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Are you ready for some fun?  Do your students need to be motivated and recharged?  Need a lesson for purposeful learning on a day when you are absent?  Then, get ready for library skills games!  

· Why Games?

· There are several reasons to use games as a teaching strategy

· Differentiated instruction—Students do not all learn in the same manner.  Purposeful library skills games allow all types of learners, from the kinesthetic to the visual, to learn information and apply skills in a manner well suited for them.

· Bloom’s taxonomy—A well-planned library skill game can help you guide your lessons and instruction through Bloom’s taxonomy.  Games can either require students to recall facts or simple information or ask them to apply or synthesize skills already learned.

· Assessment and planning—Library skills games provide you with an alternative means of assessing your students.  By playing a library skills game, you can identify areas that need additional instruction or students who may need one-on-one assistance.  In turn, after you have assessed the students and identified areas for future instruction, you will have a basis for planning future lessons.  You can customize your instruction to your students’ needs.

· Immediate feedback—With library skills games, students are given immediate feedback on their learning and accomplishments.  This feedback is “couched” in a less-threatening manner than typical assessments.  In addition, with most games, they have additional opportunities to learn the material or correct their work.

· Teamwork—In most games, students are placed in teams to work together to accomplish a goal.  So, games teach students the importance of getting along and working together.  In addition, strong students can mentor struggling students with the material and skills.

· Motivation—Games are a way to entice students to learn in new and creative manners.  By breaking away from typical instruction methods, games allow students to learn in a non-threatening and motivating manner.  The games are fun and get them excited about learning!

The name of our game is FUN, so let’s get started…
Library Skills Games

· Library Jeopardy

In Library Jeopardy, students play in teams to compete against each other to review library skills and terms.  After a team selects a category and point value, any team member may buzz in for their team.  The team decides on the question or definition for the answer and gives their final answer to the moderator.  If they give the correct answer, they receive the stated point values.  If they do not answer correctly, they lose the points and other teams may buzz in to attempt to answer the questions.  Play continues through one round and finishes with a Final Jeopardy question.  At the Final Jeopardy question, each team makes a wager and secretly writes down the question that they think goes with the answer.  Every team that gets the question right receives the amount of points they wagered.  Any team that an answer incorrectly loses the amount of points they wagered.  The team with the most points wins.

Create a version of Library Jeopardy to match specific skills that you have taught your students!

· In your Internet browser, type in the website http://teach.fcps.net/trt10/PowerPoint.htm
· Right-click on “25 Q&A Jeopardy Template”
· Left-click on “Save Target As”
· In the “Save In” box, choose the location you are saving to

· Left-click on “Save”
· Left-click on “Close”

· Open up Microsoft PowerPoint

· Edit the PowerPoint by renaming the category headings and inserting your answers and questions—the template already has the links inserted for an interactive game.  After you start the game, you will be able to click on a point value to pull up that specific answer.  Then, you can click once to get the question.  When you click the question, you will return to the main screen.  The points that have been used will turn a different color to show that they have been taken already.

· Book Baseball

Before play, print the book baseball cards, cut them apart, and laminate.  In addition, have several fiction and nonfiction books for each team.  In Book Baseball, students are divided into two teams and the teacher becomes the pitcher.  Each team should have a “bullpen” and team name.  Then, the teacher should show students where home plate, first, second, and third bases are located.  Choose a team to go first.  The first “batter” in the batting line-up comes to home plate and draws a card from the pitcher (teacher).  If the student correctly answers the library question on the card or completes the skill for which it asks, they get to “run” the number of bases that the card indicates.  If the student incorrectly answers the question, then that team gets an out.  A scorekeeper will keep track of runs and outs.  After three outs for one team, all cards are put back into the hat and the other team comes up to bat.  

Sample cards for book baseball continue on the following pages.
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Fouled Out!
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Fouled Out!
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Fouled Out!
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Fly ball caught by left fielder.

Out!
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Fly ball caught by left fielder.

Out!
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Fly ball caught by left fielder.

Out!
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Locate the title.
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Locate the author’s name.
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Locate the illustrator’s name.
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Locate the publisher’s name.
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Locate the copyright page.
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Locate the

title page.
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Locate the

table of contents.
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Locate the

call number.
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Show where the

book belongs on the shelf.
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Explain how biographies are shelved.
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Locate the

index page.
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Locate the 

copyright date.
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Name the book that gives you the meanings of words.
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Name the type of book that we use for researching people, places, and things.
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Explain how fiction books are shelved.
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Explain how

non-fiction books are shelved.
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What award is given for the best story in children’s literature each year?
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What award is given for the best illustrations in children’s literature each year?
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What do you call the person who writes the book?
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What do you call the person who draws the pictures for the book?
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Point to the spine of the book.

	

Are fiction books true or make believe?
	

Are non-fiction books true or make believe?
	

Name 2 ways to take care of your library books.

	
What do we call the computer program that we use to search for books?
	
What do biographies tell us about?
	
What type of information does an alamanc give?

	
What does an atlas contain?
	
Name 3 things you should not do to your library book.
	
What do you call a person who works in a library?


· Book Bingo

In book bingo, every student has a bingo card with different library terms listed.  The teacher has a call card with different questions about the library.  Students who know the answer should raise their hand and the teacher will call on students until one gives the correct answer.  The teacher will repeat the correct answer and all students will mark it on their bingo card.  Play continues in this manner until one student gets Book Bingo.  

Create your own version of Book Bingo or a bingo game for any area of your curriculum!  

· In your Internet browser, type in the website http://www.teach-nology.com/web_tools/materials/bingo/
· Left-click on “3x3” or “5x5”
· Type in the 9 or 25 words that you would like to feature

· Left-click on “Free Bingo Space”
· Print this board

· Left-click on “Shuffle the Words”
· Print this board

· Continue shuffling words and printing the boards until you have enough for each student to have one

· On game day, I use a bag of dried beans for inexpensive and disposable chips.  Each student receives a card and a handful of beans.  I will ask a question about one of the terms.  The students will look for the answer on their cards and I call one student to provide it for the entire class.  Everyone marks his or her answer and game continues until someone gets a book bingo.  Then, we start all over again!

· Glad Book Sad Book (adapted from 57 Games to Play in the Library or Classroom)

Let your kindergarten students practice their library manners and book care rules with this game!  Students are divided into two teams.  Each team takes turns rolling a cube, which has a happy face or sad face on each side.  If the cube lands with a happy face on top, the student who rolled it must state one way to care for library books (i.e. carry them in a backpack, use a bookmark to mark your spot, don’t write or color in a book, etc.).  If the cube lands on a sad face, the student who rolled it must state one thing that would damage our library books (i.e. taking them to recess, getting them wet, eating food around them, etc.)  If the student answers correctly, they get to move their team’s marker to the next happy or sad face on the board, whichever matches what they rolled on the cube.  Team members take turns rolling the cube, giving answers, and moving their team’s marker around the board.  Each time a team passes “GO”, they get one point.  At the end of the game, the team with the most points wins.

To make your own copy of Glad Book Sad Book, follow these steps!

· On a sheet of colored poster board, write the heading “Glad Book Sad Book” in the middle in large letters.

· In the upper left corner of the poster board, write the word “GO” in large letters.

· Place happy faces and sad faces around the edge of the poster board, alternating where they fall and how often they occur.  You may use stickers; draw the faces, or any method you like.  To save time, I’ve included happy faces and sad faces that I created in Microsoft Word.  You can copy these the desired number of times, cut them out, and paste them to the board.

· Laminate the game board.

· Copy the cube pattern on the following page.  Cut out, laminate, and tape the cube into place.

· Use two coins for markers.

· Enjoy playing!



· Drama Millionaire

In Drama Millionaire, students play in teams to compete against each other to review drama core content.  The moderator flips a coin to see which team goes first.  The $100 question is given to the first team.  If they answer correctly, the $100 is added to their score.  If they answer incorrectly, the $100 is given to the other team.  After this question, the next question is given to the second team.  We alternate back and forth between questions for the entire game.  Each team gets three lifelines, a 50-50 chance, poll the audience, and phone a friend.  The team decides on a final answer together.  The team with the most money wins.

Create a version of Drama Millionaire or Library Millionaire to match specific skills that you have taught your students!

· In your Internet browser, type in the website http://teach.fcps.net/trt10/PowerPoint.htm
· Right-click on “Who Wants to Be a Millionaire template”
· Left-click on “Save Target As”
· In the “Save In” box, choose the location you are saving to

· Left-click on “Save”
· Left-click on “Close”

· Open up Microsoft PowerPoint

· Edit the PowerPoint by renaming the category headings and inserting your questions and answers—the template already has the links inserted for an interactive game.  To make the correct answer light up, you must move the green box over the correct answer and then send it backwards until it is one layer underneath the correct answer.

· This game also has the Who Wants to Be a Millionaire music.  Make sure the music is saved in the same location as your version of the game.  If you save it in the same location, it will automatically play during the game.  If it is not saved in the same location, you won’t hear any of the music.  
· Colorful Guide Words (adapted from an article in Mailbox Magazine)

Students will love to practice their use of guide words using this mock dictionary game!  Before class, a game board is prepared that has 9 pockets to simulate dictionary pages.  Guide words are printed on the front of the pockets.  After showing the game board and explaining to students that it represents a dictionary and its pages and guide words, divide the students into two teams.  Each team member is given a crayon shape with a word printed on it.  One team is selected to go first.  The team comes up to the game board one by one and decides which pocket or “page” their crayon must go into by using the guide words.  After all of the team members have had a turn, the librarian checks to see how many they have correctly matched.  The team gets one point for every correct answer.  The librarian removes those crayons and then the second team gets to decide into which pockets their words go.  The librarian checks their answers and gives them one point for each correct answer.  The team with the most points wins.

Color your world with this game!

· On a piece of foam board, write “Colorful Guide Words Game” at the top.

· On nine library pockets, print your chosen guide words.

· Laminate those pockets and slit the pocket.

· Adhere the pockets to the foam board.

· Cut out 30 crayon shapes. 

· On each crayon, write a word that would fall between your sets of guide words.

· Laminate and cut out crayons.

· To save time, just copy the following crayon shapes, sign, and pocket fronts on colored paper.










· Fiction versus Nonfiction Tic-Tac-Toe

Bring a small game to a big-size version!  For Fiction versus Nonfiction Tic-Tac-Toe, the librarian begins by selecting a large pile of books from both the fiction and nonfiction section.  The books should contain covers that are obvious and some that are harder to identify.  In addition, the two types of books should be mixed together.  A large-scale tic-tac-toe board should also be placed for the class to see.  For play, students are divided into two teams.  One team will be the X’s while the other team is the O’s.  The play will occur by alternating between the two teams.  The librarian selects a team to go first.  Then, they hold up a book for the first member of the team to guess if it’s fiction or nonfiction.  If they answer correctly, they get to put one of their markers on the board.  If they do not answer correctly, their team misses a turn for putting a marker on the tic-tac-toe board.  Then, the other team gets a turn.  The first team to get three in a row gets a point.  Then, the board is cleared and the game begins again. 

· To order a tic-tac-game for your library, call Oriental Trading at 1-800-875-8480 or visit their website at www.orientaltrading.com.  The set is item number IN-34/767 and costs $9.95 per set.  
· Call Number Catch (adapted from 57 Library Games)

Go fishing for call numbers with this game!  Will the fish get away or will your students reel in the big one?  This game has students “go fish” to identify call numbers.  Students take a small fishing pole with a magnet attached to the end to pick up fish from a mock pool (bucket, wading pool, etc.).  Each fish has a call number written on it, which students must identify as reference, biography, fiction, nonfiction, or easy.  If they guess correctly, they put the fish in their team’s basket.  If students give an incorrect answer, the fish “got away” and is put back in the pool.  The team who catches the most fish wins!

Try these steps to help your students “go fish” in the library!

· Paint a dowel rod green to look like a fishing pole.  Tie a small magnet to one end of a piece of fishing line and the other end to the pole to finish making your fishing pole.

· Before class, cut out 30 fish shapes.  On each fish, write a different call number.  Use a variety of call numbers representing different sections in your library.  There is a page of fish that you make copy for making your game.  I bought fish shapes at a teacher supply store to save on time.  Or, you could punch them out if your school has an Ellison Die Cut machine.

· After cutting out and laminating the fish, attach a paper clip to one end of each.

· Set up a mock pool in your library.  Your pool can be a bucket; a piece of blue bulletin board paper laid out on the floor, a wading pool, whatever you like!  

· Place all fish in the pool.

· Divide the students into two teams.

· Explain the game to the students.  Team members will take turns to “fish” for a catch.  When they get a catch, they must tell what section of the library to look in to find that call number.  If they guess correctly, their team keeps the fish.  If they give an incorrect answer, the fish “got away” and goes back in the pool.

· The team with the most fish after everyone has a turn wins!

· Go Around the Alphabet (adapted from 57 Library Games)
After studying how to shelve fiction and easy books by the author’s last name, students will learn to recognize the author’s last name on book covers!  In this game, students are divided into two teams.  One team goes first by drawing a card from the deck of cards.  The card shows a book cover.  The students must look at the cover to find the author’s last name.  Then, they would say where this book would be shelved in the fiction or easy section (under the Rs, the Fs, etc.)  If the student answers correctly, they get to move their team’s marker to that letter on the board.  Whether or not they answer correctly, the other team goes next.  The teams take turns trying to move around the board.  Each time a team passes “GO”, they get one point.  At the end of the game, the team with the most points wins.

To make your own copy of Go Around the Alphabet, follow these steps!

· On a sheet of colored poster board, write the heading “Go Around the Alphabet” in the middle in large letters.

· In the upper left corner of the poster board, write the word “GO” in large letters.

· Place the letters of the alphabet around the edge of the poster board, alternating where they fall and how often they occur.

· Laminate the game board.

· To make the deck of cards, obtain a Caldecott poster.  Use old ones from your library, obtain them from the Follett vendor booth at conferences, or call Follett at 1-800-435-6170.  They will send you free copies of the posters!  

· Decide on 35 book titles you would like to feature.  Cut just one copy of its book cover and glue to an index card.

· Laminate cards and cut apart.

· On the back of each card, write the call number for the book with permanent marker so students may use it in case they need extra assistance during the game.

· Use two coins for markers.

· Library Hangman

Bring a new twist to an old game!  For Library Hangman, students are divided into groups of four.  In that group of four, the students partner up to form Team A and Team B.  Each group of four is given a plastic hangman game.  Then, each pair will get their matching question set (A questions to Team A and B questions to Team B).  To play, one team begins as the questioning team while the other team must answer.  The team who reads questions first will ask the question on their game sheet (answers are in bold).  The other team must give the answer.  For each incorrect answer, they place a piece of the hangman on the gallows.  The teams switch places when one team answers all 15 questions without completing the hangman or when their hangman is made.  Then, the teams change places and the other team reads their questions while the others try to guess the correct answer.

· To order plastic hangman sets for your library, call Oriental Trading at 1-800-875-8480 or visit their website at www.orientaltrading.com.  The sets are item number IN-12/1952 and cost $2.95 per set.  I use 6 sets for my class sizes (25-30 students).
· Sample question sets follow on the next pages.

Library Hangman

Question Set A
1. What is book provides spelling, pronunciation, and definition of words?

Dictionary

2. How are fiction books arranged on the shelf?  Alphabetical order by author’s last name
3. What reference book gives us synonyms of words?
Thesaurus
4. What award is given each year to the best children’s book illustrations?

Caldecott

5. What is the part of the book that holds the pages together?  Spine
6. What is the name of person who wrote the book?  Author
7. What is a book about a person’s life called?
Biography
8. What is the company that prints a book?  Publisher
9. What is the section at the beginning of a book that lists its subjects, chapters, and what pages they begin on?  Table of Contents
10. What are books that are stories from the author’s imagination called?  Fiction
11. What is a collection of maps called?  Atlas
12. Periodicals is another name for these items that come once a month.  Magazines
13. What do we call a paper printed daily or weekly that contains news, features, opinions, and advertising?  Newspaper
14. What do we call the date that materials need to be returned to the library?

Due Date
15. What is a list of words with definitions located in the back of a book called?

Glossary

Library Hangman

Question Set B

1. What is the type of book that allows us to research people, places, and things and is arranged in alphabetical order?
Encyclopedia
2. How are nonfiction books shelved?
By Dewey Decimal number
3. How are biographies shelved?  By the last name of the person that they are about
4. What award is given each year to the most distinguished story in an American children’s book?
  Newbery
5. What is the name of the person who created the artwork for a book?

Illustrator

6. What is the name of the program we use to find out whether or not the library owns specific books?
Card Catalog OR OPAC
7. What is the date an author was granted the right to publish and sell a book (the year the book was made)?
Copyright date
8. What is a book about a person’s life written by that person?  Autobiography
9. What are true or information books called?  Nonfiction
10. What is the name of a book?  Title
11. What do we call a person who works in a library to help people find information and books?  Librarian
12. What do we call books like dictionaries and encyclopedias that do not check out of the library?  Reference
13. What page of the book tells us when and where the book was made?  Copyright page
14. What part of the book protects the pages inside?  Cover
15. Name one rule for taking care of your library books.  Wash your hands before reading them OR take them home in a backpack OR never cut them OR anything else acceptable
· Library Survivor (adapted from the Ohio Educational Media Association listserv)
Looking for a fun way to review with students at the end of the year or for a fun year-opening event with older students?  This is the game for you!  After reviewing the different locations of materials in the library, have your students play Library Survivor!  Divide the students into small teams.  Give each team a different topic that they have studied in previous classes.  Then, give each team a copy of the Library Survivor game board.  As a team, they start at “Clueless Island.”  They must work their way around the game board looking for library resources on their topic.  For instance, they must first find a resource in the Reference section, such as the definition of their topic in the dictionary.  After they find that first resource, they must come to the librarian for checking.  If they have found their topic in the correct resource, the librarian uses a stamp to place a footprint stamp on that resource to show that they are ready to travel to the next resource.  Students work their way around the game board in this manner, looking for their topic in the listed resources and having the librarian check their work.  The first team to make it to “The Land of Info” gets to visit the treasure chest for a prize!


· Biography spinners
A new twist to an old skill!  Help your students learn about the elements of a biography and learn more about famous people with these spinners.  After learning about what biographies contain, students research a specific person that matches what they are studying in the class curriculum.  For instance, they could be used at Thanksgiving to research famous Native Americans or in February to look up famous African-Americans.  After recording facts about that person, they transfer the facts to the back of the questions circle.  On the first circle, they draw a picture of their person and write down their name.  Then, they cut out both circles and fasten the first circle on top of the second one with a brad.  Then, students quiz each other.  They spin the top circle to reveal a question and ask other students if they know the answer.  To check, they flip the spinner over to reveal the answer that they have recorded.


Literature Games

· Old Caldecott and Old Newbery
(adapted from the Ohio Educational Media Association listserv)

No room to display all of the Caldecott and Newbery winners?  No time to read all of them to your students?  Expose your students to more of the Caldecott and Newbery winners with this fun game played like Old Maid!

The directions below can be used to create either version of the game.

· Obtain two Caldecott or Newbery posters.  Use old ones from your library, obtain them from the Follett vendor booth at conferences, or call Follett at 1-800-435-6170.  They will send you free copies of the posters!  (You can make two sets of the game out of 2 posters.)
· Decide on 29 titles that you would like to feature in the game.  Cut out two copies of each of the book jackets.  

· Glue the 29 book jackets (2 copies of each each—58 total) to index cards or old card catalog cards.

· Choose one title to be your “Old Caldecott” or “Old Newbery”.  Cut just one copy of its book cover and glue to an index card.

· Laminate cards and cut apart.

· Students may play in groups of 2-8 players.  Explain to students how to play the game like “Old Maid.”  All cards will be dealt around the table.  The first person to go will ask the person to their right for a card.  If the card matches one of their cards, they place the pair face up on the table.  If the card does not match, it stays in their hand.  The game continues with the next person in the circle.  The first person to have all of their cards matched up wins.  The person who has the “Old Caldecott” or “Old Newbery” at the end of the game finds that book on the shelf and reads it to the other students in their group.

· Go Caldecott and Go Newbery
Looking for a simpler game to teach younger students about the Caldecott and Newbery awards?  Then, try Go Caldecott and Go Newbery to expose them to more titles in these awards.  This game, played like Go Fish, is very similar to Old Caldecott and Old Newbery, but geared to younger learner.

To make either version of the game, follow the instructions below.

· Obtain two Caldecott or Newbery posters.  Use old ones from your library, obtain them from the Follett vendor booth at conferences, or call Follett at 1-800-435-6170.  They will send you free copies of the posters!  (You can make two sets of the game out of 2 posters.)
· Decide on 30 titles that you would like to feature in the game.  Cut out two copies of each of the book jackets.  

· Glue the 30 book jackets (2 copies of each each—60 total) to index cards or old card catalog cards.

· Laminate cards and cut apart.

· Students may play in groups of 3-5 players.  Explain to students how to play the game like “Go Fish.”  The dealer will give each person 7 cards.  The remaining cards will be placed face down in the middle of the table.  Each player should see if they have any matches in their hand.  If so, they put those matches face up on the table.  Then, the first person to go will ask the person to their right for a specific title.  If the other player has that card, they give it to the player and he places the match face up on the table.  Then, the first player gets to continue.  If the person they asked does not have the matching card, they say “Go Caldecott” or “Go Newbery” and the player draws a card from the middle of the table.  The game continues with the next person in the circle.  The first person to have all of their cards matched up wins.  The last person to get all their cards matched at the end of the game finds that book on the shelf and reads it to the other students in their group.
· Cootie Catchers/Fortune Tellers (adapted from a product seen in the Really Good Stuff catalog)
Remember making “cootie catchers” or “fortune tellers” as a kid?  Well, the fun is back and this time, it’s educational!  Give each student a copy of the drama cootie catcher or story elements cootie catcher.  Have the students cut it out along the black line.  Then, they should fold it on all the solid black lines to make their cootie catcher.  Students should pick a partner.  One of the partners goes first by picking a number, then a second number, and then a question.  The other partner must answer that question by telling about the book they are currently reading.  Caution:  Make sure that students understand that the cootie catchers are not to be used in the classroom!
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“Cootie Story Catcher” Directions:





Cut out the “cootie story catcher” along the outside square.


Fold the “cootie story catcher” on the solid vertical, horizontal, and diagonal lines.


Use the “cootie story catcher” to quiz your friends on their favorite books!
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Colorful Guide


Words Game
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What was their family like?





Why was the person famous? 





When did the person pass away? 





What was the person’s job?





What was this person’s childhood like?





When and where was the person born?





A





Your Name___________________________





Famous Person________________________





Biography Review Spinner





Cut out pieces A and B.


On piece A, write your name and the name of the person you researched.  Then, draw an illustration of the person you researched.


On piece B, flip to the backside and write down the answers to the questions.


Place piece A on top of piece B and connect them in the center with a brad.


Meet with someone at your table, turn the wheel, read the questions, and share the biography information with each other.
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