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Leveling Up
Earn CE certificates
via many of these free
and low-cost webinars,
courses, and seminars.
All webinars are recorded
and can be seen at a
later date. See altshift.
education/events, edWeb.
net, EduPaths.org,
Kent County ISDs PD
Hub, CECatalog, and
ADDitudemag.com for
additional instruction.
Cont. on page 2

Principles for gamifying PBIS

According to a recent edWeb.net webinar
survey, about half of the respondents use PBIS
(positive behavior intervention and supports) in their
schools, but others weren’t even aware of what it
is. This article will explain PBIS and list some ways
to effectively gamify it in the classroom. Much of
this information comes from an edWeb.net webinar,
“Gamifying PBIS: Changing Behavior by Fostering
Lasting Engagement,” presented by Shawn Young,
CEO of Classcraft.
Shawn Young, ClassCraft CEO
When used effectively, PBIS can significantly
reduce disciplinary referrals to the office. For example, after implementing
Classcraft, East Paulding Middle School in Dallas, Georgia, received 85
percent less disciplinary referrals. But the PBIS used needs to include
regular practices to support behavior, data to support decision making, and a
system for rigorous implementation.
Please see Gamifying PBIS on page 7

Graphic organizers for students with
ADHD and learning disabilities
When teaching reading and writing to students
with learning disabilities, a good approach is to
use six types of assistive technology: tools that
offer 1) word prediction; 2) text-to-speech; 3) voice
typing; 4) graphic organizers; 5) digital books;
and 6) visual supports, said Brian S. Friedlander,
Ph.D. in his webinar “Tech to the Rescue: Create
a Technology Toolbox for Students with ADHD and
LD” on Additudemag.com. This article will discuss
graphic organizers.
Friedlander, an associate professor of

Brian S. Friedlander, Ph.D

Please see Graphic organizers on page 6
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Leveling Up, continued from page 1
•

Leading Digital Learning: Successful
Strategies for 1:1 Implementation, Mon., Jan.
13, at 5 p.m. EST on edWeb.net.

•

Ready Player One: Esports in K-12, Wed., Jan..
15, at 5 p.m. EST on edWeb.net.

•

Build Lasting Relationships with Students One
Book at a Time, Thurs., Jan. 16 at 4 p.m. EST on
edWeb.net.

•

Setting the Stage for Early LIteracy, Tues., Jan,
21, at 3 p.m. EST on edWeb.net.

•

Technology in Rural Schools: Addressing the
Challenges of Digital Equity, Tues., Jan. 21, at 5
p.m. EST on edWeb.net.

•

What is Structured Literacy and Why Does It
Matter? Breaking Down the Buzz, Wed., Jan. 22
at 4 p.m. EST on edWeb.net.

•

What Makes Effective Coaching Programs:
Lessons Learned from the Dynamic Learning
Project, Wed., Jan. 22, at 4 p.m. EST on edWeb.
net.

About Special Ed Tech / Subscriptions
Special Ed Tech, specialedtech.net, is published
monthly from fall through spring by Aspiring
Games Foundation, aspiringgames.org.
To subscribe, go to specialedtech.net, scroll
to the subscription box on the bottom of the
page, insert your e-mail address, and click the
“Subscribe” button.
We welcome your questions and article
suggestions. Direct all queries and subscription
issues to editor Becky Palmer-Scott at
SpecialEdTechEditor@gmail.com.

•

Support All Students with Equity-Based MTSS,
Mon., Jan. 27, at 5 p.m. EST on edWeb.net.

•

Make Every Red-Aloud Experience Intentional
and Instructional, Tues., Jan. 28, at 3 p.m. EST
on edWeb.net.

•

LDR Spotlight: The Meaning and Place of
AT Leadership, Today and Tomorrow, Thurs.,
Jan..30, at 8 a.m. EST on aem.cast.org.

•

Educational and Home-Based Technology for
Individuals with Autism, Thurs., Jan. 23, at 3
p.m. EDT on edWeb.net.

•

•

Trauma-Skilled Literacy: What’s the
Connection?, Thurs., Jan. 23, at 4 p.m. EST on
edWeb.net.

Designing Acessible STEM Content: Extreme
Edition, Thurs., Jan..30, at 9:20 a.m. EST on
aem.cast.org.

•

•

How to Help ELs Develop Oral Language Skills
and Become Engaged Participants, Mon., Jan.
27, at 3 p.m. EST on edWeb.net.

Sharpen Your Focus: Early Mathematics for
Success in Algebra, Thurs., Jan..30, at 3 p.m.
EST on edweb.net.

•

Math-tastic: Accessible Math for All Learners,
Thurs., Jan..30, at 4:30 p.m. EST on aem.cast.
org.

Link to page 1
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TextProject.org
TextProject.org is a non-profit organization founded in 2010, designed to
bring beginning and struggling readers to high levels of literacy through a variety
of strategies and tools.
The founder, Dr. Elfrieda Hiebert, author of Scholastic W.O.R.D. and
research associate at the University of Calfornia, Santa Cruz, was an English
language learner, and came to understand that presenting a core vocabulary of
most commonly used words is the most effective way to teach a new language.
In this vein, the site recommends books which support repetition of the core
vocabulary, as well as providing many instructional articles and free classroom
materials for download, such as:
• Read-Aloud Favorites
• Student Texts, such as Beginning Reads, for readers new to English
• Teacher’s Guides
• Vocabulary Lessons
• Word Pictures
• The Reading GPS, which currently tests oral reading fluency but is being
expanded.

From Beginning Reads, downloadable from TextProject.or

Link to page 1
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Google Docs tools
Accessibility 101: Google Docs
Michigan State University has created a tutorial on how to ensure that your
Google Docs are accessible. See https://webaccess.msu.edu/Tutorials/googledrive.html. The tutorial covers:
• Headings
• Images
• Color Contrast
• Lists
• Legibility
• Table of Contents
• Creating an Accessible template

Google Docs Add-ons for Education
Cloudlab, a project of New Visions for Public Schools, offers free add-ons
for Google docs which allow you to ‘power up’ your use of Google docs,
including creating quizzes, important and exporting spreadsheet and form data,
automatically distribute assignments and track activity, and more. See https://
cloudlab.newvisions.org/. .

Link to page 1
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Dreambox Learning Math
It’s always a pleasure to find good learning games, and Dreambox Learning Math
(www.dreambox.com) provides some exceptional ones. Math lessons for levels
K-8 teach students to find strategic shortcuts for solving math problems. and
also provides gameplay that shows how math can be used in a practical sense,
instead of just simple equations.
Following established game design principles, Dreambox Learning Math also
lets students select an avatar; rewards achievement, sets goals and levels, and
more. Several games are playable for free. Here is a complete list of content
available. DreamBox also provides sources for government funding for school
accounts.

Cost: Free samples
Platform: Web
browser
Topic: Mathematics
Grades: K-8

Link to page 1
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Graphic organizers, continued from page 1
education at the College of St. Elizabeth in
Morristown, NJ, has written several books on
educational technology, including Engaging the
Resistant Child Through Computers and Assistive
Technology: What Every Educator Needs to Know.
Mindomo, at https://www.mindomo.com/, is a
free web-based tool that helps students rearrange
and organize ideas, and includes templates for
prompts for different types of essays. It asks
students questions to help figure out what to write.
For teachers, it permits mind map assignments, a
history of student activity, in-class presentations,
and more.
For students, it permits in-class collaboration on
maps, course presentations, group brainstorming,
visual note-taking, and essay planning and writing.
Mindomo also includes a Help page with stepby-step instructions and videos on how to use the
product.

Mindmeister
MindMeister also provides a free and web-based mindmap template, and
provides as-you-go instruction to help students get started. The interface is
simpler but seems a little more user-friendly.

Worksheet Works
Worksheetworks.com offers 14 different
graphic organizer templates which can be
downloaded in PDF format. They include a clock
diagram, KWHL chart, T-chart, decision-making
diagram, Y-chart, PMI chart, Venn diagram, cycle
diagram, star diagram, Frayer model, pie chart,
compare & contrast chart, fishbone diagram, and
compare & contrast matrix.
Also see the Learning Disabilities Association
of America website for other graphic organizer
resources, at https://ldaamerica.org/graphicorganizers/..

Link to page 1
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Gamifying PBIS, continued from page 1

Studies show that
forbidding online
relationships at home
only tends to result in
negative behavior.

According to PBIS.
org, PBIS intervention
is generally provided in
three tiers. Tier 1, which
takes the least amount of
time but affects the most
students, is universal
prevention. A Tier 1
intervention is directed
to the entire school.,
such as 3 to 5 positively
stated, easy-to-remember
expectations. Tier 1
interventions include
modeling good behavior
and rewarding it in
students.
A good Tier 1 example
is dealing with bullying. Studies show that the best way is NOT to deal with
individual bullies, but to promote a cultural norm where bullying does not thrive.
This is done by reinforcing and rewarding social behaviors that make it uncool
to bully, such as empathy and social inclusion. Tier 1 interventions work well for
about 80 percent of the students.
Tier 2 interventions are targeted toward about 15 percent of the students.
These students do not have special needs, but might have anger management
problems. They need just a little help, such as:
• Increased instruction and practice with self-regulation and social skills
• Increased adult supervision
• Increased opportunity for positive reinforcement
• Increased pre-correction
• Increased focus on possible function of problem behavior
• Increased access to academic supports
According to Young, who used to be a teacher, schools generally don’t do
well for these students, and some turn into Tier 3 students.
Tier 3 interventions are intensive and individualized, and generally aimed
toward students with special needs, such as developmental disabilities, autism,
emotional and behavior disorders, and students with no diagnostic label at all.
Schools generally have programs in place to help these students. Young said that
because Tier 3 students have special challenges, they need extra opportunities
for positive reinforcement.
Young said that some schools try rewarding “honor bucks” or a monetary
reward for good behavior, but this often backfires. It’s expensive, doesn’t track
progress, and if students don’t like the prizes they won’t engage.
Instead, Young advocates using a game-based approach. He suggests
• Reward points, not funds
Please see Gamifying PBIS on next page
Link to page 1
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Gamifying PBIS, continued from previous page
•
•

•

Get specific -- different behaviors earn different points. If students go
above and beyond, they get more points.
Allow students to “level up” and become more empowered in the
process. Some kids disengage from PBIS because they don’t see they
are accomplishing anything, so milestones such as avatars are helpful
manifestations of progress. Also useful are gained privileges such as
being able to leave the classroom to use the bathroom, or one-time perks
such as skipping the lunch line or being able to turn in homework a day
late.
Allow for failure and redemption, through a limited number of “lives”. This
allows educators to address negative behavior without being punitive.

One game that Young played with his students was the “high-five” game. He
would give out about 15 high-fives a
day. A student’s goal was to get the
most high fives. But if a competitive
approach is too demoralizing
for individual students, a team
approach works well. Young also let
students give each other high fives.
A digital approach works best
to collect data. Young designed
ClassCraft to allow for all the
factors he discussed. ClassCraft is
well suited for middle school and
high school, where engagement is
harder to earn. It digitally awards
or detracts points, making them
easy to track, and offers differing
amounts of points for different
behaviors. Points are awarded for
positive behaviors such as asking a
meaningful question, arriving to class on time, and helping another student with
their work. “Health points” are detracted for behavior such as being negative in
class, disrupting the class, being late, or inappropriate language. If too many
health points are detracted, the student loses a life and must face detention.
ClassCraft also
• Allows students to earn avatars
• Allows students to see their own progress
• Allows students to work in teams
• Puts students in “houses”, similar to Hogwarts
• Includes students with special needs in the general population
• Allows teachers to assign instructional quests
• Keeps parents informed by allowing them to be actors in the game, and
assign a minimal amount of points for good behavior at home
For more information, see ClassCraft.com or contact Young at Shawn@
classcraft.com or Sales Manager James Shetler at James@classcraft.com.
Link to page 1

