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4) Statements of fact that imply judgment, evaluation, criticism, or approval of the peer will be
coded as 11 (positive verbal) or 13 (negative verbal).
"You were the first to finish in the bike race.” Posirive Verbal (11}
5) Impersonal stzatements of preference are coded 12 (1alk), while statements implying
approval of the peer are coded 11 (positive verbal).
"I like your shoes." Posirive Verbal (11}
"I like that kind of music best, don't you?” Talk (12)
€) Staternents are coded at face value as much as possible (see previous page for exceptions).
In cases where the valence rating is the determining factor between positive and negative,
code neutral content and affix the appropriate valence,
"You could do it, if you tried harder.” (said calmly) Taik (12), Valance 3
"You could do it if you tried harder.” (szid angrily) Talk (12), Valence 4 or 5
"You won the bike race last week. huh?" Posirive Verbal (1])
7 Coming 1o the defense of the peer is coded Positive Verbal (11),
"But you couldn't help it; your brother shoved vou into the creek.” Posirive
Verbal (11)
) When in doubt between Positive Verbal (11) and Self-disclose (22), code Positve
Verbal (11).
"1 have that problem too; I don't know what to tell you. " Posizive Verbal (11)
Examples:
1) "Sorry about that.” (/1)
2) "He's not better than you just because he's bigger.” (11)
3) "That must have hurt." (the peer has been hurt) (1J)
4) "Here you go...."(handing peer a piece of gum) (17)
5) "I'm sorry I blew it.” (1])
6) "If I were in the situation you were in, I'd have done the same thing.” (1]}
7 "1 liked the way you got him to shut up.” (1]}
Nonexamples:
1} "My sister can make a basket from just about anywhere on the court.” Talk (12)
2) "You're really smart.” Ungualified Posirive Regard (21)
3) "T'm sorry I punched you, but you're such a hose head.” Verbal Arrack (23)
4) "I get good grades in biology.” Self-Disclose (22)






Examples;

1) "When are soccer games this week?" (12)

2) "Why don't you tzke 2lgebra next term?” (12)

3) "I am not dumb!” (12)

4) "My dad does most evervthing really well.” (12}

5) "I think those kids should be suspended for drinking during school.” (12)
6) "My aunt's a real bitch.” (]2)

)] "That's wrong - the capitol of Texas is Ausun." (12)

8) "We could squander our $20 on junk food, gobble up tons and tons of it tll our teeth rot

and fall out.” (12)

9y "Let's go to the movies tomorrow.” Talk {12)

10) "Do you want to make a bet?" Talk (J2)

11 "Il trade you." Talk (12)

MNonexamples:
1)  "Want a piece of candy?" Posirive Verbal (1])
2 "You couldn't do it, you're too dumb.” Verbal Anack (23)
3) "That sure was 2 dumb video vou rented last night.” Negarive Verbal (13)
4) "I think you're wrong." Negarive Verbal (13}
5) "Make a bet with me." Command (32}

6) "T'll give you mine.” Posirive Verbal (11}

13. Negative Verbhal. Includes verbal expressions of disapproval of the peer's
behavior, appearance or state or conditions directly related to the peer. Verbal behavior coded 13,
like 11 (Positive Verbal), must be explicit enough so that if the statement were read in context, it
would be coded 13, regardless of the accompanying affect. This code does not represent

unqualified personalized attacks, criticisms or name calling of the peer; these are coded Verbal
Attacks (23). '

Doision Rules
1) Dnsapproving statements about self are coded Talk (12) or Seif-Disclose (22).
Disapproving statements about anyone not present is Talk (12).
"I flunked the test, because I didn't study.” Talk (12)
"l get in trouble 21l the time.” Self Disclose (22)
"My mother comes up with the dumbest rules.” Talk (12)















"l got angry at her yesterday.” Self-disclose (22)
"I feel cold, where's my sweater?" Tak (12}

Decision Rules:

1)

Simple statements of preference or taste are coded Talk (12).
"I liked the movie we saw last night.” Talk (12)

2)  Statements zbout temporary, transient emotional reactions to a person or situation are coded
Talk (12).

"I hate my brother when he messes up the room.” Talk (12)

3) Obvious statements about one’s characteristics that are directly observable are coded Talk
(12).

"T've got big feet.” Talk (12)

4) Joint statements of worth are coded as either Positive Verbal (11) or Ungualified Positive
Regard (21). Joint critical siatements are coded either as Negative Verbal (13) or Verbal
Attack (23)

"We're good at basket ball." Posirive Verbal (11)
"We're smart" Ungualified Posirive Regard (21)
"We're terrible at match.” Negarive Verbal (13)
""We're Nerds." Verbal Arrack (23)

3) Extended, unrevealing monologues about the boy's activities, regardless of the social
quality, zre coded Talk (12). Confessions of an antisocial act are not necessarily coded
Self-disclose (22).

"I took her money when she wasn't looking.” Talk (12), Anrisocial
"I like to get drunk all the time." Self-disclose (22), Ansisocial
Examples:

1) "I do well in school.” (22)

2) "I'm confused in school all the time." (22)

3) "It bothers me when my Dad comes home drunk.” (22)

4) "T'm going to counseling with my parents. We have a problem. You know we argue t00
much.” (22)

5) "I'm afraid of heights." {22)

6) "['ve never been on a date before, I'm not sure what to say.” (22)

T "I never know what to say when I'm on the phone to her."” (22)

8) "I would have flunked algebra.” (22)

%) "I'm mean, I hit back." 122)
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must be potentially observable within the session or be a request for permission. Requests for
permission are not limited to the time frame of the session. '

Decizion Rules:

1) Potentizlly observable compliance is not an issue with requests for permission. Such
statements are coded 31 or 41 regardless of the time frame.
"Can I borrow your bike tonight?” Request (31)
2) "I wish™ statements requesting a specific behavior change of recipient are coded Request
(31).
"I wish you would talk louder.” Request (31)
3) Politely worded commands, such as those that include the word "please”, are coded
Command (32).
"Give me a piece of gum please.” Command (32)
4) Instructional suggestions are coded Talk (12).
"Why don't you try holding it up to the light?" Talk (12)
5) A command which ends with "OK?" will be coded as request.
"Get back on the topic, OK7" Reguest (31)

Examples:
1)  #1: "Would you give me my coat back?" (3])
#6: "Can I give it back later?” (3])
2) "I wish you would sit down." (3])
3) "Why don't vou toss me a piece of gum?" (31)
4) "Can I borrow your skateboard zfter this is over?” (3])
5 "Stop kicking my chair, OK?" (31)

Nonexamples:

1) "Please stop cracking your knuckles”. Command (32)

2) "Why don't you ask your teacher to help you with your math.” Talk (12)
3) "I wish vou would shut up.” Coerce (33)

4) "I wish you would drop dead.” Verbal Amack (23)

32. Command. Clear and firm directives for behavior change in the immediate future are

coded Command. It must be clear from the content of the directive exactly what behavior change is
required. To code Command, compliance must be potentially observable within the context of the
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g) If the behavior requested is not included in the command, code Ambiguous (42).
"Don't talk about my grades now." Command (32}
- VS.-

" Can it, John." Command Ambiguous, (42)

Examples:

1) "Pick up your junk on the floor.” (32)

2) "Please get your foot off my chair.” (32}

3) "] want a piece of gum, Ryan." (22)

4) "Look at this bruise my brother left on me.” (32)
5) "Hey, come over here." (32)

6) "Let's go fog up the window." (32)

Nonexamples:

1) "Uh uh uh!" (admonishingly) Vocal (62}

2)  "Mark, sit down.” Command (32)
(No response) Non-Comply (03)
"Mark." Command Ambiguous (42)

3) "Get lost." Verbal Amack (23)

4) "Cool it while I'm being serious.” Command Ambiguous (42)

5) "Let's go to the movies tomorrow." Talk (12)

33. Coerce. Directives that have a threatening or derogatory element and express a
demand for specific change in the immediate future are coded Coerce. The threat must imply
impending physical, emotional, or psychological harm for the command to be coded Coerce. It
may be that the threat is nonverbal, such as raising a hand in a menacing gesture, but the initiator
must convey intentions of some personzl injury, aithough the exact nature or extent of the injury
may be somewhat unclear. The treat can be ambiguous, but the desired behavior change must be
clear. The threat can be non-verbal, but the command must be verbal. Either a threat or derogatory
element must be present in order to be coded a Coerce. Commands that are expressed with a
negative affect are not necessarily coded Coerce.



Decision Rules:

1) ‘Threats that do not accompany a directive are coded Verbal Antack.
"I'm going to punch your face.” Verbal Arrack (23)
"Don't call me dumb again or you'll get your face hit." Coerce (33)

2)  The derogatory component of a Coerce cannot be in the form of name calling but mustbe a
demeaning message in the wording of the directive. In the event that a coercive directive
contains name czalling, double code.

"Sit vour fat ass down.” Coerce (33)
"Sit your fat ass down, jerk." Coerce (33) and Verbal Anack (23)
3)  Threats which follow up an earlier command are coded Coerce Ambiguous (43).
#1: "Hey Mark, let's get out of here." Command (32)
(Mark crosses arms and glares zt target) Non-Comply (03) and Negarive Nonverbal
(73)
#1: "If you don't, you'll be sorry.” Coerce Ambiguous (43)

4) Contingencies which threaten consequences or loss of privilege without conveying an
intention of personal injury are coded Talk (12).

"If you don't stop teasing me, I'm not going to let you borrow my new tapes.” Talk
(12)
"If you don't stay in your chair, I'm going to tell the interviewer.” Talk (12)

Examples:

1) "Give me back my hat now or I won't hang around with you anymore.” (33)
2) "Stop hitting me or you'll be sorry.” (33)

3) "Get your ugly fest off the chair.” (33)

4) "Shut up.” (33)

3)  "You better stop hitting me.” (33)

6) "Shut up.” (33)

Nonexamples:

1) "If you leave now, I won't split the money with vou.” Talk (12)
2) "You're such a wimp!" Verbal Arack (23)

3)  "Lighten up or else.” Coerce Ambiguous (43)

4) "You better sit down, or we won't get paid.” Command (32)

5) Go jump in the lake." Verbal Amack (23)



41. Request Ambiguous. Requests for behavior change where the desired change, or
time frame for the change, is not explicit are coded Request Ambiguous, With these requests, it is
clear that behavior change is desired, but the nature of the change is not clearly articulated. Like
the code Request (31), the desired behavior change must be potentially observable within the
context of the session. Unclear requests for permission are zalso coded Request Ambiguous, and
are not limited by time frame, i.e. compliance need not be potentially observable.

Decision Rules:

1) One word follow-up requests such as "please?” are coded Reguest Ambiguous.
# 4. "Will you hold this for me?" Request (31)
# 1: "I can't right now." Refuse (53)
# 4: "Please?" Reguesr Ambiguous (41)

Examples:

1) "Will you cool it while I'm thinking?" (41)

2) "Will you please share with me?" (4])

3) "Would you help me?" (4])

4) "I wish you would stop acting that way." (4])
5) "Kevin, would you please?" (4])

€)  "Why don't you mind your own business?" (4]}
7 "Settle down, OK?" (4]1)

g) "Let's get serious, O.K.7" (41)

9 "I wish you would be cool.” (41)
Nonexamples:

1) "I wish you would sit down.” Request (31}
2)  "Will you throw this in the trash for me?" Request (31)

42. Command Ambiguous: An unclear but firm directive for behavior change is coded
Command Ambiguous. The definition for this code is similar to Command (32) except that the
behavior change or time frame for the change demanded is not clearly articulated.















4)  Provocative verbal responses to directives will be coded 53 with appropriate
valence.

#4: "You've got to calm down and talk about my family

problem with me.” Command Ambiguous (42)

#1: "That's what you think.” (53)

Examples:
1) "The hell I will." (53)
2) "No way.” (53)
3)  #2: "John, will you please stop drawing on the board?” Requesr (31)
#1: "No.," (53)
4)  #6: "Canlleave now?" Reguest (3])
# 3: "Not ver" (53)

Nonexamples: g
1)  #1: "John, give me z piece of gum."” Command (32)
# 6: "I just gave you one a minute ago.” Talk (12)
2)  #4: "Please speak louder,” Command (32)
# 1: "1 hate you telling me what to do.” Negarive Verbal (13)
3)  #1: "Will you help me tie this?" Requesr (31)
# 4. "You can do a better job than me." Posirive Verbal (11)

REVIEW: COMMANDS AND COMMAND RESPONSES
ules:
1.  Code directives only where compliance is required. If compliance appears to be optional,
code 12 (Talk).
"Let's talk about your family problem new.” Command (32}
"Why don't you tell your dad you're sorry, so he won't ground you?" Talk (12)
"¥Why don't you mind your own business?" Requesr Ambiguous (41)
"If you hold your pen this way, vou would write better.” Talk (12)
"If you would check your answers, you'd get better grades.” Talk (12)
z Code verbal responses to directives by their literal content (by face value) as much as
possible.
A}  "Will you help me with my homework?" Request (31)
"Are you dumb or something.?” Verbal Amack (23)
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5.Where "if-then” contingencies are combined with agreement or refusal of directives, just
code the 51 or 53. '
A) "Will you hand me that paper?” Reguest (3])
"If you say thank you." Agree (51)
or
"Not unless you say thank you." Refuse (53)
B) "Wanna play a game with me?" Request (31)
"Not now, maybe later.” Refuse (53}
C) "Canl see some of the videotape?” Request (31)
"Maybe.” Talk (12)
It is permissible to code both 2 refusal and an agreement to the same directive.
A)  "Will vou let me wear your blue shirt?" Requesr (31)
"Heck no, you wore it yesterday.” Refuse (53)
"Il rade you. You can borrow my skateboard.” Talk (12)
"That sounds O.K.." Agree (51) )
B) "Hank, can I borrow that pencil?” Requesr (31)
"Oh, I guess s0." Agree (51)
"Great! Thanks.” Posirive Verbal (11)

"Whoops, sorry. 1 forgot I've got to fill this form out.” Posirive Verbal, Refuse
(11, 53)

SPECIAL CASES: COMMANDS AND COMMAND RESPONSES
Where the command statement is meaningless, absurd, impossible to comply with, or
simply rhetorical, and where the primary message is humiliating or insulting, code 23
(Verbal attack).

"Drop dead.” "Don't be so dumb.”
"Get lost.” "Grow up.”
"Wise up." "Go jump in the lake."
"Bug off." "(Gag me with a spoon.”
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1) # 4: "Ind you go out last night?" Talk (12)
# 1: (Nods his head) Neurral Nonverbal (72)
2) # 1: "Do you know where I left my homework?" Talk (12)
# 6: (Shrugs his shoulders) Newrral Nonverbal (72)
3) # 1: "My sister stinks."” Talk (12)
# 4: "Holds his nose." Newrral Nonverbal (72)
4) #6: "Do you like your teacher?” Talk (12)
# 1: "Does a thumbs down sign." Newsral Nonverbal (72)

Nonexamples:
1)  #4: "Are vou going to the game Friday night?" Talk (12)
# 1: "Uh-uh." (and shakes his head) Vocal (62) only (vocal takes precedence over
nonverbal)
2) # 1: looks at # 4 and frowns Negarive Nonverbal (73)
3)  Interviewer: "Would you plezase sit down while I explain the next task?” Request (3])
# 1: (nods head) Posirive Nonverbal (71) '

73. Negative Nonverbal: Nonverbal gestures that are threatening or diminutive, or
any derogatory, humiliating, negative facial expressions or hand gestures directed towards peer.
Taking an object or food away from peer's possession when there is linile or no physical contact is
coded 73. Nonverbal refusals of a peer's directive are coded 73.

1) Negative nonverbal behavior must be directed 2t one's peer or to the interviewer (when
present) to be coded as such.

2)  Verbal, physical and vocal codes take precedence over nonverbal. Negztive gestures
accompanying vocal, verbal or physical behaviors are represented in the valence.

3) A humiliating gesture includes imitating or mocking another's characteristic. Our cultural
norms will be used 10 determine whether or not an imitation of a peer's characteristicisa
negative gesture,

# 1: Makes slanted eyes at peer. Negarive Nonverbal (73)
4) 1f an object is thrown at the peer, yet misses, code Negative Nonverbal (73).

If it is not clear whether the object thrown actually hits the peer code Negative Nonverbal
(73).















Examples:
1) # 1: "John, hand me that pen and sit down.” Command (32)

# 4: (hands # 1 the pen) (01)

2)  #6: "Will you please take your fect off the table?” Request (31)
#1: "Okay." Agree (51)
# 1: (takes his feet off the table) Comply (01)

3)  #1: "Tell me what you were up to today.” Command Ambiguous (42)
# 6: "Well, I played basketball.” Comply (01 ) Talk (12)

03. Noncomply: Any act of clearly disobeying another's request or command.
Noncompliance is zlso double coded with actual noncompliant response, where noncompliance is
entered first and then followed by the noncomplving behavior.

et B
1) If the coded activity describes the noncompliant behavior, simply record the -
Noncompliznee (03).

# 1: "Stand up.” Command (32)

# 6: (remains seated) Noncomply {03)
The Nencompliance code (03) has priority over the noncomplying behavior, if time
prohibits the coding of both the Noncompliance and the noncompliant behavior.
3)  When compliance or noncomplizance is unclear do not cod,

# 1. (sitting in chair, appears to be doing nothing)

# 4: "Come on, knock it off.” Command Ambiguous (42)

# 1: (continues to sit in chair) norhing coded
Only one compliance behavior (either comply or noncomply) may be entered in response to
each directive; however, it is permissible to code both a refusal and a later agreement to the
same directive.

# 1: "Craig, pass me that pad of paper.” Command (32)

# 4: "Heck no, you always want me to wait on you." Refuse (53) Negarive Verbal

(13)

#1: "NoIdon't Ido lots of stuff for you." Talk (12)

# 4: "Oh, all right." Agree (51)

# 6: "Stop that whistling.” Command (32)

# 1: (continues whistling) Noncomply (03)

(when interviewer enters room, # 1 stops whistling) no code

2)

4)
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8)

9)

10)

11)

Noncompliance to an interviewer's directive is Antisocial. However, failure to follow
interviewer instructions is not necessarily antisocial. For instance, the interviewer might
instruct the participants to speak up during the videotaping. Should they mumble or
whisper during the taping, the behaviors would not necessarily be qualified as Antisocial.
On the other hand, if the interviewer tells the target subject 1o stop drawing on the board
while being given instruction and he continues to draw, the noncompliance would be
qualified as Antisocial.

Purposefully blocking the view of the camera is qualified as Antisocial, where the Content
code is Neutral Nonverbal (72).

Miming antisocizal behavior, nonverbally, is quzalified 2s Antisocial, unless it is clear that the
behavior is mimed in disapproval. For example, pretending to smoke marijuana or a
cigarette, o to drink alcohol is coded antisocial. However, miming smoking a cigarette
while saying "I hate it when my mom smokes,” is coded zs neutral.

If speaker indicates possession or use of item which is illegal for a minor to purchase,
unless it is clear that they are with a significant adult and have permission, then code
antisocial. These items include: tobacco, drug paraphernalia, pornographic material,
firearms, 2nd liquor. :

Misuse of firearms or weapons (including beebee guns) is coded antisocial. Possession of
zn Hllegal weapon (i.e., Sawed off shot gun or switch blade) is coded antisocial.
Concezling 2 weapon is coded antisocial. Possession of a gun, or using 2 gun for hunting
Or target practice is not antisocizl, but aiming a gun at someone or "just shooting around” is
coded antisocial.

Examples:

1)
2)

3)
4)

3)

6)
7)

g)

"If 1t happens agzin I'll hit him!" Talk (12) Anrisocial

" We'll tell our parents we're staying at each other’s house, and then we'll get a motel
room.” Talk (12) Anrisocial

"We could hijack a plane, bomb Russia, or rape a woman." Talk (12} Anrisocial

"Tell your mom okay and then just do what you want." Talk (12) Anrisocial

"Let's cover the camera lens with this skateboard." Comunand (32) Anrisocial

"Hey, that's a great idea.” Posirive Verbal (11) Anrisocial

"Tlike the way you told your Dad to stick it.” Posirive Verbal (11) Anrisocial

# 1: (laughing loudly after the interviewer directed him to listen to instructions) Vocal
(62) Anrisocial

"Let's pick some bud from your brother's 'sunflower plant' and have 2 good time!" Talk
(12}, Ansisocial
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6-SAD AFFFECT: Sad affect is coded for behavior accompanied by a feeling tone of
sadness, depression, or withdrawal from surrounding activities. Tone of voice may be tearful,
muted, monotone, and/or faigued. Other indicators are slow or halting speech, downcast eyes,
slumping posture, and sighing.

Descriptive adjectives for sad affect: apathetic, mournful, dejected, weary, melancholy,
gloomy, unhappy, dismal, downhearted, despondent, discouraged, lethargic, defeated, somber,
tearful.

3-UNRE AINED NEGATIVE AFFECT: Behaviors are rated as (5) when the
interactant expresses clear and pronounced anger, disapproval, displeasure or demeaning affect in
the coded interaction. In this rating the emotional tone of the interactant is very negative; showing
pronounced displeasure with a person or situation. Facial expressions and gestures denoting
hostility, anger, extreme irritation, or disapproval are rated as (5). Voice tones for this category are
loud, harsh, tense, th_reate:nmg, angry, or pmwcau»e

L jve affect: abusive, belligerent, clearly
disapproving, angry, enmged. mﬂamad, menacing, noxious, irate.

4-NEGATIVE AFFECT: This category represents negative affect which is less clearly
articulated or pronounced than (5). Code (4) when either or both voice tone and facizl expression
indicate the interactant's mild displeasure, irritation, contempt, slight hostility and/or mild
disapproval. Facial expressions and tone of voice are similar to these described as unrestrained
negative but are simply less extreme.

Descriptive adiectives for negative affect: complzaining, whining, cold, dismissive, curt,
rejecting, defensive, sour, censorous, bitter, tearful, querulous, peevish, contemptuous, stern,
vexed, petulant, irritable, uptight, sarcastic.

INEUTRAL AFFECT: Neutrzl affect is coded for behaviors that zre in 2 neutral tone
of voice in the absence of either exuberant or hostile nonverbal gestures. Neutral affect (3)
represents a level of interchange that is typical of casual acquaintances, business associates, or
during general conversations between family and friends. Only slight fluctuations in affect remain
coded in 3, where greater changes require the scoring of either positive, negative, or sad valence.
When a person is animated or energetic but not clearly in a positive or negative valence, code (3)
neutral affect.

Descriptive adjectives for neutral affect: calm, mild, quiet, cordial, polite, pleasant, civil,
nonchalant, mauer-of-fact.












"Please don't get out of your chairs or move them. We would like you to speak up during the
task, so that you can be heard. I'll be working the camera, but won't be listening to what you

say.

"Are there any questions? I'll turn the camera on and be right back to start you on planning a fun
activity."

Afier each five-minute segment, the interviewer returns to the room and asks the peers "How did
that go?" The interviewer then introduces the specific issue that the peers will discuss for the
following five minutes.
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