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Kerpoof Make a Story Lesson Plan

Title: | ntroduction to Kerpoofdés Make a Story
Topic(s): computer literacy, problem-solving. metacognitive thinking, sequencing
Grade level: 3-5

Objective: St udent s wi | | |l earn how to write stories w
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 story 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:
e Print and copy the materials provided.
e Read through the educator tutorial.

Tasks/activities:

e Introduce Kerpoof by drawing on experiences with programs like KidPix and Pixie. (5 minutes)
o Demonstrate Kerpoof using the provided demonstration. (10 minutes)

e Pass out the student worksheet.

« Give students 10 minutes to explore and find a scene/series of scenes they like.

e Give students 20 minutes to complete the worksheet.

« If time and technology allow, have each student present their story electronically. Otherwise,

have each student print their picture to share with the class.




How to Use the &%Mﬁ

Picture 1 Educator Tutorial

Kerpoof s Make a Picture has three main parts: the
See the descriptions and figure below for a quick tour of the application.

N

Scene

There are over 50 scenes/backgrounds to choose from, ranging from wacky cartoon worlds to historical

worl ds, ani mal habitats and the fAiMaster Artisto seri
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 showing in the |library and wat

Control Buttons

From the top of the toolbar:

e Cherry bomb 8 When this is dragged into a scene it removes all movable objects from the scene in a
spectacular explosion.

e Texttool 8 When this is dragged into the scene it allows users to add a title or other text to their scene.

e Save d Allows users who are logged in to save their story to their gallery.

e Printer 8 Allows users to print their story. Includes the option to print as black-and-white coloring book
pages.

e Mail & Allows users who are logged in to e-mail their picture to a friend or family member.

Control Object
Buttons Library

Scene




