
Chocolates – Delayed Gratification 

Objectives 

 To observe students skills at delaying gratification 

 To help students understand the concept of delayed gratification. 

 To have fun. 

 

Equipment needed 

 A box of chocolates of sufficient size for all students to be able to have 

two sweets each. 

 

Lesson outline 

1. Explain to the students that they are going to play a “delayed 

gratification game”, if they can hold on to a sweet for 20 minutes (or 

longer depending on your students)  without eating it they can have a 

second one but if they eat their sweet  before the end of 20 minutes  

they will not get a second one. 

2. Hand out the sweets.  

3. Discuss some other topic, get on with another activity, and watch the 

time whilst watching the students’ behaviour. 

4. When the time is up hand out the second sweet, or not. 

5. Watch the YouTube clips of children in the marshmallow delayed 

gratification test, discuss what you observe. Note the background to the 

test:  

The marshmallow experiment is a famous test conducted by Walter Mischel 

at Stanford University and discussed by Daniel Goleman in his popular work. 

In the 1960s, a group of four-year olds were given a marshmallow and 

promised another, only if they could wait 20 minutes before eating the first 

one. Some children could wait and others could not. The researchers then 

followed the progress of each child into adolescence, and demonstrated that 

those with the ability to wait were better adjusted and more dependable 

(determined via surveys of their parents and teachers), and scored an 

average of 210 points higher on the Scholastic Aptitude Test. 



6. Discuss strategies for maximising delayed gratification. 

7. Keep referring back to the concept in other teaching to remind students 

to try to build their skills in this area. 


