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Title:  Introduction to Kerpoofôs Make a Picture 
 
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 Picture 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 picture 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 10 minutes to explore and find a scene they like 
Give students 20 minutes to complete the worksheet 
If time and technology allow, have each student present their picture electronically. Otherwise, 
have each student print their picture to share with the class. 

 
 
 
 

Kerpoof Make a Picture Lesson Plan 
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 How to Use Kerpoofõs Make a 
Picture ñ Educator Tutorial  

Waypoint  

Characters  

Kerpoofôs Make a Picture has three main parts: the scene, the object library, and the control buttons. 
See the descriptions and figure below for a quick tour of the application.  
 
Scene 
There are more than 50 scenes or backgrounds to choose from, ranging from wacky cartoon worlds to histori-
cal worlds, animal habitats and the ñMaster Artistò series. 
 
Object Library 
Each scene has a library of 40-70 objects that can be used to create a picture. To access more objects, click 
on one of the objects in the library and watch more items ñkerpoofò into view! 
 
Control Buttons 
From top to bottom:  

Cherry bomb ð When this is dragged into a scene it removes all movable objects from the scene 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. 
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. 

 

Object 
Library  

Scene 

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

Kerpoof Make a Picture Classroom Demonstration 

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

 
Step 2 
Iôm going to pick a scene.  

 
 
 

There are a lot of scenes to choose from. I 
can see more scenes if I click on this arrow. 

Iôm going to pick this scene with the ice and 
snow. 

Step 3 
Iôm going to make a picture that shows what 
wildlife lives in Antarctica. First Iôm going to 
drag in a whale. 

Hold down your mouse button while 
you drag and then let go when you 
have it where you want it. 

Step 4 
The whale canôt swim on land, so I have to 
move him into the water.  

See the shadow beneath him?  Iôm going to 
click on it and hold down my mouse while I 
drag him back to the water. 

 
 

 
 
 
 
 
Step 5 
Heôs also 
smaller than I 
would like 
him to be, so 
Iôm going to 
hold my 
mouse button 
down while I 
click on this arrow and drag to resize.  

Step 6 
Now Iôm going to add more objects to my 
scene. Here are some penguins. I have to 
make the grey one smaller because heôs 
just a baby (his feathers havenôt changed 
yet). A grey whale is ñflukingò (showing his 
tail) out there in the water. And hereôs a 
seal. All of these animals live in Antarctica, 
at the very bottom of the earth. 

 
 
 
 
 
 
 
 
 
 
 

Be sure to keep hold-
ing down your mouse 
button as you drag 
objects around the 
scene. 
 
Select an object by 
clicking on it.  See 
how it gets an orange 
glow around the 
edges? 

Checkpoint 


