COOPERSMITH SELF-ESTEEM INVENTORY
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Description of Measure:
A 50-item measure of attitudes toward oneself. The inventory was originally designed to
measure children’s self-esteem. However, it was modified by Ryden (1978) for use on adults.
For each item, participants answer whether the statement provided is “like me” or “not like me”.
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Sample Questions
Directions: Below, you will find a list of statements about feelings. If a statement describes how you
usually feel, put on X in the column “Like Me.” If the statement does not describe how you usually
feel, put an X in the column “Unlike Me.” There are no right or wrong answers.

For more information about the Coopersmith Self-Esteem Inventory, including purchasing and
licensing information, visit Mindgarden.com.

