STAFF TRAINING

VES   February 7, 2000

Presented by Jan Roth, Educational Technologist

KIDWORKS 2

1. Go into the program. When you begin the program, the screen will ask you to enter a name.  Use your OWN name – students too (first name is enough).  Then click on the “THUMBS UP” button. Each time a student goes into KidWorks2, they will enter their OWN name again.

2. As soon as you enter your name and click the “THUMBS UP” button, you may see objects on the screen become animated without your having done anything.  This is built into the program!  You can also make the objects do things by clicking once on them.

3. The program WILL save student work on the computer. This means that you can have students begin a story on one day, and go back another day and continue the story.  Their work is automatically  saved to their “H” (home) drive.

4. There are 4 parts to KidWorks 2: (Each part is represented by a poster on the wall in the software program.)

Writing: students use an EASY word processor to create and edit work

Painting: students create their own picture, or choose a coloring page to color/modify

Icon Maker: students design their own icons or modify existing icons

Tape Recorder: this allows students to have the computer “read” their story aloud to them

5. To choose a part to work on, click ONCE on the poster that corresponds with the activity you want.

6. If a student clicks OUTSIDE the KidWorks box (Program Manager/Vogelweh Elementary School is showing behind), the computer automatically takes them back to Windows.  To return to KidWorks 2, double-click on the KidWorks 2 icon.

Writing:

MENU BAR (Commands): File, Edit, Go, Options, Font, Help

FILE: new, open, close, save, print, quit

EDIT: undo, cut, copy, paste, clear, select all

GO: home, Story Writer, Story Illustrator, Story Player, Icon Maker

OPTIONS: Sound Effects (turn off or on), speech (speak by word or sentence)

FONTS: Kid Text 38 or 18, Other fonts

HELP: Click once on the question mark (the arrow now is a ?) - click the arrow on the part of the screen that you want help (click on the man speaking to have the computer READ the help, click on the STOP hand to quit).  YOU MUST PUT THE QUESTION MARK BACK WHERE YOU GOT IT TO CONTINUE WORKING (CLICK ONCE ON “HELP”, 
THEN CLICK ON THE ? ).  Click on “Parent Help” for tips on working with KidWorks 2.

Buttons on the left side of the writing screen:
1. man talking: this makes the computer READ aloud what you have written

2. picture of a cat: changes words to pictures (only if the picture is in the programs memory (blue, green, yellow, MY WORD boxes)

3. the WORD cat: changes pictures back to words (only if the picture is in the programs memory (blue, green, yellow, MY WORD boxes)

4. vacuum: takes away EVERYTHING in the writing box

Colored boxes at the bottom of the screen:  There are 5 colored boxes at the bottom of the screen (Picture Box, blue, green, yellow, and My Words): 

1. The ORANGE “Picture Box” is used to store pictures that students have created and saved in the painting part of the program.

2. The blue, green, and yellow boxes store picture icons that can be inserted into sentences/stories.   The blue box holds nouns, the green box verbs,  and the yellow box adjectives & adverbs.

3. The  RED “My Words” box stores icons that the students have created and saved in the Icon Maker part of the program.

To insert a picture/icon: 

1. Click once on the colored box that you want to get a picture from.  

2. Find the picture you want.  Use the up and down arrows to see more pictures.

3. Click the picture once (it should now be highlighted).  

4. Click once on the "THUMBS UP" button.  The picture is inserted wherever the cursor was.

* If you decide you don’t want a picture from the box you are in, click on the "HAND UP" (stop signal) button, it means CANCEL.

EDITING:

1. To make a capital letter, students should use the SHIFT key on the OPPOSITE side of the keyboard as the letter they need capitalized. (They may NOT use the Caps Lock – this is used only when an ENTIRE line will be capitalized.)

2. To UNDO the LAST thing you did, click once on EDIT, then click once on “Undo”.

3. To erase something they’ve just written, press the backspace.  Holding the backspace button down continuously will erase work VERY QUICKLY.

4. To correct a mistake further back in their writing:

TO ERASE:

a. use the arrow keys to move the cursor to the RIGHT of what they want to erase.  Press the “BACKSPACE” to erase.

b. using the mouse, put the I symbol to the RIGHT of what they want to 
erase.  Press the “BACKSPACE” to erase.

TO INSERT:

a. use the arrow keys to move the cursor right where they want to insert. Insert what they want (text or picture/icon).

b. using the mouse, put the I symbol right where they want to insert. Insert what they want (text or picture/icon).

5. When the student gets to the bottom line when writing and needs more blank lines, the program will automatically move the text up, exposing a new black line.

6. To go back and see the lines of text that have been moved up or down, use the up and down arrows on the right side of the writing box.

7. To change the font size: Click once on the word FONT in the menu bar.  Choose Kid Text 36 (split writing lines, large text), Kid Text 18 (NO writing lines, smaller text), or OTHER (NO writing lines, choice of text style and size).

If you choose Kid Text 36 or 18, it will automatically change to it.

If you choose OTHER, the program will bring up a font box. Use the “sample box” to preview. You have to choose the style and size font you want, and then click OK.  CANCEL if you change your mind and want to keep the font you already had before.

*** If you have already entered text, and then want to change the font or font size, ALL the text will be changed (whatever you’ve already written, and any future text).  You CANNOT have part of your text be one font, and other part of your text be another font.
8.  CUT, COPY & PASTE

· First you highlight the text you want to cut or copy.

· Click once on EDIT, then click once on “Cut” or “Copy” (cut removes the highlighted text/picture; copy leaves the original in place).

· Put the cursor ( I symbol ), where you want to insert the text/picture. The cursor should be BLINKING.

· Click once on EDIT, then click once on “Paste” to put the text/picture in the writing.

Painting  (Story Illustrator):



1. Tools on the bookshelf: 

* To use the tools, you either click once on the tool (the hand changes into the tool you 
want when you go to the drawing area), or you click once on the tool to turn it on. 

a. color wheel (click on it to turn it on or off): makes rainbow colors on it’s own when you draw

b. mirror (click on it to turn it on or off): makes symmetrical designs when you draw

c. Band-Aid
(click on it): use to UNDO or REDO the LAST thing you did

d. vacuum: takes EVERYTHING away

e. gray rope frame (click on it; you now have a plus to click & drag to make a square or rectangular frame): it lets you CUT & PASTE the part of your picture that you framed

f. brown rope frame (click on it, you now have a plus to click & drag to make a frame of your own size & shape): it lets you CUT & PASTE the part you framed

g. eraser: erases where you put the eraser (TOP of the eraser is where it erases)

h. ruler: lets you draw a line at an angle (this is great for drawing triangles)

i. pencil: lets you draw freehand

j. typewriter: gives you an INSERT symbol; click the symbol where you want to insert text, then write what you want
  

k. spray bottle: sprays paint in circles, the longer you hold down the mouse button, the more solid the color will be

l. ink dropper: drops blotches of color 
 

m. circles (click on it; you now have a plus to click & drag to make circles or ovals): one circle keeps the inside OPEN, the other circle keeps the inside FILLED IN

n. paint bucket: DUMPS paint anywhere it can go

o. squares: works the same as the circle tools, only it makes squares & rectangles

p. coloring book: lets students pick a page from a coloring book (click on the yellow tabs to see the choices, have the picture you want showing, click on the “THUMBS UP”)

2. OTHER TOOLS:

a. pencil lead size (next to the “Picture Box”): the black arrows show which lead size you currently are using; to change the size, click on the size you want

b. stamps (next to the pencil lead size): you can either STAMP or BRUSH the little pictures (STAMP will give you individual pictures - even if you click & drag; BRUSH will blend the pictures together if you click & drag)

to use: click on either the BRUSH or STAMP, then click once on the stamp picture you want to use (clicking on the big RED arrows at the right will show more choices); click the stamp on your picture where you want it.

c.  patterns
(next to the stamps): the large square at the right shows the current     pattern being used.  To change to another pattern, click on the pattern you want.  This is used most often when coloring with the PAINT BUCKET.

d. crayons (at the bottom of the screen): this lets you choose which color you want     to draw, type, or paint with.  To choose a new color, click on the color you want.  The large crayon at the bottom left shows which color is currently in use.

Icon Maker:

1. Tools: these work the same as in the Story Illustrator

2. You can make icons two ways:


a. start with a picture from blue, green, yellow box



= make changes to the icon


b. start from scratch and use the tools to draw your own icon

3.  When you are done making your icon:


a. give it a NEW name


b. save it IF IT’S WORTH SAVING
PRINTING:

If you want your students to print out a FINAL COPY of what they have written, you may do so.  All the computers in room 1 & J-7 are connected to the laser printer.  You should be able to print from any of the computers in the room.  Please monitor the class so that students print ONLY what they should be printing.  If your entire class is printing, it’ll take a little while, so don’t be surprised if it takes time for all the copies to get finished (especially in J-7).      

**Just because you don’t see the work coming out of the printer right away doesn’t mean it won’t print.  If you choose print again on the computer, the printer will print TWO copies, wasting paper and toner.

SAVING:

1. If students are practicing, and will have NO need to continue working on the same writing/picture/icon the next time they come in, they should NOT SAVE.

2. If students are working on a project that will be completed in ONE session in the lab, and they will not need this work again, they should NOT SAVE.

3. If students are working on a project that will take MORE than one session in the lab, or it is work they will need later, they WILL need to SAVE.  

TO SAVE A STORY:

a. Click once on FILE

b. Click once on SAVE

c. Type in a title for the story - keep it short!

d. Click once on the “THUMBS UP” button

TO SAVE A PICTURE IN STORY ILLUSTRATOR: 

* * MAKE SURE IT IS A PICTURE WORTH SAVING !!!

a. Draw the picture

b. Click once on FILE

c. Click once on SAVE - it automatically saves the picture to the orange “PICTURE BOX”

TO SAVE AN ICON: 

a. Create the icon (or change an existing icon)

b. Give it a name (make it a NEW name if you changed an existing icon)

c. Click once on FILE

d. Click once on SAVE - it automatically saves the picture to the orange “PICTURE BOX”

STORY PLAYER:

1. If you only have saved ONE story, the computer will automatically bring this story into the player program.  If you have saved more than one story, open the story you want.

2. Use the buttons on the left (PLAY, STOP, REWIND, FORWARD) to hear your story.

* * The computer automatically puts the name LOGGED IN (teacher’s last name) on the “BY” line.

TO QUIT THE PROGRAM:

1. From any part of the program:


a. Click once on FILE


b. Click once on QUIT


c. Click once on “THUMBS UP”

SAVING TO A FLOPPY DISK:

· You must have your entire story the way you want it before doing this

· You may only open a story you’ve saved to a floppy disk in “Story Player”

1. Do all the writing and picture insertion you want – your story must be completely finished.

2. SAVE as instructed previously (FILE, SAVE).

After you have completed and saved your story:

1. Put your floppy disk in the “A” drive.

2. Have the story you want to save opened in Story Writer.

3. Click on FILE.

4. Click on SHARING AND CLEANUP.

5. Click on EXPORT.

6. Change the DRIVE to “A”.

7. Enter a FILE NAME (no more than 8 letters, NO spaces, NO punctuation).  


Leave the   .kw2   that is part of the FILE NAME.

8. Click OK.

When you are ready to bring your story from the floppy disk into  “STORY PLAYER”: 

(You cannot import the story into “Story Writer”)

1. Make sure your floppy disk is in the “A” drive.

2. Go into STORY PLAYER.  

3. The “Open Story” box appears.  Click the STOP hand. 

4. Click on FILE.

5. Click on SHARING AND CLEANUP.

6. Click on IMPORT.

7. Change the drive to “A”.

8. Click once on the file name you want.

9. Click OK.
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