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Example Coding Form for Child-Peer Reciprocal Communication
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	Social Communication Skills: Modifiers 

	Gain Attention  (GA):  Child verbal and nonverbal requests for attention using speech or AAC

1.
Includes greetings (e.g., “Hi,” and “Bye”), taps peer on the shoulder or arm to gain attention; Code if used to initiate OR to respond to another child.
2. Code both the GA and the communication behavior it is combined with (e.g., code as GA, then code other behavior COM, REQ, SHA, or PLO)

	Comments (COM): Child initiations or responses using speech or AAC system to:

1.
Describe events related to the topic/activity (e.g., I have three. You got one. Mine is blue.)
2.
Label objects or pictures (e.g., That’s a bear. It’s a ball.)

3.
Describe object properties (e.g., It’s blue. It can roll.)

	Request object (REQ-O): Child initiations or responses using speech or AAC system to:

1. Requests an action (e.g., Stop that; Go) or an object (e.g., More please)
2. Ask a question to clarify someone’s prior utterance (What?; Hmm?; Where is it?)

3. Find out the sequence or timing of activities (e.g., Are we done?).
4. Tell a child to wait (e.g., Wait a minute; Not yet)

	Requests turn (REQ-T): Child Initiations or responses using speech or AAC system to:

1.
Request to take a turn: (e.g., My turn, It’s my turn; Is it my turn?; Can I go now?)

2.   Request to tell child to take a turn (e.g., Your turn, You go)

	Sharing (SHA): Child initiations or responses using speech or AAC system to:

1.
Offer toys or materials to initiate play or to continue an activity (e.g., by taking turns, or giving a toy to another child)

2.
Coded when child is OFFERING to share only (e.g., Here you go; You can go first; Take it;


Example of Social Play Skills Definitions and Coding System

(Adapted from Craig-Unkefer and Kaiser, 2002; Dawson, 2011, Ed Psych Project)
Aggression: Aggression refers to non-playful physical contact with another person or through toys. The aggression could be toward the peer or assessment administrator. It is usually antagonistic in nature and includes hitting, kicking, grabbing, throwing toys, and banging toys or other objects in a nonfunctional way. All acts of aggression that occur within ten seconds of each other are counted as one incident.
Disengaged: Child is not engaged in the activity or with a peer. Disengaged includes playing with toys in a nonfunctional or a sensory-seeking way. For example, looking away from peers or game, or stimming on materials (spinning truck wheel repetitively). If the child is disengaged for 3 or more sec, it is coded in that interval. 
Solitary: The child is within the physical vicinity of the peer, but does not interact with the peer or creates his/her own place space. The child attends to one or more toys for a minimum of 3 seconds in the interval. The child plays with the toys in a functional manner and does not seem to influence or modify the activity of the peer. There is no attempt to control or interact with the activity of the peer. 

Onlooker: The child is watching the peer but does not engage in play with peer or interact in a peer’s activity. The child must look at what the peer is doing for a minimum of 3 seconds for it to be coded in the interval. The child may talk to the peer (offering suggestions or asking questions) but does not overtly enter into the play activity of the peer. For example, if a peer is putting together train tracks and the focus child is watching a peer play with trains it would be coded as an occurrence of onlooker play.   
Mirroring: The child copies the actions of the peer.  For example if one child begins making a farm animal go in and out of the barn and the other child copies his it would be coded as an occurrence of mirroring play. Each instance of mirroring is coded in the interval it occurs. There is no duration requirement.  
Associative play: The child plays with the peer and exchanges materials. Turn-taking may occur. A nonverbal (e.g., giving/taking a toy) or conversational exchange may occur about a common activity that has the potential to bring the other peer into the activity, but each child engages as he or she wishes. There is no division of labor and no organization of the activity toward the development or creation of a mutually contrived project or play theme. Each instance of associative play is coded in the interval it occurs. There is no duration requirement.  
Cooperative play: Both children play in an organized and purposeful activity. The child directs the play of another peer in play interaction for some purpose necessitating a division of labor and an organization of roles. The play is goal driven so that the efforts of one peer are supplemented by another peer. 
[image: image2.emf]Four Toy Sets: Play in dyad with one peer for 5-min, code play behaviors across 30, 10-second intervals

Child: Observer: Peer partner: Date:

Start Time

Toy Set 1  0-0:10 0:11-0:20 0:21-0:30 0:31-0:40 0:41-0:50 0:51-1:00 1:01-1:10 1:11-1:20 1:21-1:30 1:31-1:40 1:41-1:50 1:51-2:00

Target Child

Peer

Toy Set 1  2:01-2:10 2:11-2:20 2:21-2:30 2:31-2:40 2:41-2:50 2:51-3:00 3:01-3:10 3:11-3:20 3:21-3:30 3:31-3:40 3:41-3:50 3:51-4:00

Target Child

Peer

Toy Set 1  4:01-4:10 4:11-4:20 4:21-4:30 4:31-4:40 4:41-4:50 4:51-5:00 Totals

Target Child

Peer

Start Time

Toy Set 2 0-0:10 0:11-0:20 0:21-0:30 0:31-0:40 0:41-0:50 0:51-1:00 1:01-1:10 1:11-1:20 1:21-1:30 1:31-1:40 1:41-1:50 1:51-2:00

Target Child

Peer

Toy Set 2 2:01-2:10 2:11-2:20 2:21-2:30 2:31-2:40 2:41-2:50 2:51-3:00 3:01-3:10 3:11-3:20 3:21-3:30 3:31-3:40 3:41-3:50 3:51-4:00

Target Child

Peer

Toy Set 2 4:01-4:10 4:11-4:20 4:21-4:30 4:31-4:40 4:41-4:50 4:51-5:00 Totals

Target Child

Peer



Another Example of Play and Non-Play Behavior Definitions
(Rubin, 2001, The Play Observation Scale)
BEHAVIOR GOAL OR INTENT: TO PLAY OR NOT-TO-PLAY??
SOCIAL PLAY CATEGORIES

Solitary to engage in an activity entirely alone, usually more than three feet (one meter) away from other children. 

Parallel to engage in activity beside (but not with other children, usually at a distance of three feet or less. 

Group to engage in an activity with another child or children, in which cognitive goal or purpose is shared amongst all group members. 

COGNITIVE PLAY CATEGORIES

Functional to experience sensory stimulation through simple, repetitive muscular movements. 

Constructive to create or construct something. 

Dramatic to dramatize life situations or bring life to an inanimate object. 

Games-with-rules to engage in a competitive game-type activity following pre-established rules and limits. 

Exploratory to obtain visual or auditory information from an object. 

EXAMPLES OF NON-PLAY BEHAVIORS

Unoccupied there is complete lack of goal or focus during this behavior. 

Onlooker to watch (or to listen to) the behaviors and activities of other children. 

Reading examining, exploring books and related materials 

Transition to prepare for, set out activity, or to move from one activity to another. 
Aggression to express displeasure, anger, disapproval through hostile means. 

PLAY CODING SUGGESTIONS:

· The observer should watch the target child for 30 seconds before beginning to record behaviors in order to become familiar with context. Child is observed for a 10 second interval. The next 5 to 10 seconds are spent coding the predominant activity observed by placing a checkmark in the appropriate column on a coding sheet. In order to obtain a valid measure of the child’s general play styles, code up to 5 min of the child’s behavior on any given day over three different days (15-min).
· Record names of focal child’s playmates when involved in any interaction with another child or children.

· Record AFFECT for any of the above-mentioned interactions, that is - positive (+), neutral (0), or negative(-). A positive interaction is prosocial in nature and will ultimately leave the playmate with a good feeling (e.g., helping, praise, affection, reassurance, overt compliance or acceptance of directions, smiling/laughing, invitations to play, joke telling, etc.). A negative interaction is defined as an agonistic or anti-social act that will make the playmate unhappy, bothered, and frustrated, etc. (e.g., overt noncompliance, disapproval, rejection, blaming, teasing, insults, quarreling, yelling, ignoring, taking or damaging property, physical attack). Neutral interactions are the everyday, commonplace interactions that occur between children and that contain none of the above prosocial or agnostic behaviors (Furman, Rahe, & Hartup, 1979).
Treatment Steps for Reciprocal VOCA Training in PS Classroom Routines
1. Social environment is set up to include:

□  Go Talk programmed with 2 objects to make requests

□  Go Talk programmed with 2 small ‘social phrases’ (out of 10 possible on list)

□  One trained peer

□  STAY-PLAY-TALK sign/flag for reminder cue

□  One center activity with multiple parts placed in a plastic bin/container

2. □ Teacher pairs up 2 objects with 2 large pictures and pushes VOCA buttons to label each object, and says the words out loud.

3. □  Teacher pushes small buttons (social phrases) and says words out loud; role-play picture when possible (e.g., “your turn” – give peer a turn; “look” – hold up toy in front of peer to look at).

4. □ Peer pushes each large and small buttons to know what is on the Go Talk; adult responds by reinforcing child for pushing all the buttons, and saying the pictures out loud.

5. □ Teacher prompts focus child to push each large and small button on the Go Talk. May need to provide hand-hand prompts; teacher says each button out loud.

6. The following teaching steps occur for 3 different toys or 3 activities that are part of otoy set:

a. Teacher asks peer to push a button to request item from focus child.

b. Teacher prompts focus child to respond (e.g., give toy, answer with Go Talk)

c. Teacher asks focus child to push a button to request item from peer.

d. Teacher prompts peer to respond (e.g., give toy, answer with Go Talk)

□   TOY/ACTIVITY ONE 
(e.g., water marble/turning it over)

□   TOY/ACTIVITY TWO 
(e.g., magnet stick)

□   TOY/ACTIVITY THREE
(e.g., marbles/putting marbles on stick)

7. □ Teacher provides adequate prompts for child-peer communicative interactions at least 12 times in a 6-min session (approx. once every 30 seconds); prompts can be given to peer or focus child for initiations or responses that match the communication context. 

8. Note: If child is pushing buttons, and perhaps not discriminating the correct button for the object, teacher responds based on the function of the attempt to communicate (e.g., “marble please” – ask peer to give child a marble); and re-directs child to correct button

9. □  Teacher provides least to most prompting hierarchy to focus child and/or peer

a. Teacher points to the appropriate Go Talk button

b. Teacher says, “Push (object)” and points to Go Talk button

c. Teacher provides verbal and hand-over-hand help to push Go Talk button

9.  □ Teacher provides specific feedback and reinforcement for using Go Talk buttons – and prize for talking with buddy (e.g., “Nice job pushing the magnet stick to get a turn!”; “You pushed ‘look’ to get your buddy to watch you, very nice!”)
10. □ Social interaction/activity lasts a minimum of 8 to 10 minutes.
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 Buddy Step #1

Stay with your buddy
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 Buddy Step #2

Play with your buddy
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Now it’s time to practice!!

·  First teacher will show you how to Stay and Play
·  Then you will show us how to Stay and Play
·  Sometimes you will be the SPY and make sure it is done right!

Buddy Step #3

Talk with your buddy
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Talk with buttons
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More ways to talk




More ways to talk

 




More ways to talk






Three Buddy Steps
Let’s go over the 3 steps one more time: 

 



________ _______

[image: image4.png]





Signature___________ Date____________






Stay


Sit close


If buddy moves, you move








Play


1. Share with your buddy


2. Take turns playing

















Talk with buttons


1. Look and listen 


2. Push and talk


3. Say name, tell about toys


4. Share toys 


5. Take turns




















Look and listen





1. Look at buddy 


2. Listen to words





ball





Push and talk





ball





1. Push picture


2. Look at buddy





Say name and tell about it





Say buddy’s name


Tell about toys








It’s a train





SKILL: GAIN ATTENTION & COMMENT





Share toys





Put a toy in buddy’s hand


Push button to ask for toy








I want car





Take turns





Push ‘my turn’ button


Say ‘your turn’ or ‘here you go’





Here you go





My turn














