


independent research teams, and the preventive intervention has evidence of effectivenessin the
intended settings with adequate training of personnd and monitoring of implementation and
outcomes. In fact, the Good Behavior Game has been tested in three major randomized control
trids by three different research teams, and has been studied in over 20 well-designed interrupted
time- series experiments with 20 different research teams. Additiondly, the current science-into-
practice PAX Good Behavior Game package (materids, training, support, and monitoring) has
shown evidence of effectiveness in multiple schools and geographic, culturd settings. The PAX
Good Behavior Game appearsto be firg “kit” that an individud dementary teacher can use that
meets the IOM standards for preventive interventions.

Some of these findings are reviewed the 2002 article in “ The Good Behavior Game: A Best
Practice Candidate as a Universal Behaviord Vaccine,” Clinical Child and Family Psychology
Review, 5, 273-297, 2002. Additiondly, a monograph by Pol A.C. van Lier (2002), “Preventing
Disruptive Behavior in Early Elementary Schoolchildren Impact of a Universal Classroom+
Based Prevention,” 1SBN 90-6734-077-4 provides new data not available at the time of the
review, which is grgphed herein.

On the next page, we have reproduced some graphs of results that will be of interest to menta
hedlth professonds, families, and others. It isimportant to note that effects Szesfor these
results, which is how scientists judge interventions, is quite good considering that PAX Good
Behavior Game is the gpproximate cost of 2-3 mentd vists, yet affects al 20-30 children
directly in the classroom plus documented lifetime effects.

Figurel: Selected Mental Health Related Results
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