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Pre-Camp Behaviour Package

Inside this package, we have listed strategies that will assist you to lay a
foundation for positive behaviour support at camp!

For each section, read the information and fill in the “ideas” section with ways it
might apply to your bunk!

When we meet as a behaviour team, we will discuss these together and how we
can implement them in the bunk.

Strategies Ideas for my bunk

Universal Protocol We will bring these when we meet!
Visual Schedules
Regulation
Structuring Activities
Transitions

First/Then

Reinforcement Systems
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Universal Behavior Protocol

Three priorities:
What s it? e Physical and emotional safety
The general approach to behavior e Maintaining the dignity of our kids
management at KCC e Maintaining good relationships with our kids

e Enrich the environment
o Multiple preferred activities, free
choice
o Multiple toys the kids like
o Allow them to bring things to
make activities more fun

e Provide continuous empathy and positive
regard
o Bekind but firm
o Respect kids’ dignity
o Positive, confident, and caring

e When presenting demands, make
them less aversive

o support non-verbally if possible
(eg. Point, eye gaze, leaving out
materials without telling the child
to use them)
Offer choices (eg. Choosing which
materials to use, allowing the child
to opt-out)

e |nvite the child to participate in scheduled
activities
o Follow the child’s lead to the extent
possible
o Limit non-essential demands (the only
essential demands are physical and
emotional safety for everyone in the
room)
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Universal Behaviour Protocol

Is this essential?
Is this a “just right” challenge?

Am | and the child both calm
and regulated?

hings we can do to make the challenge easier for the kids:
Use visuals

Use a token board

Add a preferred element to the demand (eg. Bring a fan along, sing a
favorite song, add playful movement to the demand if the child likes
that)

Consider just teaching the child to say they don’t want to (and then
letting him)

Add in peers if that helps, perhaps even having peers make the demand
Reduce the amount of time the child has to work for
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Visual Schedules

hatis it?
e Aseries of pictures or words that
list what will happen
e Can encompass the whole day or
just the steps of one activity

OPTION 1:
Review it at specific points of the day (e.g.,
morning group, lunch, etc.) using the steps
to the right
You may need to review the schedule
on the wall informally in between the
regular checks for specific kids.
Can be written or pictures
Point to each item on the schedule as
you talk about it

CALENDAR™
RecEss i

What are the benefits?
e Reduces anxiety about transitions
¢ Increases independence
e Increases comprehension

1.REVIEW: sit the group down
together. Tell them you are going to
review the schedule “Remember,
this morning we had cali, dance,
snack, and water play”

2.TELL: Talk about the activities that
will be coming next and review until
the end of the day or the next
check in period “Next we have art in
our class, then playground and
then theme!”
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Visual Schedules

OPTION 2:

e Review it after every activity (this might
be better for kids with weaker
language/memory skills, or very young
kids)

Have one portable visual schedule for
the group.

You can choose if the icon is a picture
of the room you are going to, or a
picture of the activity you will be doing
It can be on a strip of paper with velcro,
or justonaring

1.RE-GROUP: Every time an activity is
finished, re-group the bunk and
show them the icon for the next
activity

2.REVIEW: state the activity that is
finished “sensory gym is all done”

3.TELL: Tell them where they are
going next while showing a picture
of the activity or place. You can
also have them touch the picture or
wait for each child’s gaze to shift.
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Regulation

What s it?
e How we respond to stress and other factors in our environment
e Think of your state of regulation like an engine:

o Is your engine running “just right”? Do you have the optimal amount of energy in your body/brain right
now to do the things you need to do? Do you have a bit of space between impulses and actions, and can
you think through your options with a clear mind?

Is your engine running low? Do you not have enough energy to do the things you need to do? Are you
feeling “blue”, sad, tired, uninterested?

Is your engine running too quickly? Is your body flooded with fuel and bouncing with hyper energy?
Maybe riled up and angry? Perhaps so ecstatically happy that it is exploding out of you? No matter what
the feeling, when your engine is running too quickly you feel out of control and often do things you will
regret later.

Self-regulation is the act of noticing your own regulation state and making decisions to do things that help
balance your equilibrium. This is an advanced skill, and something many adults are still working on.

Co-regulation is when one person’s state of regulation feeds into another person’s state of regulation. This is
how children learn to self-regulate; the adults in their lives model regulation and they share that regulation.

Staff self-regulation
e Since all our campers are kids, and

almost none of them can self-regulate,
regulation has to come from the staff.
You set the tone for the energy level in
the room.
Make sure counsellors know they can
ask for a break and for help when they
need it. Room heads need to advocate
for their staff to get more resources to
make this possible.

Some regulation strategies
Take 10 deep breaths
Grounding with your 5 senses
Take a drink
Take a walk
Go somewhere quiet
Use mantras (eg. This feels hard because
itis hard, | can do hard things, | am a good
kid/counsellor having a hard time, This is
a good camper having a hard time)
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Regulation

roactive scheduling to best balance regulation

e Try to schedule your day to balance activities that escalate your campers with activities
that calm your campers.

e Forexample:

e If they typically come in from playground time quite wild, it would be helpful to schedule
playground and then snack or snoezelen.

¢ |fyou find that the kids are never calm enough to change (without fighting) after outdoor
water play, you can plan to stagger the end of water play so that only a few kids are
changing at once and the bunk room doesn’t get too crowded.

hen do we use regulation strategies vs behavior strategies?

e When campers are beyond the “emotional badlands”, we need to focus on regulation,
and the behavior strategies are not going to be effective. We all have a sweet spot of
regulation where we can learn, and when our engines are running too quickly, we cannot
learn anything (including learning new behavior!)

hen this happens:

Remain calm and model regulation strategies

Make decisions of what to do next/which strategies to try

$
g
$

Wait it out

Stay in a calm state until camper can answer simple questions and body is calm

L 4

Reflect later and make a plan for next time
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Structuring Activities

Prepare it!

e Plan your activities in advance by knowing what activity you are going to do and
gathering/making any materials

e You can choose an activity that is in line with the camp theme of the week

e When picking an activity, it is helpful to pick an activity that has a group focal
point or goal

e For example, making slime, going on a scavenger hunt, or doing show and tell all
have something that students need to focus on/accomplish, compared to tag
where there is less of a group focal point

Structure it!
e Make visuals to help provide structure to the activity for students
e Add visuals to the activity like schedules/steps, pictures of materials,
visual cues (e.g., turn taking, waiting, or sharing), models of completed
activities are, or rules of the activity
o Visuals are your friend! They help our students understand
expectations
o Visuals don’t need to be fancy or made on board maker/Canva to
count! Draw or write on a post-it note, piece of paper, or whiteboard
when in a pinch
e Take an open-ended activity and make it closed ended by adding a
schedule with steps
o Open-ended activities like scavenger hunts or crafts can seem
overwhelming to our students because it can be unclear when they
will be done
o Using a visual schedule or a visual with steps clearly shows students
when the activity will be done — making it closed ended and less
overwhelming
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Structuring Activities

Reinforce it!

e Choose an activity that is fun and inherently motivating for most of the
students — sensory activities like experiments and activities that involve
movement are usual hits

o The more inherently motivating or fun the activity is, the more likely it
is that students will be willing to cooperate and participate

e Add external reinforcement systems to increase motivation to cooperate
and participate

o For example, giving token systems, tallies, points, first/then boards,
marbles, etc. for participation and cooperative behaviour, students
can get something they want at the end of the activity

Back it up!

e Activities often don’t last for as long as you initially anticipate because
our kids have short attention spans. Plan for this by anticipating an EASY
activity extension.

o For example, you plan to make slime for a bunk activity and expect it
to take 30-minutes, but it only takes 15-minutes. Instead of having free
time for the remainder of the 15-minutes, have a slime extension
activity where everyone needs to decorate a bag to keep their slime in,
or everyone needs to play Simon Says with their slime (e.g., Simon
says turn your slime into a circle, etc.)

Have a back-up activity in mind — maybe you plan to make slime but
another bunk is using contact solution. What else could you do with the
shaving cream you were going to use for the slime? Get balloons and have
everyone make their own squishes, put shaving cream in plastic bags and
have students draw shapes, mix shaving cream with paint to make puffy
paint
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Structured Activity Ideas

Crafts:
Paper bag puppets
Painting
Bracelets
Perlor beads
Origami
Handprint art
Paper mache
Squishy making
Tie dye shirts/clothes
Rock painting/pet rock
Making bird feeders
Making sun catchers

Outside:
Scavenger hunt
Simon says in the sandbox
Grounders or marco pollo on the
playground
Silent soccer (i.e., soccer without
making noise from your mouth)
Paper airplane races
Obstacle courses or chalk obstacle
courses
Planting/gardening
Making a map and hiding a treasure
Homemade boats
Making bug catchers

Experiments:
Slime
Puffy paint
Baking soda volcano
Oil and water lava lamps
Milk bottle xylophone
Elephant toothpaste
Cola and mentos explosions

Baking:
Making fruit skewers and having a
picnic
Baking cookies/brownies and
decorating them
No bake cheesecake bites
Decorating cakes or cookies
Cutting shapes out of pie dough and
baking them




14

3

C

I

beq Jaded a3 1noj0)

&

-

beq ay3 03 saks an|H

@N@

’

%

Beq a3 03 sw.e an|9

~

7

suwle ol
Jaded uononnsuod D

—

1oddnd beg e ayejy\ 03 MOH

SJOSSIDS

=<3

an|b

Jaded uononisuod

SiaXJew

o (ot
Ty,

saka A|boob

Ly

beq .aded

SEIEEIN




3

C

ns

buiiojoo
pooy jo sdoip z-T ppe

\V
i 2

Bupjeq uoodsalgel T ppe

QWIS e\ 01 MOH

uoods

.

IMOq

r

T

. jmog ul @njb dnd T J4nod |

dno 1

O==

uoodsa|gel 1

buiojo2 pooy

Y
Lnlll=

epos bupjeq

an|b

SJualIpaJbug




14

9

S

-

-

ejieg ssog 0} esawied
pue 3si| paysiulj JNoA aAID)

4

NOA |ijun bupjoo| daay

[ 35I| 9j0uM BU O YoBYD |

€

T

3s1] AnOA Jjo )i
3o2Y2 03 |1puad JnoA asn

) puly NOA USYM WD)
waLy Jo ainoid e el

| (won 351 2y3 puy 03 ssej6 | [

buiAjiubew JnoA asn

pul 0} pasu NoA Jeym
335 03 35I| JNOA P3YD

,E:_._ mecm>muw, e Ae|d 03 MOH -

Blollied

-

1 sse|b buiAjiubew

|puad

151| %09YD

=N 0O
@O
ipa
)=

s|elia)e




( :( :Eﬂ?&ﬁ'&%
CENTRE
Transitions

Why are transition supports helpful?

e Transition supports help provide campers with more information so that they know what to expect and where they
are going
Verbal input can be hard for campers to understand or comprehend fully — adding visuals helps clarify the
expectation
Transitions can be stressful because they are unpredictable — adding routines and structure can help ease transitions
by making them more predictable and feel more safe
Leaving a fun activity is hard, especially when it feels like a surprise and the next activity isn’t as fun - providing a
warning can help take away that surprise and adding something fun to the transition or to the next activity can
increase motivation

Transition Tools Explanations

Transition warnings Verbal warnings that let a camper know when an activity is going to finish and
where they are going next

Visuals Picture to supplement the instruction to transition to make the expectation
clearer

Pictures of where the camper will be going, an all done visual to show that the
current activity is all done, written instructions, afirst/then board, etc.

Timers Avisual timer or aregular timer so the camper can hear a noise

Set the timer when you give a verbal instruction to transition (i.e., when you are
telling them they have one-minute left, set the timer and show them)

When the timer goes off, show them their timer is done and transition them
Schedules Portable schedules can be helpful for showing campers when something is
finished while providing them with information of where they are going next
When something is finished, have them remove the picture from the schedule or
cross it off and then point to what they are doing next

Bringing a mini schedule with you around activities can be helpful

Transition Items Transition items are preferred items that provide comfort or motivation when
campers are transitioning

This can be a toy a camper likes to hold or something they like to transition in like
a stroller, car, or wagon

Routine Make every transition similar by forming a transition routine to provide campers
with the comfort of predictability

E.g., lining up before you go, turning off the lights before leaving the room, saying
afamiliar phrase whenever there is a transition (e.g., hands on top, that means
stop), or singing a song while walking to your next destination

Reinforcement Provide motivation and reinforcement for campers to leave an activity - if
something is fun, the next activity may not be motivating enough for the camper
to stop what they are doing

Using a first/then board (e.g., first get off the swing and then | can piggyback you
to karate) provides the camper with a motivating reason to stop the fun thing they
are doing
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First/Then

Using first-then can also help teach logical
sequences of events, e.g., “First wash hands,
then eat snack.”

Whatiis it?

A first/then visual/approach clarifies
step-by-step instructions and can help
motivate children to engage in a less-
preferred activity, knowing that a
preferred activity will follow.

Using a first-then approach with older children
can help eliminate the power struggle.

1.Decide which activities or items are
preferred by the child. The child can
assist in the selection of the last
activity (then).

2.Present the first-then board to the
child by labelling and pointing to the

Tips:

e Ensure the task/activity the child
is being able to complete matches
their ability.

If using a visual keep the first-then

always board visible to the child

If the task is particularly difficult

or non-preferred consider
Then modifying it by breaking it down
into smaller steps so the child
only has to complete a part of the
task before accessing the

=== reinforcer
Toe
9

sequence (first put hat on then play
outside).

3.Ensure the preferred element (then) is
readily available once the activity is
complete.

play dough




First

Then

First

Then
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Reinforcement Systems

Why are reinforcement systems
helpful? When should | use a reinforcement system?
* Reinforcement systems motivate * Use reinforcement when something is
campers to persist through activities challenging for a camper
that may be challenging for them e E.g., transitions, specific routines, staying
¢ Reinforcements can make a with the group
challenging activity more fun

hat is a reinforcer and how do | choose one?
o Areinforcer must be valuable enough to the camper that they are willing
to do something challenging to obtain it
e Reinforcers can be:
o Time spent doing a preferred activity (e.g., playing on the iPad,
sensory gym, playground, alone time with their favourite staff

member)
o Atangible item (e.g., small dollar store-type toy, stickers)
Do NOT use edibles (e.g., candy) unless specifically okayed by your BCBA
e Reinforcer must be delivered as soon as possible after it is earned,
preferably immediately
e Campers can choose their reinforcer from a menu of options (you can
use a visual choice board)

hat should | avoid?

* Do not remove a token or reinforcer once earned

e Do not bribe a camper with their reinforcer. In other words, don’t
use decide to use their reinforcer when behaviour gets “bad”.
Rather, use it preemptively when you know something challenging
is coming up
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Reinforcement Systems

Token Board

Can be used with any camper that needs it (difficulty participating)

‘The camper will earn a token (e.g., a sticker, a Velcro piece, tally mark) for a
behaviour or group of behaviours. Once the camper earns all their tokens, they are
given the larger/main reinforcer

‘Behaviours that can earn tokens are predetermined and individualized based on the
camper and activity

‘The number of tokens to be earned are predetermined

You can (and sometimes should) provide more than just verbal guidance and
encouragement (e.g., physical assistance with the task if appropriate, completing
part of the task yourself)

-E.g., Camper struggles with getting dressed after swimming. You can provide a token
every time they put on another piece of clothing. You are guiding and encouraging
them through the activity

E.g., Camper has trouble transitioning away from a preferred activity. Provide tokens
as they prepare to leave, leave the activity, walk to the new location, etc. They must
earn their reinforcer upon completion of the transition.

Examples

Group Reinforcement Systems

Bunks with kids that can tolerate delayed access to a preferred item or activity, who
understand rules about when they would get their preferred items/activities

‘If the entire (or most of) the group is having trouble with the same thing, a group
reinforcement might be helpful

-3 to 4 group rules are set at the beginning of the summer (e.g., listening the first time,
acting kindly to others, staying with the group)

‘The entire group earns tokens towards the group reinforcer

‘Campers having a harder time will need tokens more frequently

As soon as the reinforcer is earned, the campers start earning tokens toward the next
one

‘E.g., everyone earning tokens during coding in order to go outside during bunk time
E.g., everyone earning points throughout the week to earn a pizza party on Friday

Examples




