INTERVENTION STRATEGY FOR APPROPRIATE VOICE TONE
	Description of the Skill: 
60% - 90% of communication is non-verbal, i.e. conveyed with body language or tone of voice. Ruby Payne (2001) talks about 3 voices as in the poster below: 

1. “The Child Voice” (defensive, whining, negative non-verbals, playful),

2. “The Parent Voice” (authoritative, directive, win-lose mentality), and

3. “The Adult Voice” (non-judgmental, free of negative non-verbals, win-win attitude).
Everyone of every age and role uses all of these voices at different times and for different purposes, depending on the message they are trying to convey. 

Another way to describe voice is by one of these six voice tones: 

· angry/aggressive; 

· loud because you need to be heard over other noise; 

· whining; 

· calm/normal; 

· firm/assertive/not angry, but you really mean what you are saying; 

· gloating/teasing/sarcastic.

	Materials:
· 6 small index cards, with one of the six voice tones above written on each card
· one index card with all six of the voice tones written on it.  Use this as the “cheat list” for the group to look at as they decide what tone is being used in step 3 below.
· 15 or more large index cards with a sentence on each card, i.e.  “You knocked my paper off of my desk.”, or “Put the candy back in the bag.”  Some of these cards can have stickers, indicating extra points or turns.
· Any game board can be used with these cards to play a game.  Suggestions would be the Stoplight or Magical Maze games.

	Teaching Instructions:
1. Discuss and practice the six voice tones and discuss situations in which each might be used or heard.

2. Allow the students to interpret what is meant by each voice tone.

3. Place the small and large cards face down on the table.

4. Have one student draw one small and one large index card, showing the cards to no one else.  

5. The student reads the large card statement, using the voice tone shown on his small index card.

6. The other students have to determine which voice tone the first student is using when he reads his statement.  

7. If they guess correctly, the team gets the point.  

8. If the guess is incorrect, the student tries again, using the same cards.

9. This activity can be used with the Magic Maze or Stoplight games, each correct response earning a turn at the game or the game can be played keeping score using a set of correct answers earned, etc.
                                                                                                                                                                                     (Vaughan, 2008)

	Published Game:
Moods (Pawtucket, RI:  Hasbro) is a good game for practicing using and reading of voice tone and body language with    junior and senior high school students. This game may be available in retail stores.
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Magical Maze (Game with mazes and magnet; make up cards for any skill to be targeted): 1996:  Burlingame, CA:  University Games  Corp. 

Stop Light (Game with mazes and magnet; make up cards for any skill to be targeted): 1989:  Smethport, PA:  Smethport Specialty Co.  
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