
January Week 4
Behaviors & Consequences

Behavior/Consequences Activity





Award-Winning Curriculum

Curriculum Categories

Digital
Literacy

Sharing & Connecting Online
Using Online Accounts
Workplace Technology

Social
Skills

Flexible Thinking/Problem 
Solving
Active Listening
Interpreting Directions

Language

Expressive/Receptive 
Language
Workplace Communication
Giving, Receiving, & 
Interpreting Feedback

Behavior

Self-regulation
Self-advocacy
Time-on-task Attendance

Functional
Academics

Reading
Writing
Financial Literacy (Earning, 
Spending, & Saving)

Transition

Interviewing
Real-World Employment 
Projects
Work-Ready Resume & 
Portfolio

Employment Experience
Identify
Interest

Work-
Ready!Getting Hired to 

Work
Performance
Reviews

Portfolio
+ Interview

Students begin by choosing an
employment project in Digitability's
Work Simulation Library and apply
for the job they are interested in.

Start Here Resume via Digitability
Workplace Partner Projects

Digital Project to Showcase
to Employers

Interview Talking Points from
Digitability Work Experience

Self-Advocacy Plan
Apply for a Job

Project Samples

1:1 Year-Long Coaching

Evidence-Based Practices Training

Reward Program

Product Features
Lesson Plan Resources IEP Process, Data, and Reporting Teacher Support

Video Lesson Library

Lesson Plans

Differentiated Assessments and Activities

Google Drive Templates 
(Docs, Sheets, Slides and more!)

Weekly Emailed Student Updates

IEP Goal Bank

Student Progress Monitoring

Data Dashboard



The First Virtual Banking System for
Special Education Students
Bankability allows students to experience a modern banking app while 
learning financial literacy and workplace behavior.

Earn Virtual Money

Students earn a classroom currency 
for behavior and receive direct 
deposits into their checking account 
each payday. 

Pay Bills & 
Purchase Rewards

Customize classroom bills and 
rewards, run payroll, and approve 
purchase requests from their 
Bankability dashboard.

Budgeting Tools

Budgeting tools allow students to 
practice financial decision-making, 
budgeting, and record-keeping in a 
controlled environment.

Track Progress

Logged behavior dollars help 
teachers track behavior overtime. 
Reports can be generated and 
shared at the click of a button.

Customize

Teachers can customize classroom 
bills and rewards, run payroll, and 
approve purchase requests all from 
their Bankability dashboard.

Behavior Support

Designed by experts, Bankability 
develops self-regulation strategies 
and replacement behaviors with 
comprehensive lesson plans 
included.

Visit www.digitability.com/bankability to learn more 
about bringing Bankability to your organization today.

http://www.digitability.com/bankability


Instructions: 
1) Tell students “In Level 1 of the social economy, we focus on earning money 

by participating in class, presenting our exit tickets, and earning your 
employee salary by unlocking assigned badges. In Level 2 of the social 
economy, deductions are introduced for behavior that can be perceived as 
problematic in the workplace.”

2) Assign groups of 2-3 students a behavior.

3) Allow students time to collaborate and decide how they will act out the 
assigned behavior. Set timer for collaboration time. Allow groups to act out 
their behavior in front of the class. 

One student will be the role of the teacher, and will deliver the consequence:

“Nice job _____________, (student name)! You’ve earned a ______________ dollar.”

“(Student name) you’re ___________. That cost a dollar. Next time _____________ to 
earn a dollar.”

4)  When students complete, award dollars for correctly identifying the 
behavior & consequence. For problematic behaviors, ask “What could they 
have done instead in this situation?” Award dollars for students who 
answer. 

Differentiated Instruction:
● Print  worksheets and have students work with a partner to answer all scenarios. 

● For students who need support with reading, pair with T1 student or support staff 
to make activity accessible. 

Incorporate Bankability:
● Students may receive $1 for each behavior or consequence they identify. . 

● Students may receive Bankability dollars for offering ideas on a situation

● Be sure to enter final dollar amounts into the students’ Bankability accounts. 



T1

Name Date

BEHAVIOR & CONSEQUENCES

Directions: Read the scenario below and work with your partner to 
determine the behavior in the story and the consequence for the behavior. 

Scenario 1 

Marco was upset after he received a low score on a test, Mel walks over and said 
“You can do better next time. I’ll help you study.”

Consequence:

 “Mel, great job ________________________. You earned _____________________.”

Scenario 2 

Jen is sharing her new ideas during a company meeting. Before Jen is finished, Ruby 
begins talking over Jen to share her ideas. 

Consequence:

“Ruby, that’s _______________________. _______________ cost a dollar. Next time, 
wait for others to finish before you contribute your ideas.”   

Scenario 3 

Your team has to unload boxes from a delivery truck so the truck can leave. You work 
with your team members to create a plan to get the boxes off the truck quickly. 

Consequence:

“Great job _______________________, everyone. You earned 
_____________________.”

Behavior Bank:

Participation Interrupting On-Task Off-Task

Collaborating Arguing Encouraging



T1

Name Date

BEHAVIOR & CONSEQUENCES

Directions: Read the scenario below and work with your partner to 
determine the behavior in the story and the consequence for the behavior. 

Behavior Bank:

Participation Interrupting On-Task Off-Task

Collaborating Arguing Encouraging

Scenario 4

Ruby was supposed to join her team for a video conference. Ruby turned her camera 
off and walked away from her computer. 

Consequence:

“Ruby, you’re _______________________. Being ___________________ cost a dollar. 
Next time, follow directions to earn a dollar.”

Scenario 5

Jen hears her coworkers talking about a new movie they’ve all watched. Jen walks up 
to the group and joins the conversation. 

Consequence:

“Jen, great job ____________________. You earned ___________________.”

Scenario 6 

Mel and Marco can’t decided where they want to go on their lunch break. Mel really 
wants pizza but Marco yells reasons why he doesn’t want pizza for lunch.

Consequence:

“Marco, that’s _______________________. ___________________ cost a dollar. Next 
time, work together to find a solution.”



T1

Name Date

BEHAVIOR & CONSEQUENCES

Directions: Read the scenario below and work with your partner to 
determine the behavior in the story and the consequence for the behavior. 

Behavior Bank:

Participation Interrupting On-Task Off-Task

Collaborating Arguing Encouraging

Scenario 7

Mel told to wash dishes to prepare for the dinner rush. When her manager walks 
through the kitchen, he sees Mel is loading the dishwasher. 

Consequence:

“Mel, great job ____________________. You earned ___________________.”



T2

Name Date

BEHAVIOR & CONSEQUENCES

Directions: Read the scenario below and work with your partner to 
determine the behavior in the story and the consequence for the behavior. 

Scenario 1 

Marco was upset after he received a low score on a test, Mel walks over and said 
“You can do better next time. I’ll help you study.”

Consequence:

 “Mel, great job ________________________. You earned _____________________.”

Scenario 2 

Jen is sharing her new ideas during a company meeting. Before Jen is finished, Ruby 
begins talking over Jen to share her ideas. 

Consequence:

“Ruby, that’s _______________________. _______________ cost a dollar. Next time, 

wait for others to finish before you contribute your ideas.”   

Scenario 3 

Your team has to unload boxes from a delivery truck so the truck can leave. You work 
with your team members to create a plan to get the boxes off the truck quickly. 

Consequence:

“Great job _____________________, everyone. You earned _____________________.”

Behavior Bank:

Participation Interrupting On-Task Off-Task

Collaborating Arguing Encouraging

participating, encouraging participating, encouraging

collaborating, encouraging collaborating, encouraging

interrupting, complaining Interrupting, Complaining



T2

Name Date

BEHAVIOR & CONSEQUENCES

Directions: Read the scenario below and work with your partner to 
determine the behavior in the story and the consequence for the behavior. 

Behavior Bank:

Participation Interrupting On-Task Off-Task

Collaborating Arguing Encouraging

Scenario 4

Ruby was supposed to join her team for a video conference. Ruby turned her camera 
off and walked away from her computer. 

Consequence:

“Ruby, you’re _______________________. Being ___________________ cost a dollar. 

Next time, follow directions to earn a dollar.”

Scenario 5

Jen hears her coworkers talking about a new movie they’ve all watched. Jen walks up 
to the group and joins the conversation. 

Consequence:

“Jen, great job ____________________. You earned ___________________.”

Scenario 6 

Mel and Marco can’t decided where they want to go on their lunch break. Mel really 
wants pizza but Marco yells reasons why he doesn’t want pizza for lunch.

Consequence:

“Marco, that’s _______________________. ___________________ cost a dollar. 

Next time, work together to find a solution.”

following directions, participating

off-task, interrupting off-task, interrupting

arguing, teasing      Arguing, Teasing

following directions, participating



T2

Name Date

BEHAVIOR & CONSEQUENCES

Directions: Read the scenario below and work with your partner to 
determine the behavior in the story and the consequence for the behavior. 

Behavior Bank:

Participation Interrupting On-Task Off-Task

Collaborating Arguing Encouraging

Scenario 7

Mel told to wash dishes to prepare for the dinner rush. When her manager walks 
through the kitchen, he sees Mel is loading the dishwasher. 

Consequence:

“Mel, great job ____________________. You earned ___________________.”
being off-task, being on task being off-task, being on task


