
INTERVENTION STRATEGY FOR FORMAL-INFORMAL DISCOURSE
	Description of the Skill: 
Discourse patterns have to do with the organizational patterns of information presented in writing, conversation or storytelling. A “Formal Discourse” pattern starts at the beginning and goes to the end in an accepted, mature narrative pattern. The plot or sequence of events is the most important part. A “Casual Discourse” pattern begins with the end or the part that is most emotional with a focus on characters. Casual Discourse is usually very entertaining.  However, it’s important to be able to learn to think and express oneself (verbally or in writing) with a “Formal Discourse” pattern (Ruby Payne, 2001).

	Materials: 
· “Discourse Charts” in colors for SLP and the classroom, black and white for each student.
· 3”x4” cards with “Formal-Informal Story Sets” printed on them.  Some cards should have small stickers on them.  These cards give the student a second try during his turn at the game, or it can give them 2 points, depending on how you choose to play the game. Sample story sets are below.
· Any game board can be used with these cards.  Stoplight or Magical Maze games serve this purpose well. 

	Teaching instructions:
1. Explain the Formal and Informal Discourse Patterns using the “Discourse Chart” below.  This should be explained to both students and teachers. Read through the information on the chart.  Have a discussion about when each discourse style might or might not be appropriate.

2. Stress that EVERYBODY uses both Discourse patterns in different situations. 

3.  Read a story written in Formal Discourse style.  Then have the teacher read the same story written in Informal Discourse, with emotion, extra comments thrown in, asides, and some out-of-sequence storytelling.  There is an excellent example of “Cinderella” with Informal Discourse style in Ruby Payne’s A Framework for Understanding Poverty (2001). 

4. Set up the board game pawns, and two teams. 
5. Hold the “Formal-Informal Story Cards” for the first student to pull a card.

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

7. If he can organize the sentences into a formal discourse story, he makes one move in the game.

8. If he does not know the answer, he can always ask his team for help, with no penalty. Encourage the students to ask for help and point out that this is a good communication skill in itself. 

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

10. Proceed to the 1st player on the other team, then alternate between teams until your therapy time is over.

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

12. Before leaving the classroom, point out that the teachers should be giving the students “bonus points” (or whatever reward system is used) when they hear students differentiate between the Formal and the Informal Discourse patterns in class (Vaughan, 2008).


	[image: image1.emf]
FORMAL/INFORMAL STORY SETS

1. The bus trip there was really uncomfortable.

2. It was well worth the bumpy ride.

3. Once they got there the exhibits were fascinating.

4. The class of school children went to the Museum of Natural History.

1. However, his temper won out, and he punched his brother in the face.

2. It was Ramon’s night to choose the TV show for the family.

3. Ramon tried to stop and think and make a good choice

4. His brother got to the TV first and turned on his own favorite show.

1. All but one of the students left the room quietly

2. The whole class got in trouble because of one person’s actions.

3. The fire drill interrupted the reading group.

4. Sarah stayed behind to try to find her purse to take with her.

1. Three boys wanted to use the gym for goal time.

2. They couldn’t figure out a way to break the tie.

3. All of the students were angry.

4. The other three boys wanted to buy lunch for goal.

5. Ms. Staudt said that since they couldn’t decide on one activity by themselves, there would be no goal time that week.

1. Many people were killed in the huge storm, but he was safe.

2. A hurricane was coming to that area.

3. James was happy in his New Orleans home.

4. He had time to get to a safe place.

1. She lost her glass slipper when she left the party.

2. They married and lived happily ever after.

3. She wanted to go to a wonderful party at the Prince’s castle.

4. The Prince used the glass slipper to find her.

5. Cinderella lived with her evil stepmother.

6. Her fairy godmother arranged for her to have beautiful clothes and a fancy coach for the party.

1. He ended up in time out for 6 hours.

2. He yelled all the way down the hall.

3. He refused and walked out of the classroom.

4. He yelled all the way down the hall.

1. She waited in the hot sun for 20 minutes.

2. The ice cream truck came down Betsy’s street every day at 2:00.

3. Betsy really, really, wanted a banana nut bar today.

4. She was hot and tired and angry when she found that the driver was out of banana nut bars.

1. Mrs. McKinley called the Norwood Police about him.

2. Donnie ignored him and ran out of the building.

3. He was picked up and taken to 2020.

4. Mr. Martin told Donnie to stop and think.

1. The three girls had a great time at the concert.

2. Victoria, Sharnice, SaDe, and Arlisha all wanted to go with her.

3. Laura had three tickets for the concert.

4. She had a hard time deciding who would get to go with her.

1. Tom knew that he had made a bad choice when Bob vomited all over him.

2. Tom and his brother, Bob, went to King’s Island last summer.

3. After some begging, Tom convinced him to face his fear and ride it anyway.

4. Tom wanted to ride the racer, but Bob was afraid to ride it.

1. She was surprised to find that she had to wear a uniform there.

2. Doneisha left the Special Center and went back to her home school.

3. However, she liked having so many friends there, so she stayed.

4. She almost wanted to come back to the Special Center.
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