List provides a re-usable alternative to the

paper-chain wrist list. In this version, as the child completes each task, an “action” icon is moved from
the left (Gol} wrist band to the right (Yahoo!) wrist band,

ch as getting ready for school in the morning, or

MATERIALS NEEDED:
1) Copy the facing page on heavy paper.

2) Round Velcro™ tabs can he purchased at hobby and craft stores. You will need 12 sets to complete the wrist lists
as described below. (Each set contains two parts, a “fuzzy” tab and a "hook” tab.)

INSTRUCTIONS:
1. For the wrist bands:
+ Cut out both bands.
*+ Laminate the wrist bands (you can use clear
+ Place them with the front side facing you.
*+ Place the Velcro™ tabs on the bands as follows:
a. Note the Go! and the Yahoo! jcons at the
opposite side (behind the two icons.)

b. Turn the bands so the front is facing you again. On each of the five colored spots, attach a “hook® tab,
¢. The last spot (with arrow} also receives a "hook” tab. This last tab will attach to the "fuzzy” tab that you put on

the opposite side of the band, forming a closure for the band. Adjust the placement of the |ast ‘hook” tab to fit
the child's wrist.

packaging tape if you don't have a faminator.)

fop of each band, Turn the bands over and put a “fuzzy” tab on the

2. For the “action” icons:
* Choose ten of the icons below (
+ Laminate the icons.

* Then attach the remaining ten “fuzzy” tabs to the back of each icon.

Or create your own) to represent tasks/actions.

How to use the Sticky Wrist List:

1. The Go! band goes on the child's left wrist; the Yahoo! band goes on the child's right wrist.

2. Choose five icons representing actions to be taken.

3. Attach them to the tabs on the Go! Wristhand.

(Put them in the order they should be completed,
starting with the first tab under the Gol icon.)

4. The child then performs the first action (the one immediately under the Gol lcon)

5. After completing that task, the chiid moves that icon to the Yahoo! band.

6. Continue to complete the actions r
right wrist when it is completed.

7. The Yahoo! (Simon)

epresented by each icon, moving the icon from the left to the

icon can be used to represented a reward activity. (See page 36.)

R

Sticky Wrist-List Variation: Here is a quicker and simpler
alternative to using the laminated bands and Velcro tabs.
Take two pieces of scotch tape or masking tape and wrap ene
around each of the child's wrist with the sticky side facing out.
Then just stick the (laminated) icons to the tape and move

the icons from the left wrist {0 the right wrist as the items are
completed.

© 2008 Golden Path Games 40
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Section 1: That's My Cue! (Working Memory)
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Wrist List #3: Wrist Checklist

This wrist fist is the simplest. It is a basic “To-Dg” list, the kind man
1) Wt is attached to the wrist, so it is always at th
2} Itincludes a built-in motivator: the iast
sriack, watch TV, read a book.)

¥ people use every day, with two additions:
€ point of performance,

item is scmething that the child waris to do (play a game, go outside, have a

MATERIALS NEEDED:

Copy and cut out one of the wrist lists on the next page.

How to use the Wrist Checklist:

1. On the list, the coach writes down the tasks to be done, breaking them down into no more than
five small steps. (The final item on the list can be a “reward” activity. )

2. Circle the fist around the chiid’s wrist and ta

3. The child completes the assigned tasks in
items, remove the list. The chitd and coach s
each item successfully completad.

LRARRRRRRARARY!

pe the ends together, with the [jst facing out.

the order on the list After the child complstes all of the = |
hould then go over the list together, placing a check by @

4. If all items are checked, the child is aliowed to do the final activity,

Alternate uses: The use of a checklist is an excellent habit for ¢
opportunities to use the wrist checkiist. The more the child practices
Some ideas for using the wrist checklist are:

* Have the child run errands with the parent, and assign the child the job of writing the checklist and reading il to the parent as they
pragress through the errands. Make the |ast item scmetning fun—a stop at the park, a visit at grandma’s.

* Have "chore day" at home and use wrist checkiists to divide up the ¢hores-
famity get-together (for example, make same popcorn and

* Use the wrist checklist for planning and executi

hildren to acquire early in life. Look for 5 variety of
its use, in different situations, the better,

-one wrist list for each person. Make tha finai activity a
play a game together)

ng the steps for a fun activity such as getiing ready for a party or a family movie night.

——— *_—-—_.__%_—-—-_.‘_"_4—*-———-——‘___*

The Power of the Humble Checklist!

If you read some of the the many books, articles and web-s
you will find that using a humble checklist is one of the to
simple as they ars, chacklists work!

ites offering advice to adults with ADHD,
P suggestions. There’s a reason for this: as

| Research backs this up. A study at hospitals in Michi
anti-infection measures cut the infection rate at jnten
18 months, the use of the checklist

gan found that enforcing a five-step checkiist of

sive care units by 66%. They estimated that over
saved many fives and millions of dallars *

*Gawande, Atul, A Lifesaving Checkiist, The New York Times, December 30, 2007.
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Hint: The Ready, Set Go/ assignment helps the child understand the concept of
working memory. Keep thig activity FUNI Stop long before your child tires of it
Practice this Trequently, but for short periods of time.

Variation:

Another game that involves working memory is We're Going on a Trip.
1. The first player says:

We are going on a trip and we ‘re taking
{Player names an fiem to bring on the trip.)

2. The next person says
We'are going on g trip and we're taking and .
(Player has to say the item named by the first person and agd another itern. )

—

3. Keep it going: each player has to recall alf past tems and add anew item. Continue

until a player is unabje to recall all items. Keep track as a group; count how many
items were recalled before the game ended. Then play another round and try tc do

better each time. (It's OK to be silly with this game and take all kinds of wacky itemsl)
——_——— .

“*—*————__"*.__———%h—_k___%_.k
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Section 1: That’s My Cue! (Working Memory)

= = m
Assignment Idea #4
i ¥ A

I Ready, Set, Go For It/

RATIONALE: Not everyone is blessed with a good working memor
to work from memory. With that understanding, we can either
1) use practice to improve our working memory or

2) find ways fo give our memories & boost or g reminder by using cues as memory helpers.

y. Itis important to know the limits of one’s ability

Executive
g memory. it also helps the child Functions
Is and reminders, as needed,

‘BENEFIT: This assignment helps the child test his or her waorkin
to recognize the limits tc histher working memory and to use too
to get the job done,

T

» Working Memoryf:
* Inifiating Acticns &

PITITIIIIOSISIEDD

MATERIALS NEEDED: Everyday objects

EXPLANATION FOR CHILD:

Sometimes we have fo remember to do several things in a row. For example, when Igo
to the grocery store, I have to remember which things to get from the shelves. jf there is

a grocery list, I just use my memory. But if | have fo get

et

¢ a lot of things, my memory needs

' Lel’s play a game calfed Ready, Set, Go For It! [eofs see how many things you can do
from memory: STEP 1: READY = /)f teff you what to do.

STEP 2: SET = You say back to me what you are supposed fo do.
STEP 3: GO FORIT! = That's your cue fo go ahead and do jt.
We'll start off easy and then get harder and harder. First, I'll give you just one thing to do.
The next time 'l tell you two things. | will add one thing each time and we'll see how
many things you can remember at once. When you get to where you have too many
things fo remember, we are going to use some memory helpers.
Examples:

S
memory helpers. Here's how: When you
1o give external support to his/her working

USING MEMORY HELPER
When the child begins to have difficulty, teach the child to use
gelto STEP 2 (READY) the child decides on a memory helper
memory. Some possibilities are

Memory Helper #1: Before you say Go For Itl have the child repaat the ftems aloud three times (instead of just onee.}
Memory Helper #2: Before you say Go For il have tha child meke a list of the ftems. He can use words or draw quick

plctures of the ftems. (You could also use the wrist checklist from the previous assignment.)
Memory Helper #3: Encourage the child to come up with hisfher own memory helpers.

p

After deciding on a memaory helper, go on to STEP 3 (GO FOR ITY Then discuss: did the memory work?
i not, try again, perhaps changing the memory helperto make if more effective.

ASSIGNMENT: The child and the coach can play this game at home. (See Hint and Variation on opposite page.)
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Section 1: That’s My Cue! (Working Memory)

P
)
»
b
b
’ In the Simon Says program, the coach; i
* motlvates the child by providing a vision of success.
* creates interesting {and fun!) practice sessions
» sees that the child uses tools at the point of performance

* recognizes even small signs of progress and provides encouragement.
This page gives examples of encouraging statements that the adults can make to point

 E—————— || 0ut areas of progress and to direct atlention, in positive ways, 10 areas that stil need
. Simon Says Pay Attention some improvement. Add other statements to fit the needs of your child.

Fape—

If o want
te SUCCEED,
thess are
the skills
youll NEED|

13.71f you have difficully, -adjust the .
i -y
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Section 1: That's My Cue! (Working Memory)

This week’s skills are:

Use cues ta help remember to do the right thing

Take the right action at the right time

Signatura:

a“oo\'

Comments: (use back if nesded)

| observed the skill used on:
(please initial by the day observed)

This week’s skills are:

Use cues to help remember to do the right thing

Take the right action at the right ime

anoo"

Signature:

Comments: (use back if needed)

| observed the skill used on:
{please initial by the day ohserved)

© 2008 Golden Path Games
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Section 1: That’s My Cuel (

Strategies for Success]

Working Memory)

Use this page to record Strategies that you have found helpful in implementing the

interventions in this section.

(If you would like to share them wit others, please email your strategies fo us at playtherapy@att net)
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SECTION 2: Don’t Do it/
(Behavioral Inhibition)

Rationale for Don’t Do I#! Activities

What is the problem?

As noted in the previous section, children with ADHD often fail to get things done at the right time and in the right way. Cues can help
them remember what they are supposed to do, and prompt them to initiate the correct action. However, to complete tasks on times, they
must also refrain from doing other actions that distract them from thir goal. {When they are getting dressed, eating breakfast, brushing

teeth, and packing a book sack in Preparation for going to schoal, they must refrain from gazing at the fish tank, playing with a puzzle,
and/or reading a book.)

The ability to inhibit behavior is important in other situations as wall, When children act impulsively in social situations, their behavior
may be annoying to others, causing strain in relationships.
What Executive Functions are involved?

The executive functions involved are those of-
-Inhibitirig the behaviors thatinterfere with timely completion of required tasks
-Internalized Speech (sel-talk) o guide one's behavior

-Seff-monitoring {checking on one's actions during an activity)

Executive
Functions

* [nhibiting Behavior
What will help? * Infernafized Spsech
at will help~?

. * Self-monitoring
1. Traditional chiidhood games provide external structure for practicing behavioral inhibition.

2. Children can learn:
* tounderstand the diffsrance between on-task and ofi-task,
* 10 become more aware of when they are off-tagk.
* touse self-talk to inhibit and re-direct their behavior
* locreate @ map or plan fo guide their actions.

Overview of Don’t Do It! Activities

Activity or Purpose Page
Assignment
Simon Says In this version on the tradifional game Simon Says, children demonstrate thelr abifity to inhibit 57
Don't Do it behavicr. The activity also introduces the concept of Using "self-talk” to guide one's actions,
Story: When Simon goes to after-school care, he leams that he is not as good as his friends at siaying 1 R
The Distraction Zapper ‘on-task.” When this causes him to lose out on having fun, Simon leams to use self-talk fo help
him inhibit behaviors that gel him off-task
Worksheets Areview of the importance of being “on task” in everyday life. 64
The On-Off Switch Child practicas inhibiting actions in response 1o tactile cue. 689
Red Light, Child practicas inhibiting actions i response to verbal cue 71
Green Light
The Stay-on-Track Map For a particular situation, coach and child 73
1. make & visual "map” of on-track and off-rack behaviors
2. agree on & cue that coach will use if chiid gets off track
{Note: This assigniment introduces the concept of seff-monitoring, which will be expanded in
the next section. The map provides an external plan for behavior. The coach helps the chiid
montior his or her adherence to the plan.)
Encouraging Words Adults provide feecback and encouragement as child practices new behaviars. 77
Yahoo! @ Skill Trackers
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Section 2: Don’t Do It! (Behavioral Inhibition)

If you want
to SUCCEED,
these are

the skills
you'll NEED!

Infroduction to:

Piay Intervention:
Gimon Says Don't Do Jtr

In the game outlined on the next three pages (a version
of the traditional childhood game Simon Says) children
demonstrate their ablity to inhibit behavior. The activity
also introduces the concept of using ‘self-talk” to quide
one’s actions.

The checklist on this page explains what the child needs

to do to succeed at playing Simon Says Don’t Do 1]
Youwill go over the checklist with the child while playing
the game. It is helpful review it again after playing the
game,

The purpose of the game s to let the child realizs that he
already has these skilts.

In the steps following this Play activity (Link, Assign, and

Yahoo!) the child and coach will learn strategies and tools
that will help the child be able to perform these skilis when
and where they are needed in day-to-day fife.

If you want
to SUCCEED,
here are

the skills
you’tt NEED!?

L Don’t do-anything that you are ot~ -
| £ -supposed:to.do.(Don't be off-task.)
0 1f somsons of Something tries to'got

if you want
to SUCCEED,
here are
the skills
you'll NEED!

Do what you-are supposedtod
(Stay on-task) * oo

Don "t:'dd: ahything that you are riot v
supposed to do. (Don't be off-task.j. -

L1 If someéone or something tTiés toget
you off-task, tell yourself, Don’t Do Jt ! -

- _'VYO-U'HO'UC?[YG!{ are-off task, STOP O If you notice you are off-task, STOP . |
Coohdhtaway. .t el e ~ right away. e ||
© 2008 Golden Path Games 57




Section 2: Don’t Do It/ (Behavicral Inhibition) ¥

Tell the child:

Simon Says Don’t Do Je/ (Part 1)

None needed. (Part 1 is just an introduction; don't use the skilt checklist until Part 2)

Tell the child:

The name of this activity is Simon Says Don’t Do It! in this game, what you
Don’t Do is very, very important. You have to be very careful that you Don’t

Do the wrong thing--because guess what happens if you do? ... (You have to

go back and start alf over again!)

“Simon” stands on one side of the room (Finish Line} and the child stands on the other end of
the reom (Starting Line.)

“Simon” gives & series of commands such as Take three baby steps forward, Jump up

and down, Twirl around, Take one giant step forward, Pat your head, Rub your fummy,
Take two bunny hops forward, etc.

Sometimes Simon should begin the command with the magic words, Simon-Says. :

Sometimes Simon will just give the command without saying the magic words.

The child is to follow the command only when it is preceded by the magic words,
Simons Says.

Ifthe child follows the command without the magic words, he has to go back to the start
line and begin again.

Note: Go slowly and give the child a chance to succeed. However, try fo "trick” the child into taking at least ans
wrong move, so that he has the experience of going back to the Start Line. Try to do this early on and then follow
up more slowly, giving the child a chance fo succeed. If the child starts to do the "wrong thing" and then stops
himself, comment on this:

Good job! You remembered and you stopped yourself from doing that, You are really paying
close attention!

You did a great job. You understand that sometimes what you don't do is very, very important, Sometimes
you almost did the wrong thing, but then you remembered and you stopped yourself

{Give speclfic example.)

That was excellent. Are you ready tc make the game a little harder?

© 2008 Golden Path Games
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Section 2: Don’t Do It! (Behavioral Inhibition)

____,,__,,,,____'_q'__u.u-n.e-u't.!._;_!'!.i'!'mf'_'_f'

o Eyouwant .
o FUCGEED,
., harears
the skills
i you'|| NEEDT

. o't é‘é_-én}iﬁug:lﬁatybu argnaf,
+j8uppogii o do, (Don'l be offtask,y

In this version, Simon tries harder to trick the child. Some ways fo do this are:
1) sometimes begin the command with similar but different words

(Slimon Says, Pimon Says, Simon Suggests, Simon wants you to
2) Sometimes begin with the child' name (Marie, take one giant step forward.)
3) Say, Lef's do this, and demonstrate g funny or silly move.

Remember: The purpose of this game is to have ths child use “seli-talk” as an aid to inhibiting behavier. Respond to
his actions in ways that raise his awareness of his ability to do this,
1) if the child remembers to whisper Don’t Do I, be sure to acknowledge this:
Good job, you told yourself just what to do..,
2) If the child starts to do the “wrong thing” and then stops himself and whispers Don’t Do It, comment on this:
Good job! You told yourself to stop justin time,
3) i the child fails to inhibit his behavior, or fails to whisper Don’t Do I, comment on this:
Uh-oh, what did you forget to do? If's back to the starting line!
Let's practice together. What do we need o tell ourselves when there is something we are not
supposed fo do?
(Practice together. Fee! free fo ham it up and be silly; make the game fun,
even if the child has to start over again. For example, the two of you might
practice saying Don’t Do Jt in three different kinds of voices.)
© 2008 Golden Path Games 59




Section 2: Don’t Do It! (Behavioral Inhibition)

M wous want
e BUGGEED,
her are
the skills
you'll NEEDI

When do people use these skills in Real Lire?

When Simen goes to after-school care, he leams that he is not as good as
his friends at staying "on-task” When this causes him to fose out on having

fun, Simon leams to use selftafk to help him inhibit behaviors that get him
off-task,

o -Doj:l:'.|7ifﬂ an;&lhing‘ that
L

- sBuppnséd o do, (Do

3 1ing trféé_a foget® =
Iyoursell; Don’t Dot~

Fask STOP -

The Distraction Zapper

Narrater: Simon's mom started a new jeb, so Monday was his first day to attend the After-School
Camp. His friends Paul and Joni had teld him about playing ball at the camp. Simon couldn’t waitl

When he got to the gym, Simon was Surprised when his friends sat down and pulled out homewaork.
Simon: Hey, | thought we were going to play halll

Paul: Yeah, we are, but we have to do homework first. That's the rule.

Narrator: Paul got to work right away Simon slowly pufled out his books He hated doing homework! At
home, his dad always helped him. Simon ook aut his math homework. He didn’t have a pencil. Joni said:

Joni: There are extra school supplies on that table over there.

Narrator: Simon walked across the gym. He stopped to watch two counselors getting bats and balls out of a
closet. He went to the supply table and chose a pencil. Then he went to the water fountain and got a drink.

When he got back to his table, Paul had already finished his homework and was heading outside with ona of
the counselors, carrying a bat. Simon looked at Joni.

Simon: Man, how did Paul finish so fast?

Joni: Oh, he's a master at staying on-task. Not me; | get off-task a ot ] think I'll go sit on the bieachers so |
can concentrate better,

Narrator: Simon worked his first math problem. Then he remembered that he had 3 new pen. He cpened up

his backpack. He saw his baseba| cards. He get them out and began to arrange them. A Jittle later, Joni tossed
her spelling notebook on the table.

Joni: Hey that was easier than | thought. Are you ready to go outside?
Narrator: Simon looked down at his one completed math problem. He told Joni 1o go ahead, he’d be out soon,

Paul: Hey, why didn’t You come outside yesterday?
Simon: [ didn't finish my stupid homework.
Paul: Well, get it done today. We need you on our team!

Narrator: Simon told Paul he'd get it done. He decided 1o do what Joni had done, and ook his math homework
to the bleachers. Simon had two problems done when he glanced under the bleachers, He saw some coins!
He climbed down, and picked up the money. Then he went and talked with Al, the counselor.

Simon: Can | keep this money | foaund?

Al Sure! Finders keepers.

Simon: Can | use it in the snack machine?

Al: | guess so. But didn’t you just have a snack?
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Section 2: Don’t Do ! (Behavioral Inhibition)

PAGE 2
Simon: Yeah, but | like using the snack machine.

Al: Well, if that's what you want to do. It's your cheoice, man,
Narrator: Simon ran to the snack machine. (t w

as hard to decide! He finally chose a bag of cheese
for his spelling work. It was gone--someone must
2 ken it 10 the bleachers. Yes, there it was. Simon got

came back inside. Ball fime was over.

Simon: | hate this camp!
Narrator: That's what Simon thou
ball field. He put his head down o

Al: Hi Simon. Can we talk?

ght on Wednesday when, for the third day, he watched his friends leave for the
n the table. Then he heard someone speak. It was Al, the counsslor,

Simon: Sure, why not? | might as wel| talk, ‘cause I'm never going to get to play ball.
Al: You're a lot like me. You have a hard time staying on
Simon: Yeah, | guess so.

Al: What you need is ...z Distraction Zapper.

Narrator: Al held cut his hand as if he was holding a remote control.

Al: When | am trying to get something dene, and | get off-task, 1 pull cut m
I'm cleaning my room, and then | start to think about eating potato chips.

Narrator: Al pointed his hand to = bag of chips on the table and whispered...

Al: Zap! ... You see, when | say 'Zap’, those potato chi
Simon;

-task because you gel distracted easily, don't you?

y handy Distraction Zapper, Let's say

ps lose their power to distract me. And I'm back on-task.
You don’t really think an imaginary zappar will help me get my homework dong, do you?

Al You never know until you try. You may be surprised, Simon,

Narrator: Simon sighed. A/ is crazy, he decided. Back at the bleachers, he finished one math problam. He
glanced under the bleachers and saw a baseball cap. He climbed down and was about to reach for the cap

when he caught Al's eye. Al lifted his hand and pointed his “zapper” at Simon and smiled. Simon laughed and
looked again at the baseball cap. Then he pointad toward the cap and whispered:

Simon: Zap! Quit disiracting me.

Narrator: Simon felt kind of silly, talking to a cap, but it worked! He left the cap there and finished his math. He
ki his back pack. His baseball cards were stil
He held out his hand.

Al: Do you need to borrow my zapper?
Simon: That's OK, Al. I've got my own. I'm getling back on task right now.

Narrator: Simon pointed to the baseball card. Zap! Then he finished his spelling, put his books away and
headed outside. Paul and Joni saw Simon come out to the field.

Paui: Come on, Simon! We've been waiting for you. We need you on our team!
Narrator: Simon ran to join them, smiling. He thought to himself:

Simon: { guess Al isn'f so crazy after all.

Maybe tomorrow | can be the first one out instead of the last. Il just
have to keep my distraction zapper handy!
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Section 2: Don’t Do ft! (Behavioral Inhibition)

The Distraction Zapper

Questions for Discussion

Joni said that Paul was & master on staying “on task.” What did she mean?

Was Simon being slow on purpose? (Explain your answer.)

At first, Simon thought that Al's idea was weird. Why did he decide to try it?

Extra Questions

Two times, Al gave Simon a cue to remind hirn that he was
off-task. What were the cues?

Pretend that you are writing “Chapter 2” of Simon’s story.
What would happen in Chapter 27

Tell about a time that you were distracted and got off-task.

0. oo Mﬁl.you;iré S

- (Bay.on-task ) - R

0 Donttde anyifiig thatyoi aranal - |
.-sippasada do: [Con'l be ofFtagk,) -

DO sbrmeons oF .snmalhirig tiestoget |
| you ofi-task, tel | yourself, Don*t Do i1 ]

.l:i"‘-‘lffﬁiw notjce ;:m.},am.dff-l sk, ST

CUrighteway L

Internalized Speech means using self-talk fo guide your actions.

guide to inhibiting the undesired actions.
Executive
Functions

interfering with his geal,

* Self-monitoring

used as & cue to inhibit behavior.

» inthe story The Distraction Zapper, Simon uses the word
words ("Quif distracting me” ) to guide himself and inhibit

« In the game Simon Says Dop’t Do It, players use the words *Don’t Do /" as a

* In the assignment, Red Light-Green Light {on page 71} the term “Red Light" is

zach child can be encouraged to come up with the one or more terms that

hafshe can use as self-talk to help inhibit undesired behaviors.
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Section 2: Don’t Do 1! (Behavioral Inhibition)
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|
& g;‘ E "uja‘{ !
i* B '} '
|
L ;
E  you wan| :
G A 1o SUCGEED, |
WA
RS here ars :
T tho skiis H
s you'll NEED] !
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SKILLS CHECKLIST
fir

hen do peop|
O Bo whal you are supposed (o do w e O eo e

(Stay on-task )

O Don't da envibng Ihal you are net

use these skilis
in Real Life?

O I you noiice you are off-task, sTop
right away

171111112111

Person

Do H! Don’t Do I] What happens if

they get off-task?

On-task behaviors | Off-task behaviors

Person driving a car
down a busy street

Baseball player in the
outfteld waiting to catch
a ball

lfl r[!l r‘ r‘ i‘ ra‘ 1 e‘ :‘

Grandmother making
the birthday cake for

her grandchild’s party
that afternoon

Santa loading his
sleigh on Christmas
Eve

School bus driver on
his way to pick up
children to go on a
field trip

© 2008 Golden Path Games
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™ Section 2: Don’t Do It/ (Behavioral Inhibition)

iy

When do people
use these skills

in Real Life?

T T TR U YPYETTE D

T ke apee g
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Section 2: Don’t Do It! (Behavioral Inhibition)

This section contains three assignments:

Assignment Idea # 1

' Assignment Idea #2 |

Assignment Idea # 3

© 2008 Goiden Path Games

The ON-OFF Switch

This activity is a variation of the childhood game of Stafues. Although
this seems like an extremely simple activity, what is being practiced
here--inhibiting behavior—is an ability that s essential in many
situations. As the child demonstrates this ability within the structure of
a game, he becomes aware that he can make a conscious choice to
control his actions.

A secondary benefit is that, since the child responds 1o a tactile cue

(a touch on the shoulder) to inhibit behavior, this same cue can be used
by a parent or teacher in other situations in which the child needs to
inhibit actions.

Page 69

Red Light, Green Light

in Assignment #1, the child practices inhibiting behavior in response to

a factile cue. In this assignment, the child responds to a verbal cue (the
words Red Light) This can be played as the traditional childhood game of
Red Light, Green Light, or adapted for a variety of other activities. As with
all assignments, providing variety keeps the activities fresh and make them
more fun.

The same cue used in this activity, the tern Red Light, can also be used by
the parent in other situations as a reminder to the child to stop a certain
behavior.

Page 71

The Stay-On-Track Map

In this assignment the child and coach create a visual plan to

identify on-track and off-track behaviors in a particular situation.
They also agree on a cue that can be used to
remind the chiid to get back "on track.”

Page 73
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Coaching Tip

Helpful Hint for the ON-
in deing this assignment at
the child tires of it. Practice

OFF Switch Assignment:

home, keep this activity FUNI Stop long before
this frequently, but for short periods of fime,

Fraise the chiid, using language that focuses
action immediatefy in response to the cue,
* You stopped fight on cue--that was perfect timing.
* You are getting really good at not-doing!

—— —_——

on the skill of stopping the

-—
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COACH'S ROLE: The coach should set up practice sessions at home,

© 2008 Golden Path Games

Section 2: Don’t Do I {Behavioral Inhibition)

# The ON-OFF Switch

RATIONALE: To be successful in many activities, children need to be able to inhibit behaviors that are not pertinent
to the given activity.

BENEFIT: This activity is a variation of the child

seems like an extremely simple activity, what is being practiced here—inhibiting i
behavior-is an ability that is sssential in many situations. As the child demonstrates . Execufive
this ability within the structure of 5 game. he becomes aware that he can make a Functions
conscious choice 16 control his actions,

A secondary benefit is that, since the child res

shoulder), this same cue can be used by a parent or teacher in other situations in

which the child needs to inhibit actions, (Assignment Jdea # 2, Red Light-Green Light,
s very similar but uses words rather than touch as the cus, it can be helpful to have
the child leamn to respond to both verbal and tactile Clies.)

hood game of Statues. Although this

Inhibiting Behavior
Intemalized Speec
b + Self-monitoring

ponds to a tactile cue (a touch on the

MATERIALS NEED‘ED: None

EXPANATION FOR CHILD:

|, Remember that sometimes what You dor’t do is just as important as what you do,
+ In this assignment, you practice swilching between Do and Don’t Do whenever you

" get a special cue. in this game the cue isn’t one that Yyou hear or see; it is one that
you feel.

ASSIGNMENT;

OFF Switch. We will play the
your coach fo get more practice.

Museumn. These are very special statues, They ca

turns them ON b Y pressing the “switch” on their shoulders, And as soon as the
Director turns them OFF, they immediately turn hack into regufar statues,

Ask permission to touch child on shoulder and then demonsirate:
the first touch means ON/Go, the second touch means QFF/Stop.

Each player gets o decide what kind of statue to be (Dancer, Basepall Player, Cook,

Parent with Baby, Musician, Teacher, Traffic Cop, etc.) The Museum Director visits
each statue, tums it ON and waitche

guesses what kind of statue that person is. The Director gets to decide when fo turn
the statue OFF, and presses the ON-OFF switch again. All statues have to stop
Immediately and hold perfectly stili when they are in the OFF mode.

Demonstrate for the child, using an example such as Cook: the Cook might chop vegetabies,
add water o a pot, stir, smeli the aroma, faste with g §poon, add some spices, elc.
When the Cook staiue receives the OFF cue, it must stop in mid-action.

11 move, but onfy when the Director

(See suggestions on preceding page.)

69




Helpful Hint for the Red Light-Green Light Assignment:
As with the preceding assignment, keep this activity FUN by playing for short periods.
Parents might also try using this same technique with simple chares {such as setting
the tabie, feeding the dog, folding the clothes.) Here’s how-

* Make the Green Light times longer.

* When the coach says Red Light. the child must pause all action,
* Use the pause to recognize what the child has done thus far in
completing the chore, Show your appreciation|
* Give a big Yahoo! when the chore fs done,

©® 2008 Golden Path Games 70




ignment Idea # 2 |

Red Light - Green Light

RATIONALE: To be successfyl in many activities, childran reed o be able to
inhibit behaviors that are not pertinent to the given activity,

.5 Executive
BENEFIT: This is a traditional childhocd game. Although this seems Jike an extremely Functions

monstrates this ability within the structure of 4 nhibiting Behavior
€ & conscious choice to control his actions. ntermaiized Speach

Self-monitoring
A secondary benefit is that, since the child responds to a verbal cue (the words Red Light),

this same cue can be used by a parent or teacher in other situations in which the child
needs to inhibit actions. (Assignment idea # 1 » The On-Off Switch, is very similar but uses
touch rather than words as the cue. | can be helpful to have the child learn to respond to both verbal and tactije cles.)

MATERIALS NEEDED: No materials. A large room o

r long hallway is needed to have sufficient room for the standard
play. However, see Varations (below) for ways to pla

Y in a smaller space.

EXPLANATION FOR CHILD:

Remember that sometimes what you don’t do is just as important as what you do. In
« this assignment, you have to switch from Do to Don’t Do whenever you hear a Special
N cue. The cue to switch from Do to Don’t Do is the words “Red Light.”

ASSIGNMENT:

Your assignment is to do an activity callad Red Light-Green
game right now and then you can play with your coach fater.

In this game, one person js the Stop Light and stands at one end of the room (or hal. )

The other players stand at the opposite end. When the Stop Light says “Green Light,”
the players can walk, hop on one foot, jump, skip, or craw (no running unless played

outdoors) toward the Stop Light. Af any time, the Stop Light can say “Red Light.” Then

the players have to STOP exactly where they are, even if in mid-movement.
(Demonstrate.)

Light. We will practice the

VARIATIONS

1} The players engage in scme sort of activity: it could be eating a snack, or buildin
putting together a puzzie, They begin when the Stop Light says
ately when they hear the cue Red Light. Since there is no clear
while and when the child shows mastery, switch roles.

2) Make the game more challenging (and silly) by substituting similar sounding words for Green Light
and Red Light. {Green Grass, Green Tight, Red Bed, Red Fight.)

g with blocks, or
Green Light and must stop immedi-
end point in this game, just play for g

© 2008 Golden Path Games 71
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Assignment Idea # 3
L

The Stay-On-Track Map

RATIONALE: To be successful in many activities, children need to be able to inhibit behaviors | -
that are either not pertinent or not appropriate. The concept of on-task and off-task Exacutive
(or on-track and off-track) can give the child a helpful framework for thinking about what Ar Functions
behaviors are desirable in 3 given situation. The child’s own heightened awareness, along '+ Inhibiting Behayi
with cues from others, can help the child inhibit behaviors that lead him off-track. - I ting Benavior £
= * Internaiized Speec
BENEFIT: In this assignment the child and coach create an external plan (a map) to identify * Seli-monitoring
on-track and off-track behaviors in a particular situation, They also agree on a cue to be
used to remind the child to get back “on track.”

Examples of situations in which a map-might-be used ara:

1. The child has difficulty completing tasks on tme because he/she gets distracted and does other things that are not pariinent to fhe task.

2. The child has difficulty in socia! siuations {visiting relatives, going to the store) because he/she does things that are inappropriate for the
situation or are annoying fo others.

MATERIALS NEEDED: The The Stay-On-Track Map on the next page.

EXPLANATION FOR GHILD:

f~ Remember the story about Simon and The Distraction Zapper? In that story, Simon’s
'« goalis to finish his homework and play bail with his Friends. He learns that what he
* doesn’t do s just as important as what he does. So, when he notices himself doing
something he shouldn't, he tells himself fo STOP. After he stops, he can get back
on-frack toward his goal,
* When Simon gets off-track, his counselor gives him something. What is it?
(The counselor gives Simon & cue 1o reming him to STOP what he is doing and get back on-track.)
* What are the things that Simon has to do to stay on-track?
{Do his math, do his speliing, etc.)
* What are the things that Simon has {o not do--things that get him off-track?
(Playing with his basebal] cards, climbing under the bleachers, etc.}
ASSIGNMENT:
fnn this assignment, :
you are QOJ"HQ fo ; : Sirion Says
make a map to help 2’ Don’t Do It!
You stay on-track. Play with baseball cards
If Simon made a Clirab e i
Stay-On-Track Map
it might fook this:

Climb under bleachers
~1h) Lnaer blaacher:

{Assignment
continued on ;
next page.) spelling

B - _homework

I Stay-on

- “GetBack On Track"
is Hand Signal - (zapper)

L.Stones _j
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Simon Says

| v Don’t Do It!

‘Stay-on-rac
Stepping ~F
Stones

Simon Says

Don’t Do It!

ck
bl
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Section 2: Daa't Da ¢ (Behavioral nhibition)

The Stay-On-Track Map (continued)

ASSIGNMENT: In this assignment, the child and coa
for a particular situation. (See examples below and

Here's how:
1. Copy and cut out a blank Stay-On-Track Map {(page 75).

2. On the stepping stones, write the actions that the child peeds to take to st
3. On the Don’t Do it/ List. write some actions that would be off track for that sit

4. Decide on g cue that the coach can use if the

i Simon Says
Example of g

Stay-On-Track map Watch Tv
for getting ready for Pey

school in the morning.

The goal in this plan Dont get off tacki
is to be ready on time,
(or perhaps even a bit
early, so the child has

time to play.)

| Siron Says
Don't Do 1t
Example of a

Stay-On-Track map
for going on a
shopping trip.

Run

Ask for things not on Jisl

Oon't gel ofF tracki

The goal in this plan
is for a shopping trip to

be a pleasant time for £ ,fPJsh
both parent and the . shopping |
chitd. '

£ -
Do i shopping
N st

© 2008 Golden Path Games 74

> Don’t Do Jt!

ch make a Stay-On-Track Map to help the child stay “on-track”
on previous page, then use map on page 75)

ay on frack in that situalion.

uation.

child gets off-track. Write the cue in the lower right corner.

Stay-on-Track Map

for getting ready for schooi g
— T

Stay-on-Track Map
for _Shopping Trip -

carn

i " - " e
5 Stovonvacy S Help make.

¥ .
-
-

¢
.
PO

a,

e ptpyat Theewe 0
 “Get Back On Track”
is _"Are you on track?"

e
Tk S0

o

. Comb

% hair
:} "y

£ \N'me.:w et
!

¥
o
i

“when aske

-

,Betthings,, | things off
off shelf |

. onlist ¢ ™
i, -

L

¢’

The e o
"Get Back On Track”

is___"Red Light"

Red Light

£
B
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Section 2: Don

't Do It! (Behaviora Inhibition)

hers arg
the shills

M you want
Yo BUGCEED,
 you'll NEED!

KILLS CHECKLIST-

: : ° recognizes even small signs of progress and provides encouragement
Simon Says Dor't Doter This page gives examples of encouraging statements that the adutts can make to point

In the Simon Says program, the coach:
* Molivates the chifd by providing a vision of slccess,
* Creates interesting (and funl) practice sessions.
* sees that the child uses tools at the point of performance
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Section 2: Don't Do 1/ (Behavioral Inhibition)

&
-
-
-
. L
SKill lracker ¢
e
, q
Thumbs up! Don’t Do It/
fFor -l
This week’s goals are: L
Hya[;:wanl P
(hame) B e LI Do the right thing at the -
455 right time (be on-task), L
LS '“‘I:‘ P i
SKILLS i
S GHECKUIST O Use cues to help -
remember to do the -
. right thing, i
o] éﬁa;vl;z::_fsukjre supposed Io do, . P |
L) Dan't g anything that yoy are noj D When yOU nofice ? :
Supposed lo do, (Dunil be ?fﬁtask.) YOLI'TSBIf ge‘{tlng off-task, i i
. ;fffﬂ?f?:&?ﬁfﬁimﬁ s tell yourself, Don’t do ji/ il
W] Ii;};c:l;ncliceynusreoﬂ-!ask.STGP Then STOP, and get P ‘
1 o back on-task. C
-
. : Lol
Date Where ahd houw the skills were used Gighature o |
|
Lol
C ol

SKILL TRACKER

In the Simon Says program, the coach:
T motivates the child by providing a visian of SUCCESS.
* creaies interesting (and fun!) practice sessions.
* 5ees that the child uses tools al the paint of performance
T recognizes even small signs of progress and provides encouragement

The form on this Page can be copied and used for the child’s parent, teacher,

tutor, sitler, etc. 1o provide positive feedback when the child uses these skills in
‘real life.” Fill in the <hild’s name at the top; the adul filis in the bottom seclion and
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Section 2: Don’t Do It (Behaviora Inhibition)

This week’s skills are-

Use cues 1o help remember to do the right thing
and stay on-fask.

If you get off-task, te!| yourself Don’t Do Jt. Then
STOP and get back on task,

anoo©'

Comments: {use back if nesded)

Signature:

| observed the skill used on:
{ptease initiaf by the day observad)

This week’s skills are;

and stay on-task,

STOP and get back on task.

a‘\(‘00‘.‘

Comments: (use back if nesded)

Signature:

"~ Use cues to help remember to do the right thing S M

If you get off-task, tell yourself Don’t Do It, Then g M

___,——-m___._____,_—wﬁ—-m______ﬁ__._.._f_

! observed the skill used on:
{please initial by the day observed)
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Section 2: Don’t Do It/ (Behavioral Inhibition)

Strategies for Success!
Use this page to record strategies that you have found helpful in implementing the

interventions in this section.

(F you would like fo share them with others, please email your strategies to us at playtherapy@att.net)
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