INTERVENTION STRATEGY FOR APPROPRIATE VOICE 
	Description of the Skill: Voice tone makes a great difference in how messages are sent, received, and perceived. Ruby Payne (2001) suggests children be taught about the different voice types and their purposes. Students need to learn to recognize:

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).

They should also be taught that everyone uses each of these voices at different times and for different purposes, depending on the outcome they are trying to achieve.

	Materials:
· “Voices Chart” (in color for SLP and the classroom, in black and white for each student.)  

· 3”x4” cards with “Voices Game Statements” typed on them. Some cards should have small stickers on them.  These stickers give students a second try during his turn at the game, or it can give them two points instead of one.

· Any game board can be used for this game including the Stoplight or Magical Maze games listed in the footnotes. 

	Teaching Instructions:
1. Explain the three “Voices” of language and the differences between them to both teachers and students.  Read through the information on the chart.  Have a discussion about when each “Voice” might or might not be appropriate and how the use of each Voice makes the students feel.  Stress that EVERYBODY uses ALL of the Voices, that you do not have to be a parent to use the Parent Voice, etc.  Stress also that the “Adult Voice” more likely gets you what you want in life.

2. Set up the board game pawns, and two teams.

3. Hold the “Voices Game Cards” so the first student can pull a card.

4. Have the student read the card to the group himself, or have him ask for help in reading it.

5. If he can correctly tell which “Voice” the card uses, he makes one move in the game.

6. If he does not know the answer, he can always ask his team for help, with no penalty.

7. Play this in small classroom groups (up to 8 students).

8. Proceed to the 1st player on the other team, then alternate between teams until your session is over.

9. Encourage the students to ask for help and point out that this is a good communication skill in itself.

10. Be sure that the classroom staff members play the game with the group, so they learn from the SLP’s modeling and can generalize the skill during daily class activities.

11. Before leaving the classroom, announce that the teacher should be giving the students “bonus points” (or whatever reward system is used) when they hear students use the “Adult Voice”.  
12. Students can, using the appropriate voice, ask teachers to use an “Adult Voice” with them.  (The use of the “Parent Voice” in the classroom can easily “set off” an emotionally unsteady student, or any other student for that matter.  Teachers need to understand that their lives will be made much easier by using the “Adult Voice” whenever possible.)  (Vaughan, 2008)


	VOICES GAME STATEMENTS

(to be written on game cards)

You can either follow my direction or I will call the office.

Henry chose not to do his morning work, so he has to miss buying time. (said to someone other than Henry)

You should wear something nicer than that.

You people always pick on me.

I never do anything right.

How do you feel about that?

I'm not comfortable with what just happened here.

What are some good choices in this situation?

You can walk out of the room if you choose to, but a better choice might be . . .

Your breath stinks.

But l wanted the red piece . . .

You ought to do all of your reading work.

You have to finish that math before you go to recess.

He makes me so mad!

Now we're gonna lose.

Why can't you do it right?

I can't stand him-

Do it now!

She made me lose my hall pass.

You just don't like black people (or white people - or green people.)

You're cheating.

You might want to stop and think now.

Are you comfortable with your decision?

These kids are just not teachable.

Let's see if we can work this out.

lf you hadn't screwed up before, this wouldn’t be happening now.

Nobody wants to sit next to me.

I wish you would behave like the other students in this class.

She makes me sick.

Stop and think! Now!

Do you think you can come back into the room and be appropriate?

Well, what would the consequences be if you hit him?

We seem to be disagreeing here.

Put your purse in the locker right now.
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