
   

 

Creating Artwork With   

Make a Drawing  

Lesson Plan and  

Supporting Documents  

Questions?  
Contact us at 303-551-7220  
or educators@kerpoof.com. 



 2 

 Table of Contents 

Table of Contents/Contact Informationé..ééééééééééé. 2 

Lesson Planéééééééééééééééééééééééééé 3 

Make a Drawing Tutorial for Educatorséé.éééééééééééé 4 

Step-by-step Classroom Demonstration ééééééééééééé. 5-6 

Student Worksheetééééééééééééééééééé..éééé 7-8 

Handout for Students to Take Homeéééééééééééééé.. 9 

 

 

 

 

Questions?  
Contact us at 720-220-7824  
or educators@kerpoof.com. 



 3 

 

Title:  Introduction to Kerpoofôs Make a Drawing 
 
Topic(s):  computer literacy, problem solving, meta-cognitive thinking 
 
Grade level:  3-5 
 
Objective: Students will learn how to create artwork with Kerpoofôs Make a Drawing while practicing 
a range of computer skills, including typing and mouse manipulation. These skills can be used to en-
hance content-based lessons in the future. 
 
Student Assignment:  Make a drawing in Kerpoof following the student worksheet (p. 8-9).  
 
Materials and Resources provided by Kerpoof:   

Educator tutorial 

Step-by-step classroom demonstration 

Student worksheet 

A handout to copy/cut/give to students telling them how to find Kerpoof online 

 
Set-up:  

Print and copy the materials provided. 

Read through educator tutorial. 
 
Tasks/activities:  

Introduce Kerpoof by drawing on experiences with programs like KidPix and Pixie. (5 minutes) 
Demonstrate Kerpoof using the provided walkthrough. (10 minutes) 
Pass out the student worksheet. 
Give students 20 minutes to complete the worksheet. 
If time and technology allow, have each student present their drawing electronically. Otherwise, 
have each student print their picture to share with the class. 

 
 
 
 

Kerpoof Make a Drawing Lesson Plan 
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 How to Use Kerpoofõs Make a 
Drawing ñ Educator Tutorial  
Kerpoofôs Make a Drawing has three main parts: the digital canvas, the palette, and the control but-
tons. See the descriptions and figure below for a quick tour of the application.  
 
Digital Canvas 
Students begin with a blank slate ð the possibilities are endless! 
 
Palette 
Ten colors can be mixed, shaded, and tinted for use with different pens.  Students can also drag their draw-
ings around the canvas or erase them. 
 
Control Buttons 
From top to bottom:  

Cherry bomb ð When this is dragged into a scene it removes everything from the canvas in a spectacular 
explosion.  
Text tool ð When this is dragged into the scene it allows users to add a title or other text to their scene. 
Undo ð Allows users to undo their last edit. 
Redo ð Change your mind about undoing that squiggle?  Just click redo. 
Save ð Allows users who are logged in to save their picture to their gallery. 
Printer ð Allows users to print their picture. Includes the option to print as a black-and-white coloring book 
page. 
Mail ð Allows users who are logged in to e-mail their picture to a friend or family member. 

 

Palette  

Digital Canvas  

Control 
Buttons  
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 How to Use Kerpoofõs Make a 
Drawing ñ Educator Tutorial  

Kerpoof Make a Drawing Classroom Demonstration 

Step 1 
Weôre on the Kerpoof home page. How do you 
think we should start? I think we click on ñMake 
a Drawing.ò 
 
 
 
 
 

 
Step 2 

Here we are at the digital canvas.  What do I 
want to draw today?  

 
 
 
 
 
 
 
 
 
 
 
 

I think Iôll draw a picture of a bird. 

Step 3 
 

First letôs decide what color we want to use.  
See the palette to the right? 

 
 

Black is the default, 
but I want my bird 
to have blue feath-
ers.  Iôll click and 
hold down the blue 
oval. 

 
 

Thatôs a nice color, 
but I think Iôd like 
my bird to be a 
lighter blue.  Iôll 
click on the white 
oval until I have 
just the right tint. 

 
 

I can also mix colors in the palette.  Maybe 
my bird should have a touch of purple.  Iôll 
click the purple oval once.  See how the 
color changes? 

Step 4 
Now Iôm ready to draw!  Iôll start creating my 
bird in the digital canvas.  First, letôs outline 
his head. 

 
 

 
 
 
 
 

Oops!  I want his head to be a circle.  First, 
letôs press the Undo button. 

Then Iôll adjust the tool at 
the bottom that helps me 
draw straight lines and 
even curves.  Iôll pull the 
slider all the way to the right. 

Step 5 
Great, now Iôve got a circle that I like! 

 
 
 
 

 

Hmm, Iôm not sure if I drew it in the right 
place.  I think I might need more room for 
the birdôs body.  Iôll click on 
the drag icon in the palette 
and use the hand to move it 
around the canvas. 

 
 
 

Did you notice this 
tool? 
 
 
 
 
 
 
If you just want to 
draw with the ten ba-
sic colors, you can 
click this to turn off 
color mixing. 

Checkpoint 


