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Event Recording


Date:

Client: _________________________________
Observer: ________________________________

	Event

Behavior Code
	Domain
	Time

Start:                      Stop:
	Antecedent to      Behavior
	Intervention/

Consequence of       Behavior
	Function of Behavior
	Magnitude of Behavior
	Consequence
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	Event


	Domain
	Time

Start:                      Stop:
	Antecedent to

   Behavior
	Intervention/ Consequence of       Behavior
	Function of Behavior
	Magnitude of Behavior
	Consequence scale

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	


For more information on Behavioral code definitions visit the Behavior Analysis Glossary at… http://www.coedu.usf.edu/abaglossary/glossarymain.asp
Behavioral Codes Legend

AS  –    Attention Seeking

AVO   - Avoidance

CO     -  Calling out/ Not Raising Hand for Acknowledgement) 

C        -  Crying 

DA     -  Disapproval

DI      -  Disrespectful

D        - Dropping

ESC    - Escape

F         - Forgetfulness (disorganized, or forgets things or items)

FLA    - Flapping

FLO    - Flopping

G         - Grunting or Growling as a response to a demand or as a means of stress relief)

HB      - Holding Breathe

IF        -  Instructional Frustration

IOS     -  Inadequate Organizational Skills (Agenda Planner, Folders, Locker, School Bag, Desk) 

IP        -  Inappropriate Play

IL        -  Inappropriate Language/Communications

LO       - Looking Around

NC       - Non-Compliant

NA      -  Not Attending

NSE    -  Negative Self-Image (comments)

NP      -  Nose Picking

NPI     -  Negative Peer Interactions

NSI     -  Negative Teacher/Staff Interactions

OOS    -  Out of seat

OFT    -  Off Task

P         -   Perseverates (Fixed on an idea and can not let it go)

PA      -   Physical Aggression (Kicking/Biting/Scratching/Tossing Objects)

PP       - Parallel Play

R         - Rocking

SS       - Self-Stimulatory 

SI        - Self-Injury/Safety issues

ST      -  Sucking Thumb

TT     -  Transitional Trouble

TB      - Tantrum Behavior

VA    -   Verbal Aggression (Yelling/Screaming/Crying/Shouting)

WD    -  Withdrawn

BCM/MAX  - Behavioral Criterion Met (Can set Occasion for reinforcement)

                       Exceeds Chart Count  (use with single behavior code only if using non-Event recording   

                        system)  

ZZ      - No interval data collection done (chart at 0 and MAX graph line) – not to be used with Event Recording System.

Antecedent  of behavior per interval
1. Demand presented

2. Non-preferred task or activity presented

3. No choice offered

4. Too many choices presented

5. Weak Reinforcement 

6. Task difficulty

7. Person(s) enters environment

8. Person(s) exits environment

9. Establishing operation too weak

10. Motivational operation too weak

11. Response effort too difficult

12. Ecological factor influences (Lighting, sound, temperature, etc.)

13. Medical/Physiological factors

14. Unknown

Intervention/Consequence  used per interval
 Prompts

VI  -  Visual prompt  

GP  - Gestural prompt

PR –  Proximal prompt

PY –  Physical prompt

VP – Verbal prompt 

HH    Hand-over-Hand

Reinforcements

PR – Positive
NR – Negative

Differential

DRO –Differential Reinforcement of Other Behaviors

DRA  - Differential Reinforcement of Alternative Behaviors

DRI  ​-  Differential Reinforcement of Incompatible Behaviors  

DRH -  Differential Reinforcement of High Incident Behaviors

DRL   -Differential Reinforcement of Low Incident Behaviors

TO   -  Time-out 

RC   -  Response Cost

EX   -  Extinction Procedures

        MPR – Maintained by Positive Reinforcement

        MNR – Maintained by Negative Reinforcement
        MSF – Maintained by Sensory Feedback

PI    -  Planned Ignoring

PP  - Positive Practice

RP – Role Play

SS – Social Stories

TE – Token Economy

BM – Behavior Momentum

EC – Environmental Changes

         Addressing sensory needs

        Frequent Breaks

        Decreasing Demands

        Changing Antecedents

PS – Picture Schedules

TMR- Timers

PRG – Pairing

           Preferred/non-preferred

            With reinforce

           Conditioned reinforce

PRE -  Premack Principle

FC   - Forced Choice

MDL – Modeling

SH  - Shaping

CC – Consequence Changes

Function of behavior per interval

1 – Task Avoidance

2 -  Escape Setting/Activity

3 -  Communication of feelings/needs

4 -  Gain desired activity/item

5 -  Gain power/control

6 -  Self- gratificiation

7 -  Acceptance – Affiliation

8 -  Revenge

9  - Emotional Reaction

10 – Misinterpretation of information or event

11 – Medical Issue

12 – Self-Stimulation
13  - Attention

14 - Manipulation

Magnitude/Intensity of Behavior per interval

1. Behavior results in no injury to self or others, no property destruction

2. Behavior requires checks for self and/ or others but no first aid-required, property may be damaged but not destroyed.

3. Behavior requires minor first aid for individual or other. Property of self or others destroyed.

4. Behavior results in injury requiring a trip to the emergency room, or medical officer for treatment for self or others. Property destruction extensive. Over two or more items destroyed.

5    Interruption -  Behavior interrupts individual or environment but does not 

Interrupt activity or other individuals. Behavior is easily redirected.

6. Disruption – Behavior disrupts an individual and/or needs to be attended to by caregiver.

7. Major Disruption – Behavior disrupts individual or environment stopping present activity. Staff needs to address behavior or situation prior to resuming activity.

8. Threat – Behavior requires assistance of others on team and/or use of emergency interventions (escort, assist, etc.)

9.  Serious Threat. Behavior requires assistance of others outside of team (police, 911 emergency aid, etc.) 

10. Behavior appears life threatening resulting in risk of serious injury if not addressed, resulting in 911 being called, or having police involvement. Injuries to self or others requiring emergency medical treatment or hospitalization. Property used as a weapon to harm another or destroy environment

Consequence scale:(Rating of intervention Therapist has chosen to use per event)
1 – Good        2 – Fair        3 - Poor 
Features required of all Direct care staff using Data Collection Protocol

1) Event Recording charts need to have domain specified, as well as time spent in each domain; Start/Stop times need to be filled in for observation period, as well as date of observation session. Note that domain is a free-form entry and start and stop time relates to wall clock time (I.E. 4:00pm-4:01pm). If an event last less than one minute round up to  minute intervals) 

2) BCM/Max combination needs to be adhered to – code this combination for each Day when no problem behaviors have been exhibited during that entire session!

3)  Intervention, Magnitude/Intensity, Antecedent, as well as Function of Behavior must be indicated for each event a behavior code is specified for. Please try to keep these down to one or two codes. It is difficult to perform analysis when there are several codes included. Therefore, use your best clinical judgment and make a choice!!)

4) Identify yourself and client on every sheet.

5) Make sure all charts are copied front and back (reduces storage).

6) Display Event recording graphs to BCBA upon arrival.

7) Graphs should be out and used at all times you are with client.

8) Update Monthly data with Daily data at end of session!! No exceptions!!!

9)  Be legible!

10)  Be complete!

11)  ABA/Therapist/TSS can create new codes at any time. They must be communicated to BCBA in a timely fashion so they can be updated and distributed to other ABA/Therapist/TSS’s!

12)  Provide totals for all behaviors captured at bottom of chart.

Remember: It’s part of your job to perform data collection, and the BCBA/BSC to perform data analysis!!!!!
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