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Token Economy Program: Max 

 
Max is a 15-year-old with ASD, who is educated primarily within the general education 
setting. Recently, Max has begun having difficulty staying on task in math class. 
Specifically, he often stares out the window or looks at pictures in the classroom when 
he is supposed to be completing individual seatwork. His math teacher, Mr. Brown, has 
talked with the resource teacher, Ms. Kelly, about ways to help Max complete his work 
independently. Ms. Kelly has decided that a token economy program might be the best 
way to increase Max’s on-task behavior. Mr. Brown and Ms. Kelly decide that they 
would ultimately like Max to complete his seatwork assignment without prompting from 
the teacher or other classroom staff.  
 
Before setting up and implementing the token economy program, Ms. Kelly collects 
baseline data during individual seatwork in math class over the course of four 
consecutive days. The data indicate that Max was prompted 15 times during a 5-minute 
period to complete his work. During this time, Max looked out the window or at the 
pictures in the classroom and needed nearly continuous prompting to stay on task.  
 
Next, Ms. Kelly identifies potential reinforcers by having Max select desirable items on a 
reinforcer menu. The identified items (e.g., extra time on the computer, skipped 
homework assignment, listen to music) will be placed in the “store.” Max will be able to 
“purchase” these items once he has acquired enough tokens.  
 
After the reinforcers have been identified, Ms. Kelly establishes the token economy 
program. She does this by identifying the token (i.e., poker chip) and by setting up the 
system for exchanging tokens. Ms. Kelly decides that Max will carry the “bank” with him. 
She plans to give him a wallet that he can keep in his book bag. As Max earns chips, he 
can place them in the wallet. Next, Ms. Kelly decides that the “store” will be in the 
resource room. At first, Max will have an opportunity to “purchase” items from the 
reinforcer menu every other day. Ms. Kelly hopes that this will sufficiently motivate Max 
to work for the tokens. She plans to increase the length of time between purchases as 
Max becomes more independent in completing his seatwork in math class. Finally, Ms. 
Kelly assigns a monetary value to each item on the reinforcer menu. She makes a 
poster that contains each item identified during the reinforcer sampling and its “price.” 
The poster hangs beside her desk in the back corner of the resource room.  
 
Just before Ms. Kelly and Mr. Brown implement the token economy program, they sit 
down with Max and describe how the system will work. They tell him that he needs to 
finish his seatwork without Mr. Brown’s help. Ms. Kelly explains that Mr. Brown will set a 
timer on his watch for 2 minutes. If Max does his work and does not look out window or 
at the pictures in the classroom during this time, Mr. Brown will give him a token to put 
in his special wallet. Ms. Kelly also explains that Max will be able to come to the “store” 
in her office to buy things on Mondays, Wednesdays, and Fridays. As they explain the 
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system to Max, they also give him a card that outlines all the rules for receiving tokens 
(see below).  
 

I will do my work without Mr. Brown’s help for 2 minutes. 

Classroom Rules 
 

1. I will do my work during math class. 
2. I will not look out the window or look at the pictures in the classroom while I am doing my 

work. 
3. When the timer beeps, I will get a token.  

 

 
The next day, Mr. Brown begins implementing the token economy program. Ms. Kelly 
comes to math class to coach him through this process if necessary. When Max comes 
into class, Mr. Brown reminds him of the classroom rules by showing him the picture 
card. He places it at the top of Max’s desk so that it can serve as a reminder during 
seatwork time.  
 
When Mr. Brown hands out the seatwork assignment, he briefly pauses at Max’s desk 
and says, “Remember the rules, Max,” while pointing to the card on his desk. Mr. Brown 
then sets his watch timer for two minutes. Max starts working on his assignment, but is 
looking out the window after about one minute. Mr. Brown walks over to Max’s desk and 
points to the rules again and says, “Remember the rules, Max. Finish your work.” Mr. 
Brown then sets his watch timer again. This time, Max stays on task for two minutes. 
When the timer rings, Mr. Brown immediately gives him a token and says, “You did your 
work by yourself, Max. Now here’s your token.” Mr. Brown repeats this process during 
the remainder of individual seatwork time. After class, Max walks with Ms. Kelly to the 
resource room and “buys” an item off the menu. When she was setting up the menu, 
Ms. Kelly made sure to include a variety of reinforcers at different prices. This way, 
there are lower-priced items that Max can purchase immediately to keep him motivated 
and to help him understand how the token economy program works. As Max increases 
his time on task and is able to complete seatwork independently, Ms. Kelly will 
periodically adjust the prices to maintain Max’s motivation. Strategies will also be 
implemented to fade the use of tokens (e.g., moving from continuous to intermittent 
schedule of reinforcement).  
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