
Allen Elementary Teacher – Librarian 

Email: agonzalez1@usd259.net 

Phone: 316-973-1757 

Twitter: @MrGLibraryMan 

Website: https://www.usd259.org/domain/2448 

Welcome to Classroom Management for the School 

Library 



Our Objectives -  

As Teacher Librarians 

We will learn some classroom/library management ideas & procedures 

that are effective for elementary school libraries.  

One of my main goals is for you to take away 

an idea, procedure or resource that you 

could make your own and immediately apply 

to you and your library.  



Allen Elementary 

Mr. G 

background info 





Allen Elementary 

Library 



In Library Class, it is my pleasure to TEACH in the fun areas of literacy, 

information, and technology. 



Classroom Management in a 

School Library  

Organization 
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Signage and Labels 



Labels 





Comments, 

Questions, & 

Concerns 

Organization 



Classroom Management in a 

School Library  

Behavior 



It is  to start  

our Library Class!  

I hope we have an Extremely Extraordinary Day!!! 

Welcome  To Our Library 

Please come enter quietly and listen for teacher 

directions. 

Please stand in line at the back of the library so I can 

show you your seat. 



Welcome! I am so glad you are here!!! 

Mr. Gonzalez  

Library Man 

Librarian  

Library Media 

Specialist 
I have many titles. I am your... Mr. G 

Mr. G 

Mr. G 



Mr. G 

's 



Mr.G's Top 5 

Fabulous 5 

5.  Cooperative 

4.  Organized 

3.  Respectful 

2.  Fair 

1.   _____ 

Cooperate Organize 

Respect Fair 



Safety 



Why??? 

I don't want to see you hurt!!! 

I know how it feels to be hurt from pain, hunger, feelings, 

stress, worried...  

We don't always have those safety items, so while you are with ME, 

WE will always do what is SAFE for us and our classmates.  
Let Me Be 

Your.... 

I LOVE & CARE 

ABOUT YOU 





I care about you and 

want you to be safe 

and a life-learner! 

So let's be SAFE in our 

LIBRARY and have 

some FUN! 



Behavior 

Expectations 

How to Be Safe and Learn  



I am so happy to be working in this community! 

Allen Aeros 

Henry J. Allen 

Our school, Allen 

Elementary, was named 

after Henry J. Allen, the 

former 21st governor 

and United States 

Senator from Kansas.  

Aeroplane is 

the British 

word for 

Airplane!  



Library Expectations 

Mr. G and the Library's Big 4 

A 

R 

O 

S 

Offer Cooperation! Let's have a positive attitude and work together.  

Act responsibly! Be in charge of your learning by doing the right thing at the 

right time. 

Respect yourself and others! Be nice to yourself, your classmates, your 

teachers, and our property. 

Show Self-Control! Control your thoughts, attitude, words, and actions so that 

we all can learn in a safe space. 









We want them 

learning! 

How do we set-up our kids to 

learn in a safe and structured 

learning environment? 



CHAMPS 

What is a champ? 



CHAMPS 
A champion or champ is a person who wins first prize   in a competition.  

 

 

A champ is also defined as a person who shows   superior ability or skill. 

I am sure you are SUPER at something.  

What are you the Champ of?  



CONVERSATION 

HELP 

ACTIVITY 

CHAMPS 

MOVEMENT 

PARTICIPATION 

SUCCESS 

As Allen Aeros   we will have 

  Champs   Procedures to 

  Ensure Success!!! 



CONVERSATION 

HELP 

ACTIVITY 

MOVEMENT 

PARTICIPATION 

SUCCESS 

CHAMPS 
Conversation is using our voices to talk. 

Why do we have different voice levels in the library? 

Help is when someone needs assistance. 

How would you get each other's attention? 

An activity is something that you are doing in class. What would be some 

library activities? 

Movement is the way we position our bodies. 

What movement is appropriate for library? 

Participation is taking part of something. 

What would you like to participate in during library?  

Success means that something turned out well. 

What success have you had in a library? 



4 

3 

2 

1 

0 

Champs - Voice Scale 

You could be heard across the playground. 

The entire class can hear you. 

Only the people around you can hear you 

Only your partner can hear your whisper 

Zero talking 

CONVERSATION 

CHAMPS 



Teacher Attention Getter –  

Students teachers attention by: 

1. Raising their hand  straight in the air. 

2. Remaining in their  seat.  

a. Please do 

not  

come to the  teacher, the   

teacher will come  to you. 

3. Staying at a Level 0  until they are called  on. 



A transition is any time that you go from doing one activity to 

start doing another activity. 

A position is a manner in which something is placed. 

Anytime that a student wants to signal to the teacher that they are finished with an 

activity and ready to start another, then they model “Transition Position.”  Students 

will be at a Level 0 and their heads and their hands will be in proper placement. 

CHAMPS 





CHAMPS 

Lucky Library Day 

Lucky Library Day is a special day students can 

earn for having awesome library behavior. Each 

day students will write a score based on their 

Daily Allen AEROS on their clipboard and 

classroom behavior chart.  

Class Tracking List 

Behavior Rubric 

CHAMPS 



CHAMPS 

Lucky Library Day 

After each week, we will count up a running total for the class. If that total reaches the mystery number then the 

students will get to have Lucky Library Day the next class period. For lucky library day, the students will vote on 

what they want to do for the class lesson that day.  

Class Tracking List 
Behavior Rubric 

Any student who does not show CHAMPS behavior will be ask to sit out some or all of their 

time depending on how many times they did not follow CHAMPS expectations. 

They may choose:  

 Recess, Computer Free Time, Chew and Read, STEM Shelf,  

 Movie Day, Drawing/Coloring, Library or Kagan Game, etc. 

CHAMPS 



S.T.E.M. Shelf 

S.T.E.M. Fun Day 

Computer Lab 

https://www.youtube.com/watch?v=zgB-Diy8imo&feature=youtu.be


CHEW & READ / D.E.A.R. 

+ Gum must be used only during library 

+ Gum must stay in your mouth/chew quietly 

+ Gum wrapper is saved and gum will be  

    thrown  away in the wrapper and then the  

    trash can 

+ We will do a gum check before we leave 

*Chew and Read Rules: *Chew and Read Privileges: 

+ Students can read anywhere in the library 

+ Students can read with any available comfort item 

+ Students can read together (level 1) reading voices 

+ Students can share comfort items as long as it is safe 

+ Students can read any available reading materials 

 * Magazines are one of the privileges 

+ Students follow the remaining D.E.A.R. expecatations 

*Chew and Read*  

As a student gift, each student will be allowed to have a piece of 

provided, sugar-free gum for our D.E.A.R. All gum will be thrown 

away at the end of the 15 minute period. 



The object of the game is to be the last student standing after 

playing the game. 

Directions: 

1. Students form a circle so that they are shoulder to shoulder. 

2. The teacher stands in the middle 

3. The teacher explains the rules of the game and decides which  

          direction to go. 

4. The teacher than leads the game by “pointing” to the student when it  

           is their turn. 

5. The game continues until there is only one student. 

"Z" is a  ordering   game that is 

simple   and very fun!!! 



The object of the game is to be the last student standing after playing the game. 

"Z" is a simple counting came that is simple and very fun!!! 

Rules: 

1. The only person talking is the person whose turn it is. If a person talks out of turn they are out. 

 

2. A player has an option to say up to three consecutive Letters. They do not have to say three, they can  

              say only two numbers, or just one if they choose.  

 

3. Play continues with the letter left off. 

 a. Example: Starting the game- the 1st player may say A or A,B or A,B,C and the next person could say D or  

                                    D,E or D,E,F and so on. 

 

4. Players can get out by- 

 a. Talking out of turn 

 b. Saying the word Z (or the special rule Letter) 

 c. Missing the next Letter or Letters in the sequence (or by the special rule) 

 d. Not saying the right Letter in sequence 

 e. By saying more than three Letters at a time 

 f. Not pronouncing the Letters (no mumbling or going to fast) 

 

5. Players continue the sequence until someone gets an answer wrong or it lands on a player who has to say  

               “Z.” 

 

6. Once someone gets a wrong answer or has to say “Z” then a new round starts with the next person in  

               order. Those who have been eliminated may not come back until the game is over. 

 

7. When a player gets out, they must sit “criss-cross applesauce” and remain quiet until the next game.
 

CHAMPS 



https://play.kahoot.it/#/k/809707b3-53c9-4f8d-931f-

f200577b11b7 

Time To Show Our Learning! 

Kahoot is a fun game where you or your team 

tries to get the most points by answering 

questions correctly and quickly! The smarter 

and faster you are the better!!! 

click to show picture 

https://play.kahoot.it/#/k/809707b3-53c9-4f8d-931f-f200577b11b7


Library 

Corners 



Directions 
The Object of the Game is to be the last one standing!! 

(This is a game like Four corners but it has to do with the library learning) 

Play continues until there is one person left and they are the next caller 

or they can be the one to pick the next caller. 

Then you tell them they have 5 seconds to pick a spot the one the four corners: 

______, ________, _______, or _______.  

When you have reached one, the caller calls out a corner and the people on that spot are out. 

When they are out they must sit quietly at their desk or they will not play the next game.  

Also, if they are talking or messing around, the can finish some extra work. 

One person is the caller and they sit the front of the room with their head down. 

You then tell the kids to stand up and move cautiously around the room. 

You can use the music for the movement time. 



Showdown 



Showdown 
1. Question cards placed in center 

2. Showdown Captain reads a question 

3. Students work alone and write answers. 

4. Teams signal when ready 

5. Showdown Captain calls "Showdown" 

6. Teammates show and discuss answers 

7. Teammates celebrate or coach 

8. New Showdown Captain leads next round. 



Mix - Pair - Share 
1. Students stand and push in their chairs. 

2. Students put their right hand up and mix around  

    the room (mix can be the signal to go and stop). 

3. Teacher says, "pair up." 

4. Students walk quickly and quietly to someone near 

 them. Students are not allowed to say someone's name or skip  

     over someone. 

5. Students touch hands and turn around so they are back to back.  

 Students will stand back to back without touching. This signals 

 that they have a partner. 

6. Students stand quietly until teacher gives a direction. 

7. Students share and complete the task. Students go back to  

     back to signal they are done. 

8.  Finally, the teacher gives a signal to quickly and quietly return  

     to your spot. 

CHAMPS 



Example of Cooperative Learning  

https://www.youtube.com/watch?v=AsVnoaNCC6E


Comments, 

Questions, & 

Concerns 

Behavior 



Classroom Management in a 

School Library  

Procedures 



Beginning of Class 

1. Enter the library with voices off (Level 0).   

2. Put library books on STOP cart. 

3. Walk directly to your assigned seat. 

4. Sit patiently in "Transition Position." 

5. Listen for teacher directions.   

6. Raise your hand to share or ask a question 

 during book selection time.  



We use Library SOAR expectations and CHAMPS so that no one ever gets 

hurt or ever gets into trouble. Safety is # 1. Listen, Learn, Follow Directions, 

Make Good Choices, Have Fun and Be a CHAMP today!!! 

CHAMPS SOAR Library 

Expectations 



Book Selection 

Everything is 

ORGANIZED so that 

we can find items 

quickly, use them 

everday, and so that 

they will never get lost 

or broken!!! 



Keep Shelves Neat!!! 

Our shelves should never 

look like this 



Book Selection 

1 Chapter Book & 1 Nonfiction Book 

Press Play 

To Hear 

Recording 



Shelf Marker 

To use the shelf marker, find a book that you would like to possibly check-out.  

1. Put the shelf marker in all the way so that it will not fall out.  

2. Pull the book that you want to look at off the shelf while holding your shelf marker in place. If you do not want that book, 

return the book to the shelf while the shelf marker is holding its place.  If you do want the book then pull out the shelf 

marker.  

3. After each time, please push and tuck in the shelf so that there are no gaps and so that the books are standing straight 

up on their shelf.  

4. Make it look nice and organized! 



Book Selection 

Stay On task and 

Organized 

Press Play 

To Hear 

Recording 

Press Play 

To Hear 

Recording 



Let's uses our FIVE FINGER BOOK TEST  to help us find a book we like and the books 

right for us! 

Test your book by reading one page. 

Hold up one finger for each word you don’t know.  

Then, read below. 

FIVE FINGER TEST 

1  - Easy to read. Have fun! 

2  - Just right. Enjoy! 

3  - Challenging, but try it, you will like it. 

4  - Very challenging. Read with a partner. 

5  - Too hard. Save it for later or have someone 

    read it to you. 



Book Responsibility - Bring Books Back on Time 

If you forgot your book, then you have to write a reminder note for you and your 

family to help you remember to bring your book the next day. It will be stapled to 

your agenda. When your parents sign your agenda, they can read the note. 

Your book selection will be on those same shelf or your table. 

You may not read the magazines. D.E.A.R is at your table with 

no comfort items. 

Please do 

not draw, 

fold, lose, 

etc. your 

note! 



Book Responsibility - Missed Library Class 

If you are absent on your library day, then your responsibility is to 

return your book the next school day that you return. You ask your 

teacher permission and then come at Library OPEN CHECK-OUT. 



D. E. A. R. Time 
During this time, students will get their library books, find a 

comfortable place, and read quietly until everyone is checked 

out.  

D...Drop 

E...Everything 

A...And 

R...Read 

During D.E.A.R., there is READING ONLY.  

***No talking, moving, switching spots, 

   looking around, or distracting others.  

Just read and enjoy your book 

Please read 

use bookmarks 

Press Play 

To Hear 

Recording 



Comfort Items - Teacher Chairs and Couches 



Comfort Items - Ground 



Get Comfy and Read 
Press Play 

To Hear 

Recording 

Great for a Sub 



Book Checkout 

Should be Quick and Quiet! 

Press Play 

To Hear 

Recording 



Book Responsibility - Improper Book Care 

During D.E.A.R., one responsibility you 

have is to not only read but to look over 

your book. Check your book(s) for 

improper care. If you see something, 

then you are to report it when you come 

to check out. It may have a date written 

on the page or the cover of the book, 

noting that someone has already 

reported it and you will not be charged a 

fine. If something happens to the book 

when you have it, then you will be 

accountable for the fine of a damaged 

book.  If I can fix it really quick, I will do it at the end of D.E.A.R. but it may 

need to be fixed when you bring it back the next week. Just treat it 

with care! 



CONVERSATION 

HELP 

ACTIVITY 

MOVEMENT 

PARTICIPATION 

SUCCESS 

CHAMPS 
Level 0  

Raise your hand (Speak at a Voice Level 2) 

4 

3 

2 

1 

0 

You could be heard across the playground. 

The entire class can hear you. 

Only the people around you can hear you 

Only your partner can hear your 

whisper 

Zero 

talking 

Champs - Voice Scale 

Book Selection/D.E.A.R./Checkout  

Walk to select a book, hold and use shelf marker 1 or 2 times. Use about 5 minutes 

in each section. Get comfy and read.  

Walk safely with Shelf Marker, Select a book, Put Shelf Marker Up, and Read 

at D.E.A.R. Spot during Check-Out 

Students find books by themselves. Remember two people at a shelf at a time. 

You must push and tuck in book shelves when done. 

Spectacular Day of Library 

Show this page while students 

are selecting Books 





CONVERSATION 

HELP 

ACTIVITY 

MOVEMENT 

PARTICIPATION 

SUCCESS 

CHAMPS 
Level 0  

Raise your hand (Speak at a Voice Level 2) 

Whole class - Whole body listening and participating 

4 

3 

2 

1 

0 

You could be heard across the playground. 

The entire class can hear you. 

Only the people around you can hear you 

Only your partner can hear your 

whisper 

Zero 

talking 

Champs - Voice Scale 

Lesson Time 

Walk to your carpet rectangle with boys and girls alternating rows.  

Facing forward- sit criss-cross with hands in your lap 

Amazing day of Library Learning 

Find the meaning of unknown words  



Language Objectives 

Content Objective 

This library class, 

 

I will use key vocabulary to communicate my responses 

using complete sentences . 

I can determine the meaning of unknown 

words using text clues. 



Context  

Clues 



Context Clues 

Text is any written word 

 

Clues are hints 

 

Context Clues are word hints. 



H - Hands At Your  Sid

e 
A - All Eyes  Forward 

L - Lips Zipped 

L - Low Walking  Speed 

S - Straight, Single-File  Line with a Smile 



Comments, 

Questions, & 

Concerns 

Procedures 


