[image: image1.jpg]GRANT WooD
AREA EDUCATION AGENCY




“Cheat Sheets” for Use with the Intensive Instruction Plan Form

	II.  Decision Making Rules

Four Point Decision Making Rule

A Four Point Decision Making Rule is a decision making plan that allows you to project future student progress based on the most current consecutive data points.

To use this decision making rule:

· Make sure the trendline and goal line (aimline) of the individual student is graphed properly.

· Use at least 6 weeks of data with a minimum of 6 data points, not counting the baseline data points.  Best practice is one data point per week for 6 weeks.

· Compare the last 4 consecutive data points to the goal line.

· Make an instructional decision.



	For ascending goal lines:

· If 4 consecutive data points fall below the goal line, make an instructional change.

· If 4 consecutive data points fall above the goal line, consider changing the goal.

· If data points fall above and below the goal line, continue with the current instructional strategies, maintain the current goal, and continue to monitor progress.

For descending goal lines as with counts of errors or miscues: 

· If 4 consecutive data points fall above the goal line, make an instructional change.

· If 4 consecutive data points fall below the goal line, consider changing the goal.

· If data points fall above and below the goal line, continue with current instructional strategies, maintain the current goal, and continue to monitor progress.

Trendline Analysis

A trendline represents a student’s actual rate of progress over time.  A trendline analysis compares the slope of the trendline to the slope of the goal line (aimline) to tell if a student is achieving as predicted.  

If the slope of the trendline is flatter than the goal line, consider an instructional change.  If the slope of the trendline is steeper than the goal line, consider a new goal.  If the slope of the trendline is the same as the goal line, make no changes unless the trendline is significantly below the goal line.  




	III.  Rate of Acquisition

Rate of acquisition is the rate at which a student makes progress on a goal while participating in individually designed instruction.  Rate of acquisition should be used whenever possible because it provides information about the student’s potential future performance and another means of comparison to peers; however, some behaviors or other skill areas may not lend themselves to this form of comparison.  
To compare Rate of Acquisition (ROA):
1. Determine ROA of grade level peers in the skill area.  For example:  

· 50th %ile in Fall= 10 digits
· 50th %ile in Winter= 20 digits
· Number of weeks of instruction is 5   

· The formula for the ROA is (20-10) divided by 5 = 2.  The rate of acquisition for this time period is 2 digits per week.

      2.   Determine ROA of specific student:
· Divide the number of data points in half.

· Determine the median score for the first half and the second half of the data points.

· Subtract the first half median score from the second half median score.

· Divide that number by the number of weeks the intervention took place.
· Example:  First half median =30.  Second half median = 50.  Number of weeks = 14.  SO the formula is (50-30=20) divided by 14 = 1.4.  The student’s rate of acquisition is 1.4 digits per week.
        3.  Compare student’s ROA to ROA of grade level peers for that time period.
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I.  Examples and Non-examples





The purpose of using examples and non-examples is so that a behavior can be observed and verified by anyone.  Using examples and non-examples can be a critical step in pushing a team to reach a common and precise understanding about what it is they would like for a student to be able to do.  The process also allows for customization and individualization of the behavioral definition for each child.  This specificity, in turn, allows for baseline and future data to be collected that is reliable and also focuses the instruction on that clear behavior.  





Some samples are:


Work independently:  Examples:   1. Sits or stands at work station without talking to peers—exception is asking clarifying questions to peers in first 1-2 minutes of new assignment, which is allowed for all; 2. uses fidget toys quietly as he/she works; 3. completes same amount/ percentage of assignment as average peer group sample.  Non-examples:  1. Talks to peers after initial 1-2 minutes; 2. uses fidget toys so that they distract others; 3. completes less work than average peer group sample.  





Request help:  Examples:  1. Raises hand; 2. Approaches teacher or classroom associate.  Non-examples:  1. Blurts out need for help; 2. Wanders around room—no clear intention to approach adult.





Appropriately play familiar game with 2-3 peers:  Examples:  1. Takes turn—may be with one or two verbal cues from adult or peer to do so**; 2. Handles game materials without throwing or crumpling; 3. Sits with peer group for duration of game**  Non-examples:  1. Needs more than two verbal cues or physical prompt to take turn**; 2. Crumples or throws game materials; 3. Walks away from peer group**





	**These are good examples of customization and individualization.  For another child, taking his/her turn may 	include physical prompts (hand touch) and/or no verbal cues; likewise, for another child, wandering away from 	the game but then returning may allowed within the example behavior.  











