INTERVENTION STRATEGY FOR
REQUESTING MORE INFORMATION/GIVING SUFFICIENT INFORMATION
	Description of the Skill: 
     There are many situations in school when it is necessary to request more information. Some of these situations are:

· When the information was given in a too soft voice and you did not hear it

· When only part of the information that you need was given 

· When the listener doesn’t know the meaning of some of the key words used

· When the listener is confused about the meaning of the message for any reason

Both teachers and students should be taught to use the statement “I need more information” in all applicable classroom situations.  It is a far more socially appropriate way to request more information than to just say,  “Huh”.

     Giving sufficient information is also an important academic and social skill in school.  Students must be good story tellers when explaining what happened both verbally and in written form.  When describing or defining something from the curriculum they must learn to give sufficient information and use specific (instead of generic) vocabulary.

	ACTIVITY #1: POINT TO THE ? GAME

	Materials:
· Cut pictures from magazines.  Paste the pictures on 4”x5” construction paper.  Have numerous sets of 4 pictures each.  

· Each picture in each set of 4 should have something in common, i.e. they are all boats, BUT each boat has to be different from the other boats in some ways.

· Put a sticker on the back of one card in each set of 4 cards.

	Teaching Instructions:
1. Divide students into 2 teams.

2. Place one set of cards, picture facing up, in front of one team.

3. One student (The Clue-Giver) has to tell his team to “Point to the ________________”, giving some information but not enough information to differentiate the one picture that he wants them to point to.  (Tell the Clue-Giver that he can only give one clue using color information, which is too easy to do.)
4. Tell all the students that they can point to the correct card only if they have sufficient information.  If they point when the information given could apply to more than one card, they are out of the game for that round.

5. All of the team then has to say, “I need more information” before the Clue-Giver can say anything else.  (It sounds silly at first, but the students will do it for the game, and it gives them practice in actually asking for more information.)

6. Any picture that has been eliminated is removed from the table. 

7. The Clue-Giver then gives more information, but still not enough to differentiate the correct picture.

8. Repeat steps #6 and 7.

9. The Clue-Giver now can either provide sufficient information to describe the correct card, or he can make the team ask for more information one more time.

10. Once the team has enough information and points to the correct picture, the Clue-Giver turns all of the cards over to see if that card has a sticker on the back.  If it does, the team gets 2 points instead of one.  (Only the Clue-Giver can turn the cards over, and he can do it only after the correct card has been picked.  This works on turn taking and avoids arguments when students grab for the cards all at once.)

11. Turn-taking can be targeted with this activity if when the opposing team points to a card when it is not their team’s turn, they automatically give the other team a point in the game.  (Vaughan, 2008)

	ACTIVITY #2: PLAY DOH BARRIER GAME FOR MORE INFORMATION:

	Materials:
· Play Doh, 
· Old manila files to use as visual barriers, 
· 6 index cards with “who, what, where, when, why” or “how” written on them, one word per card

	Teaching Instructions:
1. Give some Play Doh to each student. The SLP should also have some Play Doh. (Or have the students earn very small pieces of Play Doh until they have enough for the project.)  
2. Give each person a barrier, and tell them that no one else is to see what they are creating with their Play Doh.

3.  Tell students to make something with their Play Doh that reminds them of something they did over the summer (or over the Holiday, or whenever).  This is a good activity to use as an ice breaker at the beginning of school.  It helps build rapport among the students.
4. When everyone is finished with their creations, tell the students that they are going to describe the creation to the others in the group.  The SLP should go first to provide the model.  
5. While describing the creation, put each “wh” card down on the table as that “wh” information is given.  The students have to guess, from this “wh” information, what the SLP’s creation behind the barrier is. When they guess correctly, show the creation.

6. The students then take turns describing their creations.  As they use each “wh” piece of information, the SLP put the card down with that “wh” word on it.  Prompt them as needed. (i.e. Can you give us some ‘why’ information?” etc.)  When the SLP and the other students guess what the creation is, the first student shows his creation from behind the barrier.
7. Proceed as in #4 until everyone has a turn.  Encourage the listeners to say “I need more information” as they need it, and the SLP and teacher can model that statement for them when more information is needed.

8. When the students are able, give the “wh” cards to them and let them put down each card themselves as they use that information.

                                                                                                                                                             (Vaughan, 2008)

	ACTIVITY #3: “GO FISH” FOR MORE INFORMATION:

	Materials:
· Sets of two (can be more than two) identical picture cards.  Cards may be purchased or homemade by placing identical picture stickers on two (or more) cards.  This can be fun using seasonal holiday stickers, or pictures of video games.  Laminate the cards.

	Teaching Instructions:
1. Each student and the SLP/teacher is dealt a set number of cards, depending on how long the game will last; 5 cards each is a good number to start.

2. There should be cards left over to put face down on the table (i.e. the fish pond.)
3. The first person (the Requestor) calls the name of another player.  He has to wait for eye contact from that person before continuing.  He then says “Do you have______” and describes a card that he has in his hand, USING AT LEAST 4 DESCRIPTORS.  The person from whom the card is requested has to listen through the complete description.  ONLY that person can respond, since this game targets on turn-taking also.

4. If the person being questioned does have the card requested, he gives that card to the Requestor.  If he does not have the card, he has to say “Go Fish”(or “Go Valentine” or “Go Easter Egg” depending on what the theme of the pictures is as depicted on the cards.)
5. Then the Requestor draws a card from the leftover pile (the fish pond) in the middle of the table.
6. Whether or not the person drawing from the pile gets a match, the game proceeds with the next person to the left taking his turn.  Be sure everyone gets an equal number of turns.
7. When a Requestor gets a match either from asking a person in the group or by chosing from the fish pond, he puts the match face up on the table in front of him.
8. Whoever has the most matching sets wins the game.  
                                                                                                                                                                            (Vaughan, 2008)

	ACTIVITY #3: “WH” STORY TELLING FOR MORE INFORMATION:

	Materials:

· 6 index cards, each with one of the 6 “wh question words” (who, what, where, when, why, how) printed on it.  Add the reference for each “wh word” (who –people; what – thing or activity, where – place, when – time, why- reason, how – directions).

	Teaching Instructions:

1. Set the cards out on the table, face UP.  Explain to the students that all of these concepts are important when telling a story and why.

2. Tell a simple story (real life) about something you have done.  As you tell each piece of “wh” information, move that “wh” card to a different location on the table.  Repeat this step at least once, using different stories.

3. Tell a different story, and this time have the STUDENT move the “wh” card to the different location as you use the concept.

4. Same as step 3, but have the student wait until the end of the story to state which “wh” concepts were used and how they were used.

5. Adult and students in the group alternate telling stories, with the listeners stating which “wh” were used and how.

6. Give each student his own set of “wh” cards.  Demonstrate for the parent/teacher/aide how the cards are to be used.  Tell the adult to encourage the student to use the cards to explain himself in real life situations (in writing tasks, in explaining problem situations, etc.).  This works when a language delayed child is trying to explain an upsetting situation.  The visuals of the “wh” cards help him organize what he wants to say.

7. Use the statement “You left out the _____information.” to help the child understand that it is his responsibility to provide that information, and that it is not your responsibility to drag the information out of him with multiple questions.  
                                                                                                                                                                              (Vaughan, 2008)

	Other Activities and Published Games for Requesting More Information/Giving Sufficient Information:
· Any barrier activity provides good practice for requesting or giving sufficient information.

· Encourage teachers and staff to praise the students when they appropriately request more information by using the “I need more information” statement during class.

· The “5 Star Definition” model (Lorenz-Ennis, 1990) provides a great visual format for students to use to sufficiently describe/define. The chart for this is below.

· The “Definition Triangle” can also be used with lower level or younger students to help them to include sufficient information when describing or defining. This chart is below.

· The “Expanding Expression Tool” (Smith, 2007) provides a string of beads to guide students through the various essential parts of good description, storytelling, speaking or writing about prior knowledge, etc.  This kit comes with a manual for teaching the use of the tool as well as the tool and stickers for prompting.

· The “Story Grammar Marker” and “Braidy the Story Braid Kit” (Moreau, 1991) are useful for supporting reading and listening comprehension as well as written and verbal expression and storytelling.
· The SLP can have two rotating squeeze type toys on his/her desk in the speech room that students are allowed to play with only after they have given enough information to fully describe them.  Post a copy of the “5 Star Definition” Chart (below) on the side of the desk to aid the student’s definition.  The student to first describe the toy gets to use that toy. 
· Taboo  (Pawtucket, RI:  Hasbro at www.hasbro.com)  is a game that can be purchased and played with junior and senior high students to target requesting and giving more information and turn-taking.  

· 25 Words or Less  (Winning Moves, 1997 www.winning-moves.com) also can be used with junior high and high school students to target community building and  providing sufficient information).  

                                                                                                                                                             (Vaughan, 2008)
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