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Stop - Think - Go Do 
The stoplight is a simplified approach to decision-making that gives kids a 
chance to think wisely before they act.  You can teach the Stop-Think-Go 
Do Model by comparing it to a stop light.  When they need to make a 
decision the first step is to stop. Next, consider your options, their chance of 
success and their consequences in the Think stage.  The Green Light is 
executing the wisest choice.  What happens if you make a decision and it 
turns out to be the wrong one?  Then start at the beginning by stopping and 
looking at the choices again.  How does the experience of the first decision 
affect this decision?  How do other similar past experiences affect this 
decision? 

Trade Ya!   
Start with an ordinary deck of playing cards.  Larger classes may want to use 2 
decks.  Give several cards (3 -10 depending on the age of the students) to each 

student and then encourage them trade cards back and forth in an attempt to get the best hand 
possible.  Let them know that the value of each card will be revealed at the end of the game.  
Once the trading has stopped you can reveal the value of the cards.  Choose values that do not 
necessarily correspond to what would be expected.  (For a math connection, you can give them 
age-appropriate formulas to apply to the numbered cards such as multiply odd numbered cards 
by 2 and add 1 to even numbered cards.)  When they have calculated their points, see who has 
the most and least points.  Explain that they had to make decisions on what cards to keep and 
what cards to trade without having all of the facts about the value of the cards.  If they had been 
given the opportunity to ask questions, what would they have asked in order to make wise 
decisions? 

  Let’s Make a Deal     
You may remember the game show of the same name hosted by 
Monty Hall.  The students may remember the 2009 version hosted by 
Wayne Brady.  If they are not familiar with the show, explain the rules.  You will have prepared 
several bags of prizes using lunch bags, grocery bags or whatever containers you choose.  The 
containers do not have to be identical.  The prizes do not have to be large or pricey - candy, 
erasers, pennies or gag gifts.  Randomly chose a student who will choose a bag.  You can either 
let them open the bag before you offer them a trade or not.  If you let them look, they can trade 
for an unknown.  If you don’t let them look, they get to trade for a known.  Continue choosing 
students and trading until all of the bags have been given away.  When the game is over, ask 
them what they based their decisions on.  Did they listen to what the other students suggested?  
Did the latter traders base decisions on what earlier traders got?  Did they just go with their gut?  
How wise can these decisions be if you do not know all of the facts?  Once you received 
something, but found out later that you could have had something better, were you dissatisfied?  
Part of being wise is being happy with what you have. 

“...behind the door 
where Carol Merrill is 
standing…” 


