The Interpersonal Process Code (1PC

Julie C. Rusby, Annette Estes and Tom Di shi on
Oregon Soci al Learning Center
Eugene, O egon

Sept enber 1991



I ntroducti on

H story. The Interpersonal Process Code (IPC) was based on three decades of
observational research at the Oregon Social Learning Center. The m ssion of
this research, initiated by Gerald Patterson and John Reid, was to understand
the contribution of famly interaction to the devel opnent of chil dhood

anti soci al behavior (Patterson, 1982; Patterson, Reid & Dishion, in press;
Reid & Patterson, 1989), and to design effective intervention prograns. The
nost recent observation tool used to study famly interaction was the Famly
Process Code (FPC) (Dishion et al, 1983). This code was heavily influenced by
the Famly Interaction Coding System (FICS) (Reid, 1978). The FICS code

wor ked wel |l as an observational nmeasure of treatnment outcone, and for the
early studies of coercive famly processes (Patterson, 1982). The FICS code
used a tinme sanpling procedure, and therefore did not provide information as
to the sequencing and duration required to devel op a process nodel of the
devel opnent of child antisocial behavior in famlies. The FPC was OSLC S
third generation effort to construct a process coding system follow ng the
FICS. The Stimulus Control (Moore et al., 1977) and MOSAIC (Moore, Toobert et
al ., 1979) coding systens were the two codes that preceded the FPC

The OSLC program of research on antisocial child behavior eventually lead to
the study of the inpact of peers on child antisocial behavior (D shion, 1990;
Patterson & Di shion, 1985). The FPC code was adapted to assess the

i nteractions of adol escent boys and their friends in a videotaped probl em
solving task, structured after the fam ly problem sol ving task desi gned by
Forgatch, Fetrow & Lathrop (1985). This code was called the Peer Process Code
(PPC) (Dishion et al., 1989), and bears a cl ose resenblance to the FPC in
respect to affective valence ratings and content codes. This code was
subsequently sinplified into the Playground Code (Rusby & Dishion, 1990) to
study peer interaction on the playground, and as a tool to evaluate the

ef fectiveness of preventive interventions in elenmentary schools.

Rationale. The high degree of simlarity between the FPC, PPC and the

Pl ayground code nmade it clear to OSLC i nvestigators that nmany of the code
categories were useful for describing behavior in very different contexts
(e.g., laboratory, playground, and honme) and between different interactants
(e.g., peer and famly interaction). Mreover, it was clear that using
simlar coding definitions across contexts provided specific information as to
the inmpact of context on interaction topography and patterns. One study

(Di shion, Andrews & Crosby, 1991) conpared equi val ent behavior clusters
describing parent-to-child interaction with those describing boy-to-friend
interaction. This information made it possible to better understand the

i nfl uence of interactant on the behavior patterns of the study boy; conparing
his interactions with his parent(s) with those of his best friend.

It is assuned that to devel op a conprehensi ve process nodel of children's
soci al devel opment (Patterson & Reid, 1984) that a coding systemwas needed to
assess soci al exchanges across context and interactants. It was this goa

that | ead to the devel opment of the Interpersonal Process Code (IPC). Sone
adaptions were made from previous coding systens. First, follow ng the
exanpl e of the Interactive Codi ng system (Fagot & Hagen, 1984), we included a



content code that specifically recorded instructional behavior (see bel ow
ADVI SE). The behaviors included within this content category al so include
what Forgatch, Fetrow & Lathrop (1985) called Positive Solution. Such
nondi rective pronpting and support of competent behavior is a positive
addition to the previous generation of coding systens upon which the IPCis
based.

Second, the affect ratings in the FPC and PPC were generally a bipolar scale
rangi ng between Exuberant Affect and Angry Affect, with an extra category
added for Sad affect. W have abandoned this system and adapted the affect
cat egori es devel oped by Dr. Hyman Hops and col | eagues in the LIFE coding
system (Hops et al., 1990), which is essentially a nomnal list of affective
states (e.g. Aversive, Happy, Caring).

The third change is that for the I PC we have made a concerted effort in
reduci ng the total nunber of content codes. Collectively, OSLC has | earned
over the past few decades of doing observational research that sinpler is
better. Therefore we have added only one new code (i.e., Advise) and retained
much of the sinplicity obtained in the Playground code. To assure the
adaptability of the IPCto varying contexts, we are |eaving the use of
activity switches to be vari abl e dependi ng on the observati onal context.
These activity codes can be used to assess nore macro-|evel dinensions of
social interaction, much |ike Gottnman's approach to coding both mcro- and
macro-1 evel information on social interaction (1979; 1983). The set of
activity codes used may vary depending on the interests of individua

i nvesti gators.

The | PC was designed as an omi bus codi ng system focusi ng excl usively on the
basi ¢ microsoci al process occurring between two individuals. W understand
that the coding systemw ||l not serve all research purposes, and other nore
speci al i zed codi ng systens nmay be preferable or used in addition to the IPC
For exanple, the IPC will not assess problem solving interactions wthin
famlies at the level of detail as the SPI FI codi ng system (Forgatch, Fetrow
& Lat hrop, 1985).

Acknowl edgenments. Dr. Hyman Hops is appreciated for his assistance in the
devel opnent of the IPC. Dr. Hops was hel pful at two phases of the project.
The first phase was in our efforts to determine the viability of adapting the
PPC, which was intended for adol escent peer dyads, to coding peer interaction
on a playground setting involving elenentary age children. He and Dr. Lew
Lewin all owed us to code videotaped play sessions with el enmentary age
children, and provided data on the children so we could exam ne the predictive
validity of the coding categories. These data were instrunental for

devel oping the sinplified Playground Code fromwhich this code is directly
derived. Dr. Hops also consulted on the devel opnment of the affect categories,
and assented to our adaption of Affect categories developed in the LIFE coding
system

Dr. H Il \al ker provided val uabl e consultati on on the devel opment of the
Pl ayground Code as well as the IPC. The Social Involvenment content code used



in the I PC was adapted fromthe first version of the systematic screening for
Behavi or Di sorders (SSBD) Codi ng System (Wal ker & Severson, 1990). 1In
addition, the activity codes used nowin the IPC for coding children's peer
interactions on the playground was adapted fromthe Wl ker Pl ayground codi ng
system (O Neill, Ransey, Shinn, Todis, Walker & Spira, 1985). 1In all phases
of the devel opnent of the IPC, Dr. Wal ker's expertise in assessing children in
school contexts was inval uabl e.

One of the great advantages of doing research at OSLC is the interchange of

i deas and net hodol ogi es anong researchers working on simlar questions. As
such all the researchers at OSLC have directly or indirectly contributed to
this coding system |In particular, Dr. Mrion Forgatch was especially active
in the nmeetings where the structure of the code was desi gned and specifics of
code definitions discussed. W relied heavily on her expertise in coding
fam |y problemsolving interactions (Forgatch, Fetrow and Lathrop, 1985) as
well as in inproving our assessnent of affect. Dr. Beverly Fagot hel ped
specifically in the addition of an assessnent of the instructional conponent
to parent-child interaction as well as in the design of the overall code,
assuring its applicability to children and famlies in early childhood. Drs.
John Reid, CGerald Patterson, Kate Kavanagh and Patricia Chanberlain al so
served as the investigative steering comm ttee that guided the progress made
in developing the IPC. 1In addition, we acknow edge the inval uabl e and
realistic feedback provided by former coders, sone of whom have known
intimately several OSLC coding systens, including especially Judy Ray and

Mar gar et Lat hr op.

Fundi ng Agencies: The majority of the research activity at OSLC i s supported
by federally awarded research grants. Several research projects have
supported the devel opment of this IPCin the past and present, the projects
and the respective principal investigators are |listed bel ow
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. THE CODE

The Interpersonal Process Code (1 PC) consists of three dinensions called
Activity, Content, and Val ence, which are recorded concurrently.

1-ACTIMITY refers to the global context or setting in which the
interactions occur. The activity aspect of the code will vary according to
setting and specific research questions. This manual will |ist possible
choices for activity code which have been used in other coding systens.
Details of each possible activity will be included in the Appendix. It is
possible to code the IPC with no assigned activity code.

2- CONTENT CODES descri be each verbal, nonverbal and physical behavior. The
codes are defined a priori as positive, negative and neutral .

3- AFFECT VALENCE is the enotional tone acconpanying the entry of every
Content code and conprises six ratings: happy, caring, neutral, distress,
aversive, and sad.

This manual is divided into three sections. The first is concerned with
procedures for coding interactions with the Interpersonal Process Code. The
following two detail the specific definitions of Content and Affect codes,

i ncl udi ng decision rules, exanples, and nonexanples of every code category.

1. CODI NG PROCEDURES

The IPC is designed for a variety of settings and i nteractants. Anong the
possi bl e settings for the Interpersonal Process Code are: famly interaction
in the home, peer interaction on the playground, student behavior in the
classroom famly or peer interaction in a video-taped |ab task, or video-

t aped t herapy sessions.

IPCis entered in real time on a hand held event recorder. A five-digit
entry is made for each coded behavior, recording initiator (one digit),
content code (two digits), recipient (one digit), and the enotional val ence of
t he behavior (one digit). Toggle switches or special programed keys are used
to record the gl obal context of the behaviors. Each coding session wll focus
on a particular interactant and will last for 10 mnutes. Specific decisions
regardi ng focusing tinme, however, may vary depending on different research
guesti ons.



PERSON NUMBERS:
Each interactant is assigned a nunber for coding purposes. They are as
fol | ows:

VALID I NI TI ATORS (1st digit) VALI D RECI PI ENTS (4th digit)
1= Boy Target Child 1= Boy Target Child
= Adult Male (ie: father) 2= Adult Male (ie: father)
= Adult Ferale (ie: nother) 3= Adult Female (ie: nother)
= Boy (ol der brother or peer) 4= Boy (ol der brother or peer)
or Boy peer regardl ess of age or Boy peer regardl ess of age
5= Grl (older sister or peer) 5= Grl (older sister or peer)
or Grl peer regardl ess of or Grl peer regardl ess of
age age

= Boy (younger brother or peer) 6= Boy (younger brother or peer)
= Grl (younger sister or peer) 7= Grl (younger sister or peer)
= Grl Target Child 8= Grl Target Child

9= Multiple Recipients

0= njects or pets

In each five digit code entry, the initiator nunber is the first and the
recipient is the fourth. Person nunbers are used to indicate the initiator
and reci pient of each content code recorded and to define the valid initiators
and recipients for the conmputer editing program Parents, interviewers,
teachers, playground aides, or other adults are coded as either initiators or
reci pients of a behavior when they are interacting with the targeted child.

Mul tiple persons (#9) or pets (#0) cannot be initiators.

In the following situations the recipient is coded as 9 (nultiple):

1) The initiator is talking to nore than one person present.
2) The initiator is talking to person about soneone el se who is present (and
[ i stening).

Exanpl es:

Pl ayground Aide: "D d you guys want the soccer ball?" (31293)
Child to nother about sister who is listening: "She's stupid.” (12393)

Directives can be coded to nultiple persons (9) as a recipient. Code
cooperative or non-cooperative responses, however, fromthe targeted child
only.

Teacher: "OK, everyone line up." 33293

Al children including the target child Iine up. 16133

A directive ainmed at one person should not be coded with multiple persons
(9) as a recipient, even if others are |istening.

A group of children are playing ball and the target child says: "Sarah
pass ne the ball." 83253

Bef ore begi nning a codi ng session, the accurate header information should
be entered. The coder begins the session by coding "99999" and sel ecting the
appropriate activity. At this point the coding of the targeted child's
interactions begins. At the end of the session "99999" is entered before
qui tting.

Possi bl e Activity Codes:



Fam |y Interaction (activity the focused child is involved in)
= Wrk

= Pl ay

= Read

= Eat

= Attend

= Unspecified

Lab Task (problem solving or therapy session)
5= On task, on topic
6= Of task, off topic

Peer Interaction (Antisocial)
No switch on= not antisocia
6= Anti socia

Lab Task (Problem solving issues)
1= Planning activity

2= Target child' s problem

3= Peer's or parent's problem

Pl ayground Interaction

(based on the Peer Social Behavior Code, Wl ker & Severson)
1= Free Play

2= Participation

3= Parallel Play

4= Al one



CONTENT CCDES

Cont ent codes describe interactional behaviors initiated by the target,
peers, teacher, playground ai de, parent, siblings, therapist, or any other
person who interacts with the targeted child. The codes are divi ded anong
three rel atively independent categories, nanely Verbal, Non-verbal, and

Physical. Below are the three categories and the content codes sanpling each
cat egory.
PCSI TI VE NEUTRAL NEGATI VE
VERBAL Positive Tal k Tal k (12) Negati ve Tal k
(11) Advi se (22) (13)
Positive Directive (32) Negati ve
I nt er per sonal I nt er per sona
(21) (23)
NON- VERBAL Cooperative (61) Soci al Non- cooper ati ve
I nvol venent (63)
(62)
PHYSI CAL Positi ve Physical Physi cal Negati ve
(91) Interact (92) Physi cal (93)
The two di nensions of this grid are: the behavior category (i.e.: verbal

non-verbal, and physical) and the behaviors' a priori social inmpact (i.e.:
positive, neutral and negative).

The Interpersonal Process Code is designed to track frequency, sequence,
and duration of interactive behavior. Frequency is recorded by each entry of
a content behavior as it occurs. Sequence is the order in which the behaviors
are coded. Duration extends fromthe entry of the first digit of the five
digit code to the entry of the first digit of the next code. That next code
m ght be the next codabl e behavior or a stop code (99999), signifying that al
i nteractive behavi or has stopped. The stop code, (99999) is entered two
seconds after the cessation of interactive behavior of the targeted child.

If the targeted child tenporarily noves out of view or hearing range, code
(55555) until you are repositioned and can begin to code again. |If the
targeted child | eaves the playground or roomfor any reason (i.e.: to go to
the bathroom), code a "0". When the child returns, code "0000" and conti nue
coding. The first "0" will begin a tine out, and the last four 0's will end
the time out. If the child is disciplined and has to sit by hinm hersel f, code
atime out "0" as well.

It is also possible to show that a behavior is ongoing, while other
behavi ors have continued to occur. This is done by entering the initiator and
the content code of the ongoing behavior that has just stopped, then two 9's.
For exanple, if the target boy starts humming and continues to humwhile a
peer talks to him the interactions would be coded as:

1 62 4 1
tar get huns peer positive val ence

4 12 1 3

peer "l got new shoes” target neutral val ence



A general rule to foll ow when tracking the duration of ongoing events is
that if a behavior is not obviously ongoing, it is entered sequentially as an
interaction. The stop code is reserved for behaviors that are salient and
clearly ongoing, or for notable pauses in the subjects' behavior or

interaction. |If two behaviors begin sinultaneously, use the follow ng order
of priority to decide which code is nore inportant:
1. Negati ve and Positive |Interpersonal and Negative and Positive
Physi cal s
2. Negati ve and Positive Talk, Directive, and 61 and 63 in response to a
directive
3. Advi se and Physical |nteract
4. Tal k
5. Non- ver ba

VWere there are two simnultaneous codes of equal priority, the codes are
entered sequentially as quickly as possible. |If the simultaneous behaviors
are not of equal priority, only the higher priority behavior is coded.

An inmportant consideration is the i ndependence of the content code
(positive, neutral, or negative) and the acconpanying affect rating. The
content should have no influence on the coding of affect with which it was
delivered. The coder nmust not interpret or infer intent of the interactant's
behavi or, but refer to the manner in which verbal behavior is worded and the
i medi ate context of the behavior. For exanple, a Positive Talk (11) can be
accurately coded with any of the six val ence ratings.

10



Content codes are coded by face val ue, not by context, unless:

1) A slang termis used. Code by the current neaning of the slang word or
phrase.
"Your shoes are so cool." Positive Interpersonal (21)
"You're rad."” Positive Interpersonal (21)
2) The sentence is |eft unfinished (Bracketed Adjectives)
#1: "You're clunmsy." Negative |Interpersonal (23)
#5: "You are." Negative |Interpersonal (23)
and
#1: "You're really nice." Positive Interpersonal (21)
#4: "So are you [really nice]."
Positive Interpersonal (21)
3) Det erm ne the neani ng of synonym by context in which it is used.
"You're sharp." Positive Interpersonal (21)
"Your pencil is sharp.” Talk (12)
"Your shoes are sharp.” Positive Interpersonal (21)

CONTENT CCDES: DEFI NI TI ONS

11. PCSITIVE TALK: This code describes positive verbal behaviors which
do not refer directly to the interactant. Positive Talk includes positive
statements about oneself, as well as statenents of positive enotion
conpliments, and enpathy or support of soneone not present. Approval or
positive evaluation of a situation or occurrence is coded Positive Tal k.

Verbal agreenent to a directive is coded Positive Talk (11) also

Deci si on Rul es:

1) Positive statenents about self or anyone not present are coded Positive
Tal k (11).
"I"'ma great soccer player." Positive Talk (11)
"Your sister sure is good |looking." Positive Talk (11)

"I like his shoes."” Positive Talk (11)

However, positive statenents directed to someone who is present are
coded Positive Interpersonal (21).
"You're great at basketball." Positive |Interpersona
(21)
"You're smart." Positive Interpersonal (21)

St at enents of preference which do not refer to another person are coded

Tal k (12).
"I like the color blue.” Talk (12)

11



2) Statenents of unqualified or positive enption towards a person not
present are coded Positive Talk (11).
"I'min love with him" Positive Talk (11)

VWereas statenments of unqualified or positive enotion towards a person
present are coded Positive Interpersonal (21).
"I love you." Positive Interpersonal (21)

3) Enpat hy, support or coming to the defense of sonmeone not present is
coded Positive Talk (11), unless it includes a negative conmponent.
"He's trying to do his best.” Positive Talk (11)

"She couldn't help it, 'cus she's a dweeb."” Negative
Tal k (13)
Enpat hy or support for someone present is coded Positive Interpersona
(21).
"You couldn't help it, the bus was late." Positive |Interpersona
(21)
"That must have really been hard for you." Positive Interpersona
(21)
4) Agreenment is coded Positive Talk if it inplies conpliance to a
directive.
#1: "CGo get the ball." Directive (32)
#4: "Ckay." Positive Talk (11)

If the statenent is sinply an acknow edgenent of a statement or
agreenent with a factual statement, code Tal k (12).

#8: "I want to get a new bike." Talk (12)
#4: "Yeah" Talk (12)

and
#1: "I think the answer is five." Talk (12)
#3: "That's right." Talk (12)

5) Approval or positive evaluation of a situation or occurrence is coded
Positive Talk (11). The situation can be fromthe past, present or
future

"I had a great tine at her house last night." Positive
Tal k (11)

"This ganme is fun." Positive Talk (11)
"It's rad that your nomis into letting you go to the party.”
Positive Tal k (11)

6) A positive evaluation of a specific object or person's possessions
(including pets) is coded Positive Talk (11). |If the object pertains to
an interactants skill or appearance, code Positive Interpersonal (21).
"I like your lunch box." Positive Talk (11)
"That's a cool shirt." Positive Interpersonal (21)
7) Positive exclamations are coded Positive Tal k (11).
"Right on!'" Positive Talk (11)
"Far out." Positive Talk (11)
Exanpl es:
1) "I"'msmart." Positive Talk (11)
2) "I feel great." Positive Talk (11)

12



3) "Radical ." Positive Talk (11)

4) "His haircut |ooks great." Positive Talk (11)

5) "Help me hang this up." Directive (32)
"Sure." Positive Talk (11)

6) "She did a fantastic job." Positive Talk (11)

7) "I get good grades in math." Positive Talk (11)
8) "I'min love." Positive Talk (11)
9) "I feel sorry for him he's always getti ng picked on." Positive Talk
(11)
10) "My dad does nost everything well." Positive Talk (11)
11) "I"d kill to have a BMX bike like yours." Positive Talk (11)
12) "That book was interesting.” Positive Talk (11)
13) "This apple tastes good."” Positive Talk (11)
Non- Exanpl es:
1) "I"'msorry | hit her, but she's so bossy.” Negative Talk
(13)
2) "I like playing with you." Positive Interpersonal (21)
3) "I like chocolate.” Talk (12)
4) "Do you want to play soccer?" Talk (12)
"Ckay." Talk (12)
5) "You're ny best friend." Positive Interpersonal (21)
6) "My dad's stronger than your dad." Negative Talk (13)
7) "Be on ny team"” Directive (32)

(Peer nods head affirmatively.) Social |nvolvenent (62)
8) "That's right, the capital of Oregon is Salem"” Talk
(12)
9) "Great drawing." Positive Interpersonal (21)

12. TALK: This is a code describing general conversation, including
chit-chat about routine matters, relating stories, conversation about past or
present, questions and answers, or verbal acknow edgenments of another's
statement. Also included are verbal jokes, requests for perm ssion
statements of facts, and inpersonalized, noneval uative, agreenents or
di sagr eenent s.

Deci si on Rul es:

1) Singing with words is coded Tal k (12).

2) Calling soneone's nane to get their attention is coded Tal k (12).
3) Sel f -def ensi ve statenents are coded Tal k (12), unless they contain
specific positive content or a counter attack
#4: "You're a nerd." Negative Interpersonal (23)
#1: “"No |'mnot." Talk (12)
ver sus
#4: "You're a nerd." Negative Interpersonal (23)
#1: "No I"'mnot, you are.” Negative Interpersonal (23)
ver sus
#3: "Andi, you screwed up your chores as usual !'" Negative
I nterpersonal (23)
#8: "No | didn't, | did them good because |I'm so responsible!™

Positive Tal k (11)

4) VWhen a person is the brunt of teasing or joking which has a humliating
el ement, code Negative Interpersonal (23).

13



5)

6)
7)

8)

14)

"Did you just see a horror nmovie or is that a new pern?"
Negati ve Interpersonal (23).

"We" statenments of positive regard are coded Positive Interpersonal (21)
if it pertains to an interactant who is presently listening
"W're so smart." Positive Interpersonal (21)

"We" statenments which contain nane calling and are clearly negative are
coded "Negative Interpersonal (23) if it pertains to an interactant who
is presently listening.

"We're real mean." Negative Interpersonal (23)

Unintelligible or inaudible statements will be coded Talk (12).

Di sagreenents or agreements with a factual statenent are coded Tal k
(12), while negative or positive evaluations of one's ideas are coded
Negati ve Interpersonal (23) or Positive Interpersonal (21) respectively.

"That's right." Talk (12)

"You're right." Positive Interpersonal (21)

"CGood idea." Positive Interpersonal (21)

"Bad idea." Negative Interpersonal (23)

Personal preference is coded Tal k (12). Evaluations involving people
are coded with the appropriate positive or negative code.

"I like the color blue." Talk (12)

"I like your dress."” Positive Interpersonal (21)

"CGood idea." Positive Interpersonal (21)

"Bad idea." Negative Interpersonal (23)

es:

"Way don't you take al gebra next ternP" Talk (12)
"I amnot dumb!™ Talk (12)
"I think those kids should be suspended for fighting." Talk (12)
"That's not right." Talk (12)
"Do you want to make a bet?" Talk (12)
"I"1l trade you." Talk (12)
"You flunked math, didn't you?" Talk (12)
"OK, so what do you want to tal k about?" Talk (12)
"I don't want to be the one to tell you kids to pick up after yoursel ves
anynmore." Talk (12)
"I really don't like going to the novies. Let's do something else.”
Tal k (12)
"The thing is, if I let you go to bed at 10:00 then all the kids wll
want to." Talk (12)
"The pie | baked is really runny.” Talk (12)
"The Enpire State Building is the tallest building in the world.” Talk
(12)
"No it's not." Talk (12)
"I like ice cream"” Talk (12)

Nonexanpl es:

"WIl you please cone here?" Directive (32)

"You couldn't do it, you're too dumb." Negative |Interpersonal (23)
"Make a bet with me." Directive (32)

"Want a piece of candy?" Positive Interpersonal (21)

"W're awesone."” Positive Interpersonal (21)

"Un" Social Involvenment (62)

14



7) "I amno good at baking pies."” Negative Talk (13)
8) "I like your momis cooking." Positive Talk (11)

13. NEGATIVE TALK: This code describes negative verbal behavior which
does not refer directly to the interactant. Negative Tal k includes bl ane,
tattling, statements of negative enotion, and criticismof someone not
present. Negative self-statenments, self-pity and defeatist statenents are
Negative Talk (13). A conplaint or criticismabout a situation or occurrence
is coded Negative Talk (13) as well. Refusal of a directive is al so coded
Negati ve Tal k (13).

Deci si on Rul es:

1) Negati ve statenents about oneself or anyone not present are coded
Negati ve Tal k (13).
"I"'mso stupid.” Negative Talk (13)
"The teacher is so nean.” Negative Talk (13)

However, negative statenents directed towards soneone who is present are
coded Negative Interpersonal (23).

"You're a slow runner."” Negative |Interpersonal (23)
"You're crazy." Negative Interpersonal (23)
"Al'l the boys in this famly are norons.” Negative |nterpersona

(23) (If the brother is presently listening.)

2) Statenents of unqualified or negative enption towards a person not
present are coded Negative Talk (13).
"I hate him" Negative Talk (13)

VWereas, statenents of unqualified or negative enotion towards somneone
present is coded Negative Interpersonal (23).
"I can't stand you." Negative Interpersonal (23)

3) Sel f - aggrandi zement at another's expense is coded Negative Talk (13) if
that person is not present.
"I can do it better than she can."” Negative Talk (13)
(The Negative Tal k takes precedence over Positive Tal k here.)

However, self-aggrandizenent at another's expense is coded Negative
Interpersonal (23) if that person is presently |istening.
"I can do it better than you." Negative Interpersonal (23)

4) Conplaints or criticisnms about a situation in the past, present or
future are coded Negative Talk (13), including one word conplaints (such
as swearing).

"I"'mcold." Negative Talk (13)

"That's not fair." Negative Talk (13)

"Rats." Negative Talk (13)

"Dam." Negative Tal k (13)

"It would be terrible if he came to the party.” Negative Talk (13)

However, swear words used in expressions which are not conplaints are
coded Tal k (12).
#1: "l got an A on ny homework." Positive Tal k

(11)

15



#4:  "No shit!" Talk (12)

5) Negati ve eval uation of a specific object or person's possessions
(including pets) are coded Negative Talk (13). |If the object pertains
to an interactant's skill or appearance, code Negative Interpersona
(23).

"Your dog is ugly." Negative Talk (13)
"Your shoes are gross.” Negative Interpersonal (23)

6) Def ensi veness will not automatically be coded Negative Talk (13), unless
the statenment includes criticism blane or self-pity.

"I did not ness up." Talk (12)
"I always get blaned for everything." Negative Talk (13)
"I didn't doit, Alex did." Negative Talk (13)

7) Di sagreenent is coded Negative Talk if it inplies refusal to a

directive.

#4: "Cet out of the way." Directive (32)

#1: “"No." Negative Tal k (13)
If the disagreenent is in response to a factual statenent, code Tal k
(12).

#5: “It's alnost 2:00" Talk (12)

#1: "That's wong." Talk (12)

8) Def eati st statenents are coded Negative Talk (13). These statenents

nmust be gl obal in nature.
"Nothing will work." Negative Talk (13)
"It's hopeless.” Negative Talk (13)
If the statenent is not global and is a present statement of fact, code
Tal k (12).
"I can't do this math problem™ Talk (12)
Exanpl es:
1) "I can't ever nake a basket." Negative Talk (13)
2) "He's ugly." Negative Talk (13)
3) "He hit ne." Negative Talk (13)
4) "Recess is too short."” Negative Talk (13)
5) #3: "Cone inside now." Directive (32)
#8: "I don't want to." Negative Talk (13)
6) "It's her fault, not mne." Negative Talk (13)
7) "Quch." Negative Talk (13)
8) "I can never do it, | give up." Negative Talk (13)
9) "I"'mthe only one around here who ever cleans up." Negative Talk (13)

10) "She didn't do it right.” Negative Talk (13)

11) "Qops." Negative Talk (13)

Non- Exanpl es:

1) "You can't play, you lose all the time." Negative Interpersonal (23)
2) "You really are a dip." Negative Interpersonal (23)
3) #1: "WIIl you conme over tonight?" Talk (12)
#5:  "Uh, uh."™ Social Involvenment (62)
4) "I hate spinach.” Talk (12)
5) "Stop bothering nme." Directive (32)
6) "I can't junp rope backwards." Talk (12)
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21. POSITIVE | NTERPERSONAL: Positive interpersonal refers to verba
expressi ons of approval of another's behavior, appearance or state. It
i ncl udes personalized praise, statenments of unqualified positive enotion
support and enpathy towards the person. Politeness, such as apol ogi es,
t hanks, and volunteering are al so coded Positive Interpersonal (21). Positive
nane calling which is conplinmentary in context is coded Positive |nterpersona
(21) as well. Positive Interpersonal nust be directed at a person who is
present and |i stening.

Deci si on Rul es:

1) Positive statenents about self are coded Positive Talk (11). Positive
statements about anyone not present are coded Positive Talk (11).
"I'"ma good cook." Positive Talk (11)

"I made a great hamburger last night." Positive Talk
(11)
"Your brother is so smart." Positive Talk (11)
2) Specific offers of food, an object, or help which is potentially

observable within the session are coded Positive |Interpersonal (21).
"Want a piece of gunP" Positive Interpersonal (21)
"I"ll take you to the novies on Friday." Talk (12)
"I"1l help you with your honmework now." Positive |nterpersonal (21)

Suggestions of going sonewhere together w thout offering to drive or pay
anot her's way, however, are coded Talk (12).

"Let's go to the novies together."” Talk (12)
3) Al'l apologies are positive, unless there is clearly a negative attack on
anot her.
"I"'msorry, but you're a jerk." Negative Interpersona
(23)
"I"'msorry | wecked your skateboard."” Positive Interpersonal (21)
4) | mpersonal i zed statenments of preference are coded Talk (12), while
statements relating to a person present are coded Positive Interpersona
(21).
"I like your shoes.” Positive Interpersonal (21)

"I like that kind of music best, don't you?" Talk (12)

5) Statenents are coded at face value. In cases where valence rating is
the determ ning factor between positive and negative, code neutra
content and affix the appropriate val ence.

"You could do it, if you tried harder.” (said enthusiastically)
Talk (12) with val ence 1.
"You could do it, if you tried harder." (said angrily)

Tal k (12) with val ence 5.

6) Coming to the defense of a person who is present is coded Positive
I nterpersonal (21).
"But you couldn't help it, he pushed you off of the slide." Positive
I nt er personal (21)

7) Questions which include praise are coded Positive Interpersonal (21).
"Did you get an A like always?" Positive Interpersonal (21)
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8) Polite statements such as "Thank you,"” "You're wel come” and "Excuse mne"
(when it is not intended as a directive) are coded Positive
I nterpersonal (21). However, "Please" is coded either Talk (12) or
Directive (32).
"Move please.” Directive (32)
"Can | please play with it tonorrow?" Talk (12)

Exanpl es:
1) "Sorry about that." Positive Interpersonal (21)
2) "He's not better than you just because he's bigger." Positive

I nt er personal (21)
3) "W really had fun at the party the other night, huh, buddy?" Positive
I nt er personal (21)

4) "That must have hurt." Positive Interpersonal (21)

5) "You are pretty smart." Positive Interpersonal (21)

6) "This is for you." (hands peer a piece of gum) Positive |Interpersona
(21)

7) "I"'msorry | blewit." Positive Interpersonal (21)

8) "I like you." Positive Interpersonal (21)

9) "If I were in the situation you were in, I'd have done the sane thing."
Positive Interpersonal (21)

10) "I liked the way you got himto shut up." Positive Interpersonal (21)

11) "That's a cool shirt you're wearing." Positive Interpersonal (21)

12) "You're right" Positive Interpersonal (21)

Nonexanpl es:

1) "My sister can make a basket fromjust about anywhere on the court."”
Positive Tal k (11)

2) "I"'msorry | punched you, but you're such a hose head." Negative
I nt er personal (23)

3) "Your momis a great swinmer." Positive Talk (11)

4) "l get good grades in biology." Positive Talk (11)

5) "That's right." Talk (12)

22. ADVISE: Advise (22) includes directions, instructions or future
suggestions which teach a behavior or specific skill. Statenents coded as
Advi se may be very specific and concrete, or abstract and phil osophi cal .
Advi se (22) also includes suggestions on how to resolve a problem focusing
either on "what to do" or "what not to do", given a particular situation

Deci si on Rul es:

1) Fut ure suggestions which are an attenpt to teach a new behavi or, set of
behavi ors or specific skill, or to resolve a problemare coded Advi se
(22).
"When we play snake at recess you take the junmp rope and twirl it
around so everyone can junp over it." Advise (22)
"Way don't you share at recess, then you won't get into a fight."
Advi se (22)

However, a suggestion which can be conplied with during the session is
coded a Directive (32).

"Why don't you bring it to me now?" Directive (32)

"Way don't you knock it off?" Directive (32)

"Way don't you try putting the puzzle piece over there?" Directive
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2)

3)

4)

5)

6)

7)

8)

(32)

A suggestion of a future activity is coded Talk (12) when there is no
attenpt to teach or problemsolve.

"W could go to the novies tonorrow. " Talk (12)

"Let's play video ganes after school today." Talk (12).

Advi se (22) is also coded if the statement or future suggestion is part
of an attenpt to convey a |arger concept relating to a behavior or
skill.

"What you can do to get better gr ades is study one hour each evening,

whet her or not your homework is due the next day." Advise (22)

ver sus
"For chores you have to study one hour a night and feed the dog when
you are done." Talk (12)

Advise is differentiated froma conmand when an explanation is given for
t he behavior change. It is double coded if there is a Directive (32) in
the statement as well as an Advise (22).
"I want you to take a sponge and the Comet and wi pe off the sink."
Directive (32)
"Put the Conet on the stain and sprinkle it with water. Then let it
sit. (If behavior is observable in the interaction, code Directive
(32).) That will bleach the stain. Then if you scrub it with your
sponge a few mnutes later, the whole sink will be clean.” Advise
(22)

Brief statenents of factual information will be coded Talk (12).
"The deepest canyon in the world is in Peru." Talk (12)

Expl anati ons of why a person is acting a certain way, or how a
mechani cal or physical phenomenon works will be coded Talk (12) if there
i s no acconpanying attenpt to teach a skill or behavior

"Now | will explain how a light bulb works...." Talk (12)

Suggestions or ideas for ways to solve a problem may be outl andi sh,
unrealistic or antisocial.

"W coul d shoot your nmom" Advise (22)

"You could stop eating altogether." Advise (22)

Anti ci pating special circunstances of a solution is coded Advise (22).
#2: "I'f his bedtinme is at 8:30, but there is a special show he's
wat chi ng, should we let himstay up later?" Talk (12)

#3: "We could let himstay up that night and go to bed earlier the
next night." Advise (22).

VWhen the proposed solutions contain a negative or positive aspect, code
the appropriate negative or positive code.

"Next time, don't act so stupid.” Negative Interpersona
(23)
#1: "This test is going to be hard. Wat should I do?" Talk (12)
#3: "You al ways do well when you study." Positive Interpersonal
(21)

es

Exanpl es:

1)
2)

"What you do is take the dough and roll it inlittle balls. Then you
put it on the cookie sheet." Advise (22)
"You could try asking your teacher for study questions and then bringing
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those home for us to go over before your next test. That m ght nake a
difference in your grade."” Advise (22)

3) "This is what you can do. Ilgnore your sister when she calls you nanes
That means just wal k away and don't tal k back. She just does it to get
you mad." Advise (22)

4) "Aunt Mldred is very sick. Wen you visit her don't stay too long or
run around and nake a lot of noise." Talk (12)
"Why?"  Tal k (12)
"Because it could tire her out. People who are sick don't have very
much energy and can get sicker if they use up too nmuch energy at once.”

Advi se (22)

5) "No, you don't do it that way, you put the pawns in front..." Advise
(22)

6) "You should do the |aundry before your soccer game." Advise (22)

7) "Next time, don't do your homework so quickly." Advise (22)

Nonexanpl es:

1) "Did you know the Grand Canyon is the |argest canyon in North Anerica?"
Tal k (12)

2) "Stir more slowy.” Directive (32)

3) "People get irritable when they are stressed out, that is why your
father isn't very nice after a hard day at work." Talk (12)

4) "Well, let ne tell you about howt he world works..." Directive (32)

5) "You shoul dn't have done such sloppy work." Negative Interpersonal (23)

6) "Way don't you turn down your radio?" Directive (32)

23. NEGATI VE | NTERPERSONAL: Negative interpersonal refers to
personal i zed and unqualified di sapproval of a person present or statenents of
unqual i fi ed negative enotion toward a person. Name calling, threats, and
specific humliation of an interactant are coded as Negative |nterpersonal.
Thi s includes verbal expressions that contain specific critical judgnent or
di sapproval of the person's appearance or behavior. Coercive directives that
have a threatening or derogatory el enent are double coded. First code
Directive (32) and then code Negative Interpersonal (23). The threat nust
i mply inpendi ng physical, enotional, or psychol ogi cal harmto be coded
Negati ve | nterpersonal

Deci si on Rul es:

1) Derogatory nane calling of one's self is coded Negative Tal k (13).
"I get bad grades because I'mstupid.” Negative Tal k
(13)
Derogat ory nane calling of anyone not present is coded Negative Tal k
(13).
"She's so nean, she won't let us play that game anynore."” Negative
Tal k (13)
2) Derogatory nane calling includes racist nane calling.
"You are a Jap." Negative Interpersonal (23)
"You are Japanese." Talk (12)
"You gringo." Negative Interpersonal (23)
3) VWhen a directive is meaningl ess, absurd, inpossible to conply with, or

simply rhetorical, and where the primary message is humliating or
i nsulting, code 23 (Negative |Interpersonal).

"Drop dead." Negative Interpersonal (23)

"Don't be such a nerd." Negative Interpersonal (23)
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4)

5)

6)

"CGet lost." Negative Interpersonal (23)
"Go to hell." Negative Interpersonal (23)
"Lick my plate.” Negative |Interpersonal (23)

VWhen sonmeone present is the brunt of teasing or jokes which clearly have
a humliating el enent, code Negative |nterpersonal (23).

"You're gonna break the mrror with a face like that.” Negative

I nt er personal (23)

Cont i ngenci es whi ch threaten consequences or | oss of privilege wthout
conveying an intention of enmotional or physical injury are coded Tal k
(12).

"I'f you don't stop teasing me, I'mnot going to |l et you borrow nmy new
tapes." Talk (12)

"I'f you don't give nme the ball, I"'mgoing to tell the teacher. " Talk
(12)

"I'f you don't give nme the ball, I"'mgoing to hit you." Negative

I nt er personal (23)

"I'f you don't knock it off, I won't be your friend anynore.”

Negati ve Interpersonal (23)

"I'f you don't stop throwi ng things, you'll have to go to tine out."
Tal k (12)

Conmands which inply a threat are double coded Directive (32) and
Negati ve Interpersonal (23), only if they follow a previous threat.
"Gve me ny hat back or 1'll beat you up.” Directive (32), Negative
I nt er personal (23)
(Brother does not return hat.) Non-cooperative (63)
"You better give it back.”" Directive (32), Negative Interpersona
(23)

I f the command does not follow a previous threat and it is unclear
whether a threat is intended, code Directive (32) only.
"You better give it back." Directive (32)

Leadi ng questions involving blame are coded Negative |nterpersonal (23).
"Did you nmess up your chores again?" Negative Interpersonal (23)

es:
"You asshole.” Negative Interpersonal (23)
"You'll never ampunt to anything."

Negati ve Interpersonal (23)
"You al ways do everything wong."

Negati ve Interpersonal (23)
"Klutz!" Negative |Interpersonal (23)
"I hate you." Negative Interpersonal (23)
"Gve me the ball, or I won't hang around with you anynore.” Directive
(32), Negative Interpersonal (23)
"Go soak your head." Negative Interpersonal (23)
"I''mgonna punch you out." Negative |nterper sonal (23)
"Sit down, stupid.” Directive (32), Negative
I nt er personal (23)

"You're enbarrassing.” Negative Interpersonal (23)

"CGet your ugly face outta here.”" Directive (32), Negative Interpersona
(23)

"Shape up or I'Il shape you up." Directive (32), Negative I|Interpersona
(23)

"Button your ugly nmouth.” Directive (32), Negative Interpersonal (23)
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14) "You're crazy." Negative Interpersonal (23)

15) "You're acting like a jerk." Negative Interpersonal (23)
16) "You're wong." Negative Interpersonal (23)
17) "Bad idea." Negative Interpersonal (23)

Nonexanpl es:
1) "That's wong." Talk (12)
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"The jerk at the grocery store gave me the wong change.” Negative Tal k

(13)

"Your dad's a pig." Negative Talk (13)

"I'f you don't play with ne now, I won't split the money with you." Talk
(12)

"She shouldn't act like that." Negative Talk (13)

"You better stop it, or you'll have to give it back." Directive (32)

"You better stop hitting me." Directive (32)
"Shut up.” Directive (32)

32. DIRECTIVE: Commands for a behavi or change which could occur within

the observation are coded Directive. To code Directive, conpliance nust be
potentially observable within the context of the session. Directive is also
coded when comuands are made to the interactant to not repeat a previously
per f or med behavi or.

Deci si on Rul es:

1)

2)

3)

4)

5)

6)

"I want" statenents that function as comrands are coded Directive (32).
"I want" statenents indicating personal preference are coded Talk ( 12).

"I want you to stop naking that noise.” Directive (32)
"I want a new bicycle.” Talk (12)

"I want to go hone." Talk (12)

"I want to do it by nyself.” D rective (32)

"I want to be smarter.” Talk (12)

Code Directive for verbal behavior only. Code nonverbal or vocal
behavi or that inplies a directive Social |nvolvenent (62).

One-word foll owup commands such as "Billy!", "Pleasel",or "Now" are
coded Directive (32).

#1: "Pick that up." Directive (32)

#4: | gnores peer. Non- cooperative (63)

#1: "Hey!"™ Directive (32)

VWere the command statenent is meani ngl ess, absurd, threatening,
i npossible to conply with, or sinply rhetorical, and where the primary
message is humliating or insulting, code Negative Interpersonal (23).
"Drop dead." Negative Interpersonal (23)
"Go junmp in the lake." Negative Interpersonal (23)

"I dare you" can function as a directive, when it is a repronpt of a
directive or part of a sentence which contains a directive; otherw se,
"l dare you" is coded Talk (12).

#1: "CGet up and take the ball.” Directive (32)
#4: “"No." Negative Tal k (13)
#1: "I dare you." Directive (32)
and
"I dare you to get up and bl ock the canera.” Directive (32)
and
#1: "I don't want to ask her over to nmy house."
Tal k (12)
#4: "I dare you." Talk (12)

Conmands in the formof a question are coded Directive (32).
"WIl you give me nmy coat back?" Directive (32)
"Wuld you help me?" Directive (32)
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However, requesting permi ssion is coded Talk (12).
"Can | make sone popcorn now?" Talk (12)

7) Do not include first time directives which are specified, dictated, or
required by the activity as a Directive (32), such as "your turn". If
it is repeated soon after, code Directive (32).
Dad: "It's your turn to roll the dice.” Talk (12)
Chil d does not hi ng.
Dad: "It's your turn." Directive (32)
Exanpl es:
1) "Pick up the paper you dropped.” Directive (32)
2) "Pl ease nove out of the way." Directive (32)
3) Brian get gumout of his pocket. (no code)
"I want a piece of gum Brian." Directive (32)
4) "Stop being so bossy.” Directive (32), Negative I|Interpersonal (23)
5) "Cool it while I"'mtalking.”" D rective (32)
6) "Slow down!" Directive (32)
7) "Look at the bruise | got." Directive (32)
8) "Listen to ne." Directive (32)
9) "Hey, cone over here." Directive (32)
10) "Stop whining!" Directive (32)
11) "You better shape up if you want to borrow ny bike." Direct ive (32)
12) "Shhh." Directive (32)
13) "Let's go knock it over." Directive (32)
14) "Time out!" Directive (32)
15) "Let's go play baseball.” D rective (32)
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16) "“John." Talk (12)
(no response)
"Throw the ball." Directive (32)
(no response) Non-cooperative (63)
"John." Directive (32) as a repronpt

17) "Here!"™ Directive (32) as in "throw it here"

18) "You better cool it." Directive (32)

19) "WIl you throw this away for me?" Directive (32)

20) "Stop being so clunmsy.” Directive (32), Negative Interpersonal (23)

Nonexanpl es:

1) "Uh, uh, uh" (adnonishingly) Social Involvenent (62)

2) "CGet lost." Negative Interpersonal (23)

3) "I want to be as smart as you." Positive Interpersonal (21)

4) "Let's go to the novies tonorrow. " Talk (12)

5) "I'f you weren't so clunmsy, you would have caught it." Negative

I nt er personal (23)
6) "Could | borrow your coat?" Talk (12)

61. COOPERATIVE: The act of clearly conplying to another's directive
is coded Cooperative (61). This code al so pertains to behavior which is
facilitative to group activity. Cooperative (61) applies to non-verbal and
non- physi cal behaviors only.

Deci si on Rul es:

1) VWhen conpliance to a directive is unclear, do not code Cooperative (61).
#2:  "John, be nore careful with ny photograph.” D rective (32)
#1: "Il try." Positive Talk (11)
(John continues to | ook at photograph with no di scernable difference
in his behavior.) - no code

2) It is possible to code a Negative Talk (13) as a refusal of a directive
and a Cooperative (61).
#4: "Gve me ny pencil back." Directive (32)
#8: "No way." Negative Talk (13)
(#8 gives back the pencil) Cooperative (61)

3) VWhen conpliance to a directive is coded, code Cooperative (61) first and
then the conpliant behavi or
#5: "Gve me 'five'" Drective (32)
#1: (gives the "high five') Cooperative (61), Positive Physical
(91)
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4)

5)

6)

7)

Wen a directive demands a disruptive act, and one conplies, first code
Cooperative (61) for conpliance and then Non-cooperative (63) for the
di sruption.

#4: "Go knock over the blocks.” Directive (32)
#1: (knocks over the blocks) Cooperative (61), Non-cooperative
(63)

Cooperative (61) does not include actions which are part of the
formalized rules of a gane.
-Child passes the football to a team nmenber. Physical Interact (92)
-Father gives a playing card to his daughter. Physical Interact (92)

Only code Cooperative (61) when the action is facilitative to a group
VWhen wor ki ng al one on a project Cooperative (61) is not coded.
-Child adds a piece to a puzzle that everyone is doing together
Cooperative (61)
-Children are putting together puzzles side by side. (No code)

VWhen codi ng Cooperative (61) for behavior which is facilitative to a
group, the recipient of the behavior is 9 (multiple).

-Child puts a flag on the sand castle a group of children are

bui I di ng. 16193

VWhen codi ng Cooperative (61) for conpliant behavior, the recipient wll
correspond to the person who gave the directive.

#4: "Play with nme." 43213

#1: Cones over to play. 16143

Exanpl es:

1)

3)
4)
5)

es

Child retrieves a ball which goes "out of bounds." Cooperative (61)
#6: "Please take your feet off the table.” Directive (32)

#1: "Ckay." Positive Talk (11)

#1: (Takes feet off of the table) Cooperative (61)

Child places block on tower that a group of children are buil ding.
Cooperative (61)

#3: "Tell me what you were up to today." Directive (32)

#8: "Wwell, | played basketball." Cooperative (61), Talk (12)

Child pours ingredients i nto a bow, while another stirs. Cooperative
(61)
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6) #4: "John, hand nme that pen and sit down." Directive (32)
#1: (hands over the pen, but doesn't sit down). Doubl e- code:
Cooperative (61), Non-cooperative (63)

Non- Exanpl es:
1) Peer throws basketball to team menber. Physical Interact (92)

2) Child hugs peer who has fallen down. Positive Physical (91)
3) #5: "Don't do that." Directive (32)

#8: (Doesn't change behavior) No code if the previous directive
is too unclear.
4) Teacher guides child' s hand, denonstrating howto draw a star. Positive

Physi cal (91)
5) Children are building sand castles side-by-side. (No code)

62. SOCI AL | N\VOLVEMENT: Soci al Invol venent (62) is coded for behaviors
that are interactive, yet not acconpani ed by verbal or physical behavior. Any
audi bl e vocal expressions, including |aughter, whistling, crying, and neutra
vocal expressions of acknow edgenent are coded Social Involvenment (62). This
code al so includes any nonverbal and nonvocal interactive behaviors, such as
faci al expressions, hand gestures, or head noddi ng.

Deci si on Rul es:

1) The positive, negative, or neutral nature of vocalizations and non-
verbal interactions will be expressed w th val ence.

2) VWen behaviors are sinultaneous, verbal and physical codes take
precedence over vocal. In this situation, nonverbal interactions are

represented in the val ence
"You turkey." (said while smiling) Negative Interpersonal (23),
Val ence (1)

3) When a vocalized agreenent is said in response to a directive, code
Positive Talk (11). Wen a vocalized disagreenent is said in response
to a directive, code Negative Talk (13).
#3: "Sit down." Directive (32)
#1:  "Uh uh.” Negative Talk (13)

and
#8: "Come here." Directive (32)
#4: "Uh huh." Positive Talk (11)
and
#2: "Did you do your homework?" Talk (12)
#1: "Uh huh." Social Involvenent (62)

Exanpl es:

1) Laughter. Social Involvenment (62)

2) Humm ng.  Soci al | nvol venent (62)

3) VWi stling. Social Involvement (62)

4) Wnks at peer. Social Involvenent (62)

5) Thunbs up sign to peer. Social Involvenment (62)
6) Shrugs shoul ders. Social Invol vermrent (62)

7) "Flips the bird" at peer. Social Involvenent (62)
8) Facilitative "Uh huh." Social Involvenment (62)

9) Crying. Social Involvenent (62)
10) Ckay signal. Social Involvenent (62)
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11) Scow s at peer. Social I|nvolvenent (62)
12) Non-ver bal whi ning. Social I|nvolvenent (62)
13) Peer holds out gum offering it to another. Social Involvenment (62)

Nonexanpl es:

1) Hts peer with a ball. Negative Physical (93)

2) Singing with words. Talk (12)

3) "Sshhh." Directive (32)

4) "Yeah." Talk (12)

5) Spits at peer. Negative Physical (93)

6) Throws a ball to the peer. Physical Interact (92)

63. NON COOPERATI VE: Any act which is clearly nonconpliant to
another's directive is coded Non-cooperative (63). Action which is disruptive
to group activity is also Non-cooperative (63). This code pertains to non-
verbal and non-physical interactions only.

Deci si on Rul es:

1) Wen it is not clear whether the child has complied to a directive or not,
don't code Cooperative or Non-cooperative.
#1: (Sitting in chair, appears to be doing nothing.)
No code
#4: "Come on, knock it off." Directive (32)
#1: (Continues to sit in chair.) No code

2) It is possible to code a Positive Talk (11) in agreenent to a conmand and
t hen a Non-Cooperative (63).

#6: "Wave to the canera.” Directive (32)

#1: "Ckay." Positive Talk (11)

#1: (Puts his hands in his pocket) Non-cooperative (63)

3) VWhen a directive demands a disruptive act, and the child conplies, first
code Cooperative (61) for conpliance and then Non-cooperative (63) for
di sruption.

#8: "Go smash t heir sandcastle"” Directive (32)

#7: Knocks over sandcastle. Cooperative (61), Non-

cooperative (63)

4) The Non-cooperative code does not pertain to actions which are part of
formalized rules of a gane.
Opponent bl ocks child' s shot in a basketball game. Physical Interact

(92)
Child wins opponent's playing piece in checkers and takes it away. (No
code)

5) Non- cooperative (63) is coded when a child is disruptive to a group, but

not to oneself.
Child rips up a mural others are working on. Non- cooperative (63)
Child rips up own art work. (No code)

6) If a two-part directive is given and soneone conplies to only part of
the directive, double code Cooperative (61) and Non-cooperative (63).
#6: "Stand up and start singing.”" Directive (32)
#1: (stays seated and starts singing)
Cooperative (61), Non-cooperative (63)

28



7) VWhen codi ng Non-cooperative (63) for behavior which is disruptive to a
group, the recipient of the behavior is 9 (multiple).
- Child blows down a house of cards two others are building. 86393

When codi ng non-cooperative (63) for conpliant behavior, the recipient
will correspond to the person who gave the directive.

#5: "Help me find ny ring." 53283

#8: Runs away to play soccer. 86353

Exanpl es:

1) Teacher: "Sit down now, Steve!" Directive (32)
#1: (Continues to wal k around the room)
Non- cooperative (63)
2) Child interrupts ganme of 4-square by running through it.
Non- cooperative (63)
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3)

#1: "Don't be so stupid.”™ Directive (32), Negative
I nt er personal (23)
#6: "Don't call me stupid.” Directive (32)
#1: "Ckay, Dunbo."” Non-cooperative (63), Negative
I nt er personal (23)
Positive Talk (11) for agreement won't be coded here.

4) Peer gets out of chair (out of canera view) in lab task. Non-
cooperative (63)

5) During teacher's |lecture student throws a wad of paper at the wall

Non- cooperative (63)

6) #8: "Conme play with us.” Directive (32)

#4: "Ckay." and runs away. Positive Talk (11), Non-
cooperative (63)
7) Child knocks down fort others are building. Non-cooperative
(63)

8) Child tears apart puzzle siblings are putting together. Non-cooperative
(63)

9) Child takes playing cards away frompeer who is playing a game with
ot hers. Non-cooperative (63)

10) Child runs into a gane of junp rope and interrupts activity. Non-
cooperative (63)

Non- exanpl es:

1) Child interrupts game by grabbing onto the armof a player. Negative
Physi cal (93)

2) Child tears down tower of blocks that she is building by herself. (No
code)

3) Child kicks ball away from opponent in soccer game. Physical Interact
(92)

4) #4: "CGo junp in the |l ake." Negative |Interpersonal (23)

#1: (Doesn't junp in the lake.) No code as previous statenent was
not a directive.

91. POSITIVE PHYSI CAL: Any positive and/or affectionate physica

contact, such as a pat, tickle, hug, or arm around shoul der. Physical contact
which is due to denonstrating an action or hel ping one performa task is al so
coded Positive Physical (91).

Deci si on Rul es:

1)

G oom ng another will be coded Positive Physical (91).
Child conbs peer's hair. Positive Physical (91).
However, groomng self is non-interactive, so do not code
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2) Directive, physical contact which is not assisting the person is coded
Negati ve Physical (93).
Child nmoves peer's foot off of the table. (93)

3) If contact is part of teaching or denonstrating, it is coded Positive
Physi cal (91).
Teacher holds child' s hands to help swing bat correctly. Positive
Physi cal (91)

4) Touching during a game where it is part of the rules of the gane is
coded Physical Interact (92). |If touching during a game is not part of
t he ganme, then code Positive Physical (91).
Child touches peer and runs away while playing tag. ( 92)
Child hugs peer who has just nade a goal in soccer. (91)

5) Any aversive physical contact is coded Negative Physical (93). Wen in
doubt between Positive Physical (91) and Negative Physical (93), code
Negati ve Physical (93).

6) Touchi ng another with an object in a non-aversive manner is coded
Positive Physical (91).
Mot her makes teddy bear kiss child. Positive Physica

(91)

Exanpl es:

1) Tickling. Positive Physical (91)

2) Patting shoul der or arm Positive Physical (91)

3) Shaki ng hands. Positive Physical (91)

4) Arm around peer's shoulder. Positive Physical (91)

5) Peers "give five" to one another. Positive Physical (91)

6) Child hel ps peer on with jacket. Positive Physical (91)

7) Child taps another on the back to get his attention. Positive Physica
(91)

8) Fat her hel ps child stir cookies by taking the child s hand. Positive
Physi cal (91)

9) Mot her gui des devel opnental |y disabled child to the table for dinner
Positive Physical (91)

Nonexanpl es:

1) Pul I s peer across playground. Negative Physical (93)

2) Accidently steps on peer's foot. Negative Physical (93)

3) Does thunbs up sign to peer. Social |nvolvenent (62)

4) Hands peer a piece of candy. Physical Interact (92)

5) Peer tags target child during game of tag. Physical Interact (92)

6) Child conbs own hair. No code

92. PHYSI CAL | NTERACT: Physical contact during game playing is coded
(92), unless it is unnecessarily rough or pushy, in which case Negative
Physical (93) is coded. |If the contact is included in the rules of the gane,
even if it is a directive or restraining touch, code Physical Interact (92).
Al'l passing of objects is coded (92).

Deci si on Rul es:

1) A game nmust have formalized rules for contact within that activity to be
coded (92). Exanples are: soccer, football, dodgeball, and tag
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2) Cont act includes touching with an object during a gane.
Target child hits peer with a ball during game of dodge ball.
Physi cal Interact (92)

3) If it is unclear that the interaction is part of a game, code it at face
val ue.

Peer runs up and tackles target child for no apparent reason

Negati ve Physical (93)

4) Physical Interact (92) is also coded when interactants are passing an
obj ect fromone person to another. 1In this instance only the initiator wll
be coded. Receiving an object will be indicated by the recipient code in the
initial five digit sequence and will not be coded separately.

Mom passes photographs to Dad. Physical Interact (92) coded as 39223
Target child passes soccer ball to teammate. Physical Interact (92)
coded as 19263

Exanpl es:

1) Peer brushes against teanmate in a soccer ganme. Physical Interact (92)

2) Target child bl ocks brot her while playing football. Physical Interact
(92)

3) Target child hits sister with a ball during gane of dodgeball. Physica
Interact (92)

4) Target child touches sister so that she is "it" during a tag gane.
Physi cal Interact (92)

5) Mom passes the butter to target child during dinner. Physical Interact
(92)

6) Child gently takes a pencil out of friend s hand. Physical Interact
(92)

Nonexanpl es:

1) Sister grabs target child' s hand in order to get dice away. Negative
Physi cal (93)

2) Kids are playing "house" and the target child strokes peer on the arm
Positive Physical (91)

3) Peer hugs target child and runs away | aughing. Positive Physical (91)

4) Younger brother pushes target child down while trying for the soccer
ball. Negative Physical (93)

5) Target child is chasing peer and grabs onto his arm Negative Physica
(93)

6) Father restrains target child fromhitting sibling. Negative Physica
(93)

7) VWil e playing an imagi nary gane of "horse", peer |oops a junp rope

around the target child s waist for reins. Negative Physical (93)

93. NEGATI VE PHYSI CAL: Any aversive physical contact, including
hitting, pinching, ear flicking, kicking, or hitting with an object,
regardl ess of force. Negative Physical is differentiated fromPositive
Physi cal (91) by the inherent aversiveness of the physical behavior, not by
the recipient's response nor the initiator's val ence. Any physica
interaction which is directive or restrictive is also coded Negative Physica
(93).
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Deci si on Rul e:

1) Physi cal contact during an athletic game is coded Negative Physical (93)
when it is rough or pushy; otherw se code Physical Interact (92).

2) Snat chi ng an object from another is coded Negative Physical (93)
A girl grabs the hat off a boys head and runs away. Negative
Physi cal (93)

Exanpl es:

1) Shovi ng. Negative Physical (93)

2) Biting. Negative Physical (93)

3) Spitting at peer. Negative Physical (93)

4) Peer slings pebble at other using a sling shot or pea shooter. Negative
Physi cal (93)

5) Peer hits another with his shoe. Negative Physical (93)

6) Restrains peer fromleaving by pulling on his arm Negative Physica
(93)

7) Pins peer to the ground. Negative Physical (93)

8) Sits on top of peer as in westling. Negative Physical (93)

9) Peer trips target child while playing soccer. Negative Physical (93)

10) Child angrily grabs toy away fromsister. Negative Physical (93)
Nonexanpl es:

1) Taps peer on shoulder to get attention. Positive Physical (91)

2) Shakes peer's hand. Positive Physical (91)

3) Does "t hunbs down" sign at peer. Social |nvolvenent (62)

4) Peer hits target child with a ball during a game of dodgeball. Physica
Interact (92)

5) Child bl ocks peer while playing football. Physical Interact (92)
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AFFECT

Affect codes describe the ongoi ng nonverbal and enotional displays of the
subject. There are six affect codes designed to neasure several distinct
types of enotional displays: 1 Happy, 2 Caring, 3 Neutral, 4 Distress, 5
Aversive, 6 Sad. Affect is the last code recorded in the five-digit code
sequence.

Ceneral Quidelines for Observing Affect

VWhen | ooking for the target's display of affect, pay particular attention to
three things: facial expressions, voice tone, and body | anguage. Depending
on the setting, enphasize different aspects of the displayed affect. For
exanpl e, on the playground it is sonetimes very difficult to see detailed
faci al expression, but tone of voice is often very explicit. On the other
hand, people tend to keep their tone of voice controlled in a |lab task but
hi gh quality video recordi ngs nake facial expressions visible.

In ALL judgnment of affect, do not rely upon only one cue such as raised
eyebrows; rather, rely upon the conbination of all affect cues to determne
what the person's displayed enotion is. For exanple, in the case where one
person is closing his/her eyes while communicating it is inportant to note
ot her elements of that person's nonverbal and enotional behavior. |If the
subj ect al so rubs his/her eyes, sounds weary, and has a body posture

i ndicative of fatigue, then nmake the judgenent that he/she is tired rather
than fearful, irritated or avoiding interaction

VWen there is an inconsistency between voice, body |anguage, and faci al
expressi on, voice takes precedence in all cases except for Affect 3, neutral

In a situation where Affect 3 is mxed with other affect, code the other
affect.

In the few cases where the affect seens to fall evenly between two categories,
code your first instinct.

After entering a 5 digit content code (initiator, content, recipient, affect),
it is possible the valence will change but the content code will remain the
same. In these cases enter another code with the sane first four digits
(initiator, content, recipient), but change the affect accordingly. For
exanmple, if mom makes a speech to the target child beginning in a neutra

val ence and escal ating to an angry val ence and the content remains Talk (12),
code "31213" then "31215".

VWhen a person is imtating another, such as when relating a story, still code
the appropriate affect. Al so, code the appropriate affect during fantasy

pl ay, even when puppets are used.

AFFECT 1: HAPPY

Code Affect 1 when the person is displaying happi ness, either through his/her
facial expression (e.g. smling), tone of voice (e.g. high pitch, fast pace),
or body | anguage (e.g. junmping up and down in excitenment). Sarcasmwhich is

light-hearted in nature (i.e. that is not aversive) will also be coded Affect
1

Wrds that describe Affect 1 include:

happy i ght-hearted j ocul ar
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pl eased up overj oyed

gl ad silly rej oi ci ng

del i ght ed pl ayf ul gi ddy
ent husi astic f unny hi | ari ous

thrilled buoyant anused

exuber ant ani mat ed excited
am abl e bursting with | aughter

Cues to LI STEN and WATCH FOR in coding Affect 1 include:

1) H gh pitched, excited, or sing-song voice

2) Tal king that is faster or |ouder than usua

3) Laughter or giggling

4) Smiling

5) Exagger at ed, expansive, or ani mated expressions and/or gestures

AFFECT 2: CARI NG

Code Affect 2 when the subject is conveying warnth, affection, supportiveness,
concern and interest for another. It nay be coded when the subject is talKking
or acting in a soothing or enpathetic manner as well as when the subject is
showi ng that he/she cares about or feels endearnent for the recipient.

Teasing that IS of an affectionate nature woul d be coded Affect 2.

Wrds that describe Affect 2 include:

war m supportive approvi ng

caring concer ned i nterested
endeari ng enpat heti c responsi ve

t ender conforting pl easur abl e

adm ring af fectionate ur gi ng

adori ng | ovi ng graci ous

cordi al pr oud appreci ative

reassuring
Cues to LI STEN and WATCH FOR in coding Affect 2 include:

1) Soft, warm and/or soothing voice tone.
2) Faci al expressions of sympathy, understandi ng, encouragenent, including
warm affectionate smles or gazes.

AFFECT 3: NEUTRAL

Code Affect 3 whenever the person's affect is neutral. Affect 3 has an even-
tempered quality. Matter of fact conversation is coded as Affect 3. In
situations where the person's behavior contains a mxture of Affect 3 and any
other affect category, code the other affect category. This is because Affect
3 is a category that gives meager information about the interaction
Sonetimes the person's voice will fluctuate slightly within the neutral range.
It may seem as though the person al nbst noves out of the Affect 3 range, but
never with enough strength to call 1t another affect code. In these cases,
code Affect 3. \When, however, Affect 3 voice tone changes to another affect,
or conbines with other affect cues with enough strength to identify another
af fect category, code the other affect category.

Wrds that describe Affect 3 include:
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neutral tone even-t enpered
r easonabl e flat
nonot one mat t er - of - f act

Cues to LI STEN AND WATCH FOR when codi ng Affect 3 include:

1) Pl easant, but not excited, soothing, or caring tone of voice.

2) Fl at or nonotone voice quality, but no trace of dejection, sternness, or
sul | enness.

3) Neutral facial expression (e.g. not smling, not frowning, not sulking).

AFFECT 4: Dl STRESS

Code Affect 4 when the subject displays nervousness, fear, enbarrassnent,

anxi ety, worry, sustained shock (e.g. the person's nmouth is open and they are
staring), or concern. Affect 4 is coded when a person speaks in a whiny,
"poor me" tone of voice. Although whining is nore conmon anong chil dren
(especially 2-8 years old) than adults, adults can al so have a whining affect
whil e speaking. Affect 4 is also used to code expressions of physical pain.

Wrds that describe Affect 4 include:

shocked nasal startled

anxi ous agitated concer ned

worried "poor me" fearfu

tense frustrated nervous

afraid gri maci ng hysterica
enbarrassed Wi nci ng surprise (negative)
whi ni ng

Clues to LI STEN AND WATCH FOR when codi ng Affect 4 include:

1) El evat ed voi ce tone, especially acconpani ed by rapid speech
2) Stuttering or difficulty in speaking

3) A voi ce tone that quavers or fluctuates rapidly

4) Scream ng or whi nperi ng

5) H gh pitched nasal, "sing song" voice tone

6) Moani ng or groaning to indicate pain

7) Cowering or flight behaviors

8) Tense or rigid body postures

9) Rapi d, repetitive body novenents (
10) Rai sed eyebrows, especially witht
11) Trenbl i ng hands, |ips, or mouth
12) Faci al expressions of pain, grimacing, w ncing
13) Hol di ng a body part (back or hand) to indicate pain

e.g. winging hands, jiggling foot)
he inside corners turned up

AFFECT 5: AVERSI VE

Affect 5 is coded when the subject displays anger, displeasure, or harsh/cold
detachment. It is also coded when the subject ridicules, nmocks, or is
sarcastic to another person. Light-hearted sarcasm (often used when maki ng
jokes) that is clearly delivered with happy or caring affect should not be
coded Affect 5. It is worth noting that while the intensity level of Affect 5
ranges fromfairly mld (stern) to intense (furious), all intensity levels
could still be classified as aversive.
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Wrds that describe Affect 5 include:

irritated di srespectful abusi ve
annoyed pr ovoki ng bel I'i ger ent

pert ur bed rude di sapprovi ng
angry aggravat ed rejecting

di spl eased stern enr aged

unki nd har d i nfl aned

di sgust ed cold nmenaci ng
furious nocki ng guer ul ous

cal | ous har sh cont enpt uous

sarcastic argunentative Cross

Cues to LI STEN AND WATCH FOR when codi ng Affect 5 include:

1) Loud, "gruff", or hostile voice tone

2) Yelling or scream ng

3) Sarcastic voice tone

4) Forceful or threatening gestures (e.g. threatening with a fist or with a
rai sed hand)

5) C enched jaw or teeth

6) Bl ank, callous stares (e.g. narrowed eyes and pursed |ips)

7) Non-ver bal behavi or such as sneering, rolling eyes upward

AFFECT 6: SAD

Code Affect 6 when the person's affect conmuni cates sadness, dysphori a,
despondence, or depression. Persons who comuni cate sad affect may sinply
appear detached fromthe ongoing activity (e.g. they nay seem apathetic or

wi t hdrawn), or they may show nore overt signs of sadness or distress such as
speaking in a low, slow tone, beconm ng tearful, and verbally expressing their
sadness.

Wrds that describe Affect 6 include:

downt r odden despondent gl oony

di scour aged dej ect ed somber

gl um sul l en di sma
sad t earful def eat ed
depr essed downheart ed norose

mel anchol y sul ky bor ed

apat heti c resi gned

Cues to LI STEN AND WATCH FOR in coding Affect 6:

1) Sl ow pace of speech

2) Low, nonotone voi ce

3) Pout i ng

4) Frowni ng (not disapproving of another's actions).
5) Heavy si ghi ng

6) Soci al wit hdrawal

7) Low activity rate

8) Appear to be extrenely tired or listless

APPENDI X | .
Activity Codes for Interaction on the Pl ayground

0CS-3 toggle switches or programred keys are used to code the current Activity
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of the targeted child. There must be an activity switch on at all tines
during the coding session. There cannot be nore than one activity coded at a
time. The coded activity is to be changed only when it becones clear that the
general line of action for the target has changed. The four categories that
can be coded are: Free Play (1), Participation (2), Parallel Play (3), and

Al one (4).

1. Free Play. This is coded when the targeted child is involved in
unstructured play activities with no clearly defined set of rules. The
targeted child is interacting with one or nore children while in Free Pl ay.

Exanpl es: chasi ng each other, swinging while talking to friends, fort
bui I ding, playing with dolls

2. Participation. This is coded when the target child is involved in a gane
with a defined set of rules. The child is interacting with one or nore
children while in Participation

Exanpl es: ki ckbal I, hopscotch, junp rope, soccer, shooting baskets

3. Parallel Play. This is coded when the targeted child is engaged in an
activity wthin 5 feet of another child, but not interacting with that child.
Activities of the children may be identical

Exanpl es: sandbox play, running in a group, self-talk, swi nging next to
ot her children who are sw ngi ng

4. Alone. This is coded when the targeted child is engaged in an activity at
[east 5 feet away fromother children. The child is not socially involved
wi th anyone whil e Al one.

Exanpl es: sitting, standing, shooting baskets al one, kicking balls off
the wall, self-talk

“from " The Pl ayground Code (PGC) - Cbserving School Children at Play" (Rusbhy
and Di shi on)
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APPENDI X | |
Activity Codes for Family Interaction

Activity codes represent the general line of action for the focus of a
given trial. |If the focus of a trial is the father, one of the follow ng six
toggl e switches describes the general context of his interactions: Wrk (1),
Play (2), Read (3), Eat (4), Attend (5), and Unspecified (6). Only one
activity switch is to be on at any given tinme. The coded activity is to be

changed only when it becomes clear that the general line of action for the
focus has changed. For exanple, the father is cooking and nmonentarily stops
to talk with a fam|ly nenber, the activity remains in work. [|f, however, the

target renoves his apron and | eaves the kitchen, the next appropriate activity
i s coded.

Activity codes are prioritized in nunerical order, so that work takes
precedence over all other activity codes. |If an individual is engaged in nore
than one activity, code the activity that takes highest priority (e.g., play
t akes precedence over eat, read takes precedence over unspecified).

The foll owi ng provides a description and exanples for each of the six
activity codes:

1. Wrk: This activity includes any househol d or hone nai ntenance jobs
such as cooking, cleaning house, nmending or directly caring for
any famly nenber. This activity also includes famly nenbers
doi ng homewor k, music practice, groom ng or self-groom ng
witing letters, making cookies, sewi ng, knitting and picking
up toys (if it occurs after a play activity has term nated).

The defining characteristic of the Work activity is that it involves
structured or assigned tasks that benefit the famly or the

i ndi vidual. For exanple, playing a nusical instrunment is only coded
inthe activity Wrk when it is clearly an assigned, repetitive or
structured exercise ained at the devel opnent of the person's genera
skill. Playing a song on an instrument, however, is coded in the
activity Play. Wether or not the individual appears to enjoy the
activity does not necessarily differentiate Wrk from Pl ay.

Exanpl es:
washi ng di shes witing letters sweepi ng fl oor
flash card drills paying bills fol ding cl ot hes
strai ght eni ng house sew ng mendi ng
knitting crocheting cooki ng
brushing hair or teeth cutting hair dr essi ng
appl yi ng cosnetics honmewor k tyi ng shoes
musi ¢ practice physi cal exercises

Nonexanpl es:

crafts (e.g. needl epoint, nodel building, art, etc.) Play (2)

holiday activities (e.g. tree trinmng or punpkin carving, etc.) Pl ay
(2)
2. Play: Activity for anmusenent, pleasure or diversion is coded Pl ay.

Pl ay can be verbal or nonverbal and nay invol ve purely physica
nmovenent such as dancing, gymastics or structured physica
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ganes such as "twi ster," "leap frog," or armwestling. |If the
focus is obviously ganme coaching he/she is put into Play. Al so
setting up a board gane is coded Play, as well as transitions
bet ween ganmes such as putting one gane away and setting up

anot her, unless the transition between play activities is |ong
enough that it becomes uncl ear whether play will eventually
resune.

Exanpl es:
Ganes with standard rules and set patterns of action
Fantasy play, alone or with others
Dress up play
Interacting with pets
Play with toys/objects
Cr osswor ds
Card ganes/solitaire
Craft s/ hobbi es
Playing or listening to nusic (other than practice)
Physi cal play (hog pile)
Si ngi ng
Col oring
Hol i day activities (tree trinmng, punpkin carving)

Nonexanpl es:

Crafts such as knitting or hooking a rug (creating practi cal

pr oduct s) Work (1)

Aimess repetition (twirling hair, drumm ng fingers) Unspecified (6)
Cl eaning up after a gane when it is clear the activity has or will
stop Work (1)

Telling jokes or stories Unspecified (6)
WAt chi ng anot her's pl ay Attend (5)

3. Read: Reading is coded for activities that involve |ooking at printed
materials. The reading may be done silently or al oud.
However, reading that is part of work (homework, follow ng a
recipe) is coded Wrk (1), and reading that is part of a gane
is coded Play (2).

Exanpl es:

Fl i ppi ng through reading materials

Looking at a picture book

Readi ng out loud to a group

Readi ng a cookbook (not follow ng a recipe)

Reading a letter
Readi ng a newspaper, catal ogue
Reading a Bible

Nonexanpl es:

Telling a story without the aid of a book Unspeci fied (6)

Readi ng reci pes/ cookbooks in the context of cooking Wor k
(1)

Mot her is working while father reads to her nother-Wrk (1)

WAt chi ng soneone el se read al oud Attend (5)

4. FEat: Eating a neal, snack or drinking either alone or with others
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Exanpl es:
Meal s

constitutes the activity Eat. |If the focus is working,

pl ayi ng, or reading and eating at the same tine, code the work,
play, or read activity. Wen the focus both eats and engages
in another activity, i.e. attend or unspecified, code the eat
activity. |If there is considerable conversation during a neal,
remain in activity Eat, as the talk will be coded in the
content codes. Wien in doubt if a focus is eating as a genera
activity, code Unspecified (6).

Snacks (no other sinmultaneous activity)

Dri nks

Nonexanpl es:

Snacki ng whil e wanderi ng about the room Unspeci fied (6)
Snacki ng whil e playing a game Play (2)

5. Attend:

Exanpl es:

VWen the focus is not engaged in any activity but is actively
wat ching others in the observation, code Attend. |In order for
the subject to be coded Attend, he/she nust be watchi ng soneone
el se for nore than just a brief glance |lasting a few seconds.

If there is another activity code that would apply, code that

i nstead of Attend.

Cl osely watching others play a gane

O osely wat chi ng ot hers cook

WAt chi ng sonmeone eat (focus is not al so eating)
Looki ng at sonmeone who is reading out |oud

Nonexanpl es:

Looki ng at someone during conversation Unspeci fied (6)
d ancing at soneone during an observation

(code ongoi ng activity)

Pausing briefly between activities to | ook around

(code ongoi ng activity)

6. Unspecified: If the focus is basically inactive, involved solely in

conversation, or is in between activities for an extended
length of tinme, code Unspecified.

Telling jokes and stories is also coded Unspeci fi ed.
VWhen in doubt if the focus is engaged in any of the five
above activities, code Unspecified (6).

Exanpl es:
Sl eepi ng Looki ng out w ndow
Wal ki ng around Daydr eam ng
Sul ki ng Telling jokes & stories (not reading)
Spaci ng out Conversation (w thout any ot her
activity)

Nonexanpl es:
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Monent ary breaks or pauses in activities (code ongoing
activity)
WAt chi ng ot hers Attend (5)
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APPENDI X |11
Activity Codes for Antisocial Qualifier’

Description and Definition: The qualified toggle switch or programred
key cl assifies the ongoing peer interaction into Antisocial or Neutral (i.e.,
not antisocial). These two categories describe the social orientation of the
interactants' behavior in respect to societal norms. 1In general, the use of
the antisocial qualifier switch should be i ndependent of content codes, where
both describe two different perspectives on the peer interaction. However, a
smal | subset of Content codes will often be qualified as Antisocial, for
exanpl e, assaultive physical aggression (93), would be qualified as
Antisoci al .

Behavior is qualified as Antisocial if it involves:

1) A di scussi on, description, suggestion, talk or actions that are illega
(i ncluding status offenses and substance use) in which the speaker took
part

2) A suggestion for peer or self to take part in actions that are illega

3) Direct violations of rules of parents, teachers or other significant
adults is antisocial; however, arguing with parents, teachers, or other
significant adults is not antisocial

4) Descriptions of blatantly deceptive/di shonest behavior in which the
speaker took part, or suggestions of blatantly deceptive/di shonest
behavi or

5) Explicit support or encouragenent of antisocial behavior

6) Destruction or potential destruction of property in the interview
setting

7) Physi cal aggressi on between the interactants (regardl ess of affect),
only if it is forcefully aversive. For exanple, hitting, kicking and
spitting are antisocial, however, accidental kicks or light hits are not
anti soci al .

. 8) Descriptions of puni shnment for past m sbehavior
from "Ml tidi nensional Systemfor Cbserving Adol escent Peer Interaction”
(Dishion, T.J., et. al.)

9) Physi cal fighting in which the speaker took part is antisocial. Verba
fighting is not antisocial, and neither is westling.

10) Practi cal jokes which cause or have the potential to cause physical
enotional or psychol ogical harmto a person or the destruction of an
obj ect

43



Behavi or for the dyad is qualified as antisocial if any nenber in the

dyad is engaged in antisocial talk or behavior. The Antisocial Qualifier
stays on until both menbers in the dyad have stopped being antisocial. The
observer will flip the switch Of whenever the episode has clearly ended.

Deci si on Rul es:

1)

2)

3)

4)

5)

6)
7)

8)

9)

10)

Toggle switch #6 will be used for identifying the Antisocial context.
The ON position qualifies the ongoing interaction as Antisocial, and the
OFF position qualifies the interaction as neutral (i.e., not

antisocial).

It is inmportant to tag the initiator of each antisocial episode by
placing the toggle switch on inmedi ately after entering the Content code
bei ng qualifi ed.

Turn the Antisocial Toggle switch off when there has been a cl ear change
of topic or behavior. The antisocial toggle switch is turned of f when

a) You have entered a 99999 code or
b) Fi ve seconds have el apsed since an antisocial topic or behavior
has occurred such as during a nonol ogue or
C) Bot h nenbers of the dyad have nade a statenent that is not
anti soci al .
Cryptic, secret or "code" talk that refers to antisocial or illega
behavior is qualified as Antisocial. For exanple, a discussion of

pl anti ng and growi ng sunfl ower seeds to harvest the "buds" (w th much

| aughter) would be qualified as Antisocial, when fromthe context, it
was clear to the observer that the interactants were di scussing grow ng
and harvesting marijuana.

Di scussi on of sexual activity involving force, manipul ation or deception
is qualified as Antisocial. Discussion of sexual activity is otherw se
qualified as Neutral

Mooni ng the canera and other | ewd gestures are qualified as Antisoci al

Nonconpliance to an interviewer's directive is Antisocial. However,
failure to follow interviewer instructions is not necessarily
antisocial. For instance, the interviewer mght instruct the

participants to speak up during the videotaping. Should they nmunble or
whi sper during the taping, the behaviors would not necessarily be
qualified as Antisocial. On the other hand, if the interviewer tells
the target subject to stop drawing on the board while being given

i nstruction and she/ he continues to draw, the nonconpliance woul d be
qualified as Antisoci al

Pur poseful Iy bl ocking the view of the camera is qualified as Antisocial
where the Content code is Neutral Nonverbal (72).

M m ng antisoci al behavior, nonverbally, is qualified as Antisocial,

unless it is clear that the behavior is mned in disapproval. For
exanpl e, pretending to snoke marijuana or a cigarette, or to drink

al cohol is coded antisocial. However, nmimng snoking a cigarette while
saying "l hate it when nmy nmom snokes" is coded as neutral

| f speaker indicates possession or use of itemwhich is illegal for a
m nor to purchase, unless it is clear that they are with a significant
adult and have perm ssion, then code antisocial. These itens include:
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11)

6)
7)
8)
9)

t obacco, drug paraphernalia, pornographic material, firearnms, and
[iquor.

M suse of firearns or weapons (including beebee guns) is coded

antisocial. Possession of an illegal weapon (i.e., sawed-off shot gun
or switch blade) is coded antisocial. Concealing a weapon is coded
antisocial. Possession of a gun, or using a gun for hunting or target

practice is not antisocial, but aimng a gun at sonmeone or "just
shooti ng around" is coded anti soci al

es:

"I'f it happens again I'll hit him" Tal k (12) Antisocia

"We'|| tell our parents we're staying at each others house, and then
we'll get a notel room"” Tal k (12) Antisocia

"W could hijack a plane, bonb Russia, or rape a woman." Talk (12)
Anti soci al

"Tell your nom okay and then just do what you want." Advise (22)
Anti soci al

"Let's cover the camera lens with this skateboard.” Directive (32)
Anti soci al

"Hey, that's a great idea." Positive Interpersonal (21)

Ant i soci al

"I like the way you told your Dad to stick it." Positive |Interpersona

(21) Antisoci al

#1: (laughing loudly after the interviewer dir ected himto listen to
instructions) Social Involvenent (62) Antisocia

"Let's pick sone bud fromyour brother's 'sunflower plant' and have a
good tinme!" Talk (12) Antisocia

"I have been grounded a week for taking noney out of ny brother's bank. "
Tal k (12) Antisocia
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10)
11)
12)

"Roger and | were | ooking at pictures of nude chicks in his magazine."
Tal k (12) Anti soci al

"I really nailed them good during the gang fight last night." Positive
Tal k (11) Anti soci al

"I took the rifle my dad bought me and scared himwith it." Talk (12)
Anti soci al

Nonexanpl es:

"Did you know we had sex together |ast sunmer?" Talk (12) Neutra
"Personally | don't think people should take drugs.” Talk (12) Neutra
"I did a lot of damage to the car. | can understand why ny Dad was nad
at me." Talk (12) Neutra

"Every time | go to the store with himhe tries to steal sonething."
Tal k (12) Neutral

"You shoul dn't have ripped that stuff off." Negative Interpersonal (23)
Neutra

"My dad gave ne a rifle for ny birthday." Talk (12) Neutra

"I had a terrible fight with ny parents last night, we yelled at each
other all night long.”™ Talk (12) Neutral
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APPENDI X |V

Activity Codes used for Problem Sol ving Lab Tasks
coded with the Fam |y Process Code

These activity codes represent whether the famly or group of interactants are
"on task" (5) or "off task" (6) at any given point in the trial. It is
necessary to understand the task of each trial before coding begins. Tria
one is planning a fun famly activity so any discussion relating directly or
indirectly to this task is coded (5), "on task”. The coder nust preview the
tape and note the interviewer introduction of the second and third trials
especially to hear what problemthe child or the parent(s) has chosen. This
then, is the criteria the coder uses to discern "on task” or "off task". It
is necessary to be quite sure that the interaction has gone "off task"” before
changing the code to (6). These codes are neant to reflect the general trend
or context of the interaction and not single statenents or nonentary events.
One or the other of these two activity switches is on at all tines.
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