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Our online games help students work toward mastery at their own pace, identify 
strengths and weaknesses automatically, and reinforce learning with supplemental 

lessons and worksheets.

What We do

Centervention® provides the solution for improving behavior and social 
emotional skills for students in elementary and middle school using game-based 

interventions.
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Build a positive school climate

• Gameplay and skill development is personalized for each student
• Setup and management is quick and easy for educators
• Multiple scientific studies provide evidence-based results for our programs
• Programs developed with grants from the Department of Education
• Used in 10,000+ schools nationwide

Grades 2-4 Grades 3-5 Middle School Students with AutismGrades K-1
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W hy Online Games?

• Games are engaging and motivating for students.

• Digital games are appealing to children today because of technology 
being a huge part of their lives.

• Personalized experiences.

• Safe place for children to practice real life scenarios.

• Stealth Assessment : providing progress data and reports to 
educators.



• A behavioral intervention developed with funding from the US Department 
of Education and used by 1000’s of educators across the country.

• An effective social skills intervention that uses data to intelligently guide 
children toward targeted social learning goal.
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Alig n m e n t
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Centervention: Zoo U Assessment Alignment with WDPI’s 
Social Emotional Competencies

https://dpi.wi.gov/sspw/mental-health/social-emotional-learning/assessment


In the program, students work towards mastery of six key social and emotional 
skills:

•Communication
•Cooperation

•Emotion regulation
•Empathy

•Impulse control
•Social initiation
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Skill-building

Mascot

Skill Impulse
Control Communication Cooperation Initiation Empathy Emotion 

Regulation
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Zoo U Environment
a school for future zoo keepers
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Student Driven Learning

Students customize their avatars Student choices drive learning opportunities
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Set  Up
Logging in for the first time
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Avatar Creator
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Game Mechanics

Screen Navigation
Question Mark –

Mini Game Directions
Magnifying Glass –
Clickable Objects
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Assessment: First  6 Scenes
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Cr it ica l S k ills

Communication Cooperation

Social Initiation Empathy Emotion Regulation

Impulse Control
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Zoo U Assessment Example: Empathy 

https://vimeo.com/461440113
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Stealth Assessment

How long do I listen to audio? How many prompts do I need 
from my peers?

Do I choose to keep 
talking to Jimmy?
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W hat’s Being Measured?
Social Skill: Emotion Regulation

• Stays calm when teased
• Takes criticism without getting upset
• Resolves disagreements calmly
• Very good at controlling emotions
• Does not escalate situations
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W hat’s Being Measured?
Social Skill: Impulse Control

• Very good at controlling behavior
• Stays on task
• Avoids distractions
• Attends to important cues in his/her 
environment



22

W hat’s Being Measured?
Social Skill: Communication

• Is polite
• Responds well when others start a conversation
• Very good at communicating thoughts to others
• Very good at communicating feelings to others
• Uses an appropriate tone of voice
• Responds to others’ questions appropriately
• Asks questions appropriately
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W hat’s Being Measured?
Social Skill: Empathy

• Good at understanding other children’s feelings
• Tries to comfort others
• Is nice to others when they are feeling bad
• Shows concern for others
• Aware of others’ emotions
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W hat’s Being Measured?
Social Skill: Cooperation

• Very good at working with others as a team
• Able to recognize appropriate times to cooperate
• Participates well in group activities or games
• Obeys rules or requests by other children
• Doesn’t break up, disrupt, or stop group activities
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W hat’s Being Measured?
Social Skill: Social Initiation

• Good at initiating play with other children
• Joins activities that have already started
• Invites others to join activities
• Starts conversations with peers



W e b - b a s e d  Ed u ca t o r  Da s h b o a r d
Add students, track progress, view and download reports



View and download individual 
student reports from your 

dashboard

Ea s y- t o - Re a d  Da t a
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View group data at  a glance
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Skill Builder: 30 intervention scenes

• Five scenes for each of the six skills
• A skill builder report is available after the student completes the 

5 scenes for that skill.
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Re s e a rch

• Criterion validity tests demonstrate that game-
based performance significantly predicts real-
world school-based outcomes, such as 
absenteeism, academic performance, office 
referrals, and suspensions.

• Efficacy tests for each game demonstrate that 
when children complete the game-based SEL 
program, their social emotional skills improve, 
as well as their behavior and self-efficacy. 

https://www.centervention.com/supporting-research/
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Randi Peterson
Social and Emotional Learning Curriculum Developer 

Bellevue School District, WA
Matthew Tolliver
School Counselor

Skyview Elementary, WV

“In eight years as a school counselor, very rarely have 
I found a program that I feel is worth the time and 
investment. I piloted Zoo U, and am very impressed 
with the data report that targets individual needs. I’m 
planning to get funds to use Zoo U with more of my 
students..”

“Zoo U is engaging for our students, is providing 
meaningful data for our teachers and counselors, 
and is a valuable component of our overall 
curriculum to improve social and emotional skills.”

Cu s t o m e r  Te s t im o n ia ls
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Free Educator Trial

Explore Zoo U and our other 
programs with a free 30-day trial 

for educators.

www.centervention.com
Email: alex@centervention.com

http://www.centervention.com/
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