PREPARE TO TEACH

g Get to Know Your Robot

Explore the Hatchling contents. Each interactive
component has text and an icon to identify its
function. You will also find an assortment of

wheels, gears, and construction tools.
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Pick a Programming Language

You can control Hatchling with two
programming languages. We recommend:
« Hatchicons for students ages 5-8
« HatchBlox for students ages 8+

HatchBlox uses
block-based
coding to scale
from beginner to
more complex
programming.
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4 Build Your Teaching Toolbox

Check out a variety of lessons and teacher
resources for inspiration on how to integrate
Hatchling across multiple subject areas. Find
them on www.birdbraintechnologies.com,
and soon on CreXo Classroom!
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