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Be Work Ready!

Digitability is the only scalable, STEM-focused model that continues to be
recognized as an innovative solution to the unemployment crisis facing a large
— and growing — population of those with disabilities. Whereas less than 30%
of people with disabilities are employed, 70% of Digitability graduates obtain
full-time employment.

Something for EVERY Student: The needs of individuals who participate in Digitability run
the gamut. All of your resources are extensively differentiated to support a wide range of
cognitive, communication and behavioral needs.

Reduce Time Planning & Progress Monitoring: Digitability manages your existing special
education priorities into a streamlined process. We have all the tools to enhance existing
programming or serve as a foundation for innovative programming at any school or in any
classroom.

Program Resources Include:

v 700+ Digital Literacy Lesson Plans v |[EP Goal Bank and Progress Reports

v 200+ Social, Communication & Behavior Resources v Data Dashboard to Track IEP Transition
v 600+ Workplace Readiness Activities Data

v 100+ Functional Academic Resources v Year-long, teacher coaching on

v 900+ Interactive Online Activities Evidence-based Practices

Earn Amazon Gift Cards! Our teacher coaching and professional
development services reward each teacher with Amazon Gift cards amagoncon
throughout their process of achieving mastery of evidence-based
practices and improving transition outcomes for students.

Students Obtain Full-Time Employment: Each student graduates with a work-ready,
skills-based portfolio and the social/emotional ability to persevere, self-regulate and
self-advocate in learning environments that simulate “real-world” workplace settings.
Digitability’s program for today’s modern workplaces has been featured on MSNBC,
CNET, NPR, TechCrunch, Ted Talks, and showcased at Silicon Valley's Social
Innovation Summit.

For more information visit digitability.com or contact: info@digitability.com

. SILICON VALLEY
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Dlglta b | | |ty Award-Winning Curriculum

Curriculum Categories

e Sharing & Connecting Online
DTe[i1BN o Using Online Accounts
Literacy e Workplace Technology

e Flexible Thinking/Problem ® Expressive/Receptive

o Solving Language

e Active Listening Language o Workplace Communication
Interpreting Directions e Giving, Receiving, &

Interpreting Feedback

e Self-regulation e Reading o Interviewing
. o Self-advocacy Functional WeRWinle] o Real-World Employment
Behavior B Time-on-task Attendance LGRS e Financial Literacy (Earning, Projects
Spending, & Saving) o Work-Ready Resume &
Portfolio

Employment Experience
Identify pioy P

Interest Getting Hired to Performance Portfolio

Reviews + Interview

? Start Here o Resume via Digitability
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1
X . 1 (5 Workplace Partner Projects
Students begin by choosing an ! O,>
employment project in Digitability's ! 0 Digital Project to Showcase
Work Simulation Library and apply ! to Employers
for the job they are interested in. l 0
Advocacy _'o: Interview Talking Points from
Digitability Work Experience
Apply for a Job =
O

0 Self-Advocacy Plan

. Flexible
Project Samples Thinking

é Coffee Shop

[l £ 5]

II

Choose Your
+ Oown

1
1
YoUTIEE : s Time & Task
Marketing | 9‘ Management
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Al3 !
Data Entr 1 <
e i | % Problem
| ® Solving
Website : Q
Creation : ,')
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|
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Lesson Plan Resources IEP Process, Data, and Reporting Teacher Support

% Student Progress Monitoring

Video Lesson Library fi

1:1 Year-Long Coaching & 2
@ Evidence-Based Practices Training

Reward Program a

Differentiated Assessments and Activities Weekly Emailed Student Updates

iﬁ

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

com(
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Lesson Plans | |IEP Goal Bank
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The First Virtual Banking System for
Special Education Students

Bankability

Pay Bills &

Provided By

Digitability’

Bankability allows students to experience a modern banking app while
learning financial literacy and workplace behavior.

Earn Virtual Money Purchase Rewards Budgeting Tools
Earnings
Set a Budget
Gross Pay $105.00 Date  Description  Category Amount 9
pp— Income $180 of $200
Deductions 11/1/23 | Digitability Pay | Income §72 i .
11/4/23 Rent Bill -$10 Purchase 15 of $50
- Behaviors -$12.00 il e ' : Slaofs
11/6/23| Extra Snack Reward -$2
- Federal Income tax (15%) -$15.75 Bills $50 of $100
11/6/23 WiFi Bill -$5
. % "
State Income Tax (5%) $5.25 e T — e Fees $15 of $30
Net Pay $72.00

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

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

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

Track Progress Customize Behavior Support
Emp|°yee Reports
‘"S"tudent Behavior - Trends by Month reward type amount
YouTube Time 10

Movie Day 10
Preferred Activity 5

| e

Classroom Bills

bill type amount
Rent 20
Electric Bill 10

Lessonl:
Workplace Behaviors

e

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

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

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

Visit www.diitabilit.combankabilit to learn more

about bringing Bankability to your organization today.



http://www.digitability.com/bankability

Materials

Printed Yes/No Labels

Printed Thumbs Up/Thumbs Down cards for Tier 3 Differentiation
Scenario Cards (print, cut, and shuffle)

Optional- Printed Worksheets (for alternative activity)

Instructions:

Post “Yes” sign on one wall of room and “No” sign on the opposite wall.
Ensure students have ample space to move between the two walls.

Tell students “We are going to hear different scenarios about two people
working together. If the person is make a positive choice, you will move
to the wall marked “Yes.” If the person is not making a positive choice,
you will move to the wall labeled “No.”

Inform students “You will earn participation dollar for every statement
you answer. Once you have identified your answer, I'll ask someone to
share more about their answer. Adding to your answer can earn you more
participation dollars.”

Differentiated Instruction:

Tier 1: Students will determine if a scenario shows positive behavior. If the
behavior shown is not a positive choice, students will state what the student in
the scenario should have done instead.

Tier 2: Students will determine if a scenario shows positive behavior. If the
behavior is not a positive, students will state what specific behavior in the
scenario should not have occurred.

Tier 3: Students will use a thumbs up or thumbs down card to show if a
behavior in the scenario is positive or not.

ALTERNATIVE USE: Students can use the worksheets version of this activity
instead of the scenario cards and yes/no labels.

Incorporate Bankability:

Students will answer questions during the activity and earn Bankability
dollars for following directions, participating, and remaining on-task.
Teachers will enter dollar amounts to the students’ Bankability accounts.
Click here to learn more about our Virtual Banking System- Bankability



#
#
#
http://www.digitability.com/bankability

Ajigeybig




Ajigeybig







\.A.H.___Qmw_o.,
o 09

‘uoljejuasald s,edluoly bulnp
aweb ayj 1noge suonsanb Bupise
S1e)s snouel\ ‘aweb [|eqiayseq
S,1ybBiu 1se| JO SnoJe\ Spulla.

1| “Slaw0)sno Joj Jonpold mau

B Jnoge SJ9)IoM09 Bul||d) SI BOIUO|A

Angenbiqg..
: : H ()
0 © 9

‘sobessaw

1X3] SIY ¥28Yyd 0] umop

S]Is a4 "auoyd SIy uo uoleaijou
e s10b snaJe\ ‘ybnouyy

Aem JjeH -ysnui youn| buunp
SJapJo pooj buliedald si snole)

\.A.H.___Qmmmw_o.,
0 09

108loud sIy saysiull pue a2IApe
Jay soye)] snaue\ ‘suonsabbns
BWOS SJ3JJ0 BIIUO|A "wa|go.d
SIy aA|0s djay 0] seapl Jo] sy se
oH "108loid B uo Yon)s sI snaJeN

Am___%%_o.,
0 09

"108(oud

9y} ysiuly O] suljswiy e
9)eald pue Jay)ebo) umop JIs
Aay] ‘yuow e ui anp jo8loid
B 9ABY SN2Je|\ pue BOIUO|\




\.s__zmm@_o.,
: : H &)
0 © 9

‘ued buiddoys

B Jawo)sno ay) sjab

pue sunJ ays os sala20.4b
Jay Aleo o) buibbnas
JOWO)SNO B S89S BIOIUOIN

Angenbiqg..
: : H ()
0 © 9

‘Aem Jay uo sI ays jey)
MOUY J8ay 19| 0} Jabeuew
18y sj|ed ays PIys

)IOM Jay Joj 8)e| sajnuiw
M3] e buluunu S| BOIUOIN

\.A.H.___Qmmmw_o.,
0 09

.’} pajuled pjiyo e ay|
S)00| 18y |, sAes pue ]l s8ss
eoluUol\ “pajuled ay aJinjoid e
JJO moys 0} pnouid siI snalep

\.A.H.___%mmw_o.
0 09

‘Buyse 1noYIm
oUO0 9)e) 0] SepIdep oH

"19X00| Jay Ul SYOBUS |BISAS8S

sey BOIUO|\ SMOUY 9H ‘UIYS
siy uo Aibuny s1ab snoley




Digitability

Digitability

Tier 1 Work Sheets

TechCrunch eMSNBC




Digitability

Name Date

Workplace Behavior Scenarios

Directions: Read through the scenarios to determine if the behavior shown
is positive. If it is not, write what the person should have done instead.

Question 1

Marcus is stuck on a project. He asks for ideas to help solve his problem. Monica
offers some suggestions. Marcus takes her advice and finishes his project.

Question 2

Monica is telling coworkers about a new product for customers. It reminds Marcus of
last night's basketball game. Marcus starts asking questions about the game during
Monica's presentation.

Question 3

Monica and Marcus have a project due in a month. They sit down together and create a
timeline to finish the project.

Question 4

Marcus is preparing food orders during lunch rush. Half way through, Marcus gets a
notification on his phone. He sits down to check his text messages.
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Name Date

Workplace Behavior Scenarios

Directions: Read through the scenarios to determine if the behavior shown
is positive. If it is not, write what the person should have done instead.

Question 5

Marcus is proud to show off a picture he painted. Monica sees it and says “That looks
like a child painted it."

Question 6

Monica sees a customer struggling to carry her groceries so she runs and gets the
customer a shopping cart.

Question 7

Marcus gets hungry on his shift. He knows Monica has several snacks in her locker.
He decides to take one without asking.

Question 8

Monica is running a few minutes late for her work shift. She calls her manager to let
her know that she is on her way.
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Name Date

Workplace Behavior Scenarios

Directions: Read through the scenarios to determine if the behavior shown
is safe or unsafe. If it is unsafe, write or describe what is unsafe about the
behavior.

Question 1

Marcus is stuck on a project. He asks for ideas to help solve his problem. Monica
offers some suggestions. Marcus takes her advice and finishes his project.

Question 2

Monica is telling coworkers about a new product for customers. It reminds Marcus of
last night's basketball game. Marcus starts asking questions about the game during
Monica's presentation.

Question 3

Monica and Marcus have a project due in a month. They sit down together and create a
timeline to finish the project.

Question 4

Marcus is preparing food orders during lunch rush. Half way through, Marcus gets a
notification on his phone. He sits down to check his text messages.
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Name Date

Workplace Behavior Scenarios

Directions: Read through the scenarios to determine if the behavior shown
is safe or unsafe. If it is unsafe, write or describe what is unsafe about the
behavior.

Question 5

Marcus is proud to show off a picture he painted. Monica sees it and says “That looks
like a child painted it."

Question 6

Monica sees a customer struggling to carry her groceries so she runs and gets the
customer a shopping cart.

Question 7

Marcus gets hungry on his shift. He knows Monica has several snacks in her locker.
He decides to take one without asking.

Question 8

Monica is running a few minutes late for her work shift. She calls her manager to let
her know that she is on her way.
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Name Date

Workplace Behavior Scenarios

Directions: Read through the scenarios and circle yes or no regarding
whether or not the behavior is a positive choice.

6090
D|g|tab|I|ty

Question 1

Marcus is stuck on a project. He asks
for ideas to help solve his problem.
Monica offers some suggestions.
Marcus takes her advice and finishes
his project.

Question 2

Monica is telling coworkers about a new
product for customers. It reminds Marcus
of last night's basketball game. Marcus
starts asking questions about the game
during Monica's presentation.

Question 3

Monica and Marcus have a project
due in a month. They sit down
together and create a timeline to
finish the project.

Question 4

Marcus is preparing food orders
during lunch rush. Half way through,
Marcus gets a notification on his
phone. He sits down to check his text
messages.
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Name Date

Workplace Behavior Scenarios

Directions: Read through the scenarios and circle yes or no regarding
whether or not the behavior is a positive choice.

6090
D|g|tab|I|ty

Question 1

Marcus is proud to show off a picture
he painted. Monica sees it and says
“That looks like a child painted it."

Question 2

Monica sees a customer struggling to
carry her groceries so she runs and gets
the customer a shopping cart.

Question 3

Marcus gets hungry on his shift. He
knows Monica has several shacks
in her locker. He decides to take
one without asking.

Question 4

Monica is running a few minutes late
for her work shift. She calls her
manager to let her know that she is on
her way.
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https://docs.google.com/spreadsheets/d/18HCirlzy8Lpqlwdk6oGdqkttlEb3L-OA1GKxqVMmSAw/edit?usp=sharing
https://docs.google.com/spreadsheets/d/1movr3hiNniHufJtcnJAMA1LfJ9tADbO_vRBW9mq1zak/edit?usp=sharing

BANKABILITY & THE SOCIAL ECONOMY

LEVEL 1: WORKPLACE CULTURE
By Bgitabaiiy 1.GOALS MY INCOME GOALS: WARM UP ACTIVITY

Directions: Keep this page safe! After each lesson, mark down the
date and the dollars you earned.

E Access the interactive Google Template Version.

DATE GOAL Income DOLLARS EARNED:

YES

11
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