
Hatchling Standards 

Hatchling projects can support a wide range of learning standards across all subject areas! For example, second grade 
students demonstrating knowledge of an animal habitat with an interactive scene can meet standards in language arts, 
math, science, as well as digital literacy and computer science (DLCS).   

●●●: Any Hatchling project will meet this standard. 

●●: A Hatchling project can be designed to meet this standard by directly demonstrating a concept. 

●●: A Hatchling project can be designed to meet this standard by illustrating a concept. 

 

Grade PE Code Standard Application Related Projects 

K ●●● 
K.OA.A 

Understand addition as putting 
together and adding to, and 
understand subtraction as taking 
apart. 

Students combine multiple robotic 
components (lights, motors) to create a 
complete interactive project. 

All Projects 

K 
●● 

K.G.A 

Identify and describe shapes; analyze, 
compare, create, and compose 
shapes. 

Students transform 2D drawings into 3D 
robotic builds using spatial reasoning. 
Students can program their robot to move 
in a square, triangle, or other shape.  

Moving Scene, Moving 
Masterpieces 

K ●●● 
K.MD.A 

Describe and compare measurable 
attributes (length, weight, brightness, 
movement). 

Students compare size, motion, and light 
intensity in their project builds. 
Constraints can be placed on materials 
used so that students can explore and 
identify specific measurable attributes.  

All Projects 

K ●●● 
K.MD.B 

Classify objects into given categories; 
count objects in each category. 

Students organize materials and 
components (lights, motors, craft 
supplies) by category. 

All Projects 

1 ●●● 
1.OA.A 

Represent and solve problems 
involving addition and subtraction. 

Students sequence multiple programmed 
actions (light on/off or moving X number 
of times) to produce outcomes.  

All Projects 

1 
●● 

1.G.A 

Reason with shapes and their 
attributes. 

Students build composite structures 
based on geometric features of 
designs/artwork. Students can program 
their robot to move in a square, triangle, 
or other shape. 

Moving Scene, Moving 
Masterpieces 

https://learn.birdbraintechnologies.com/standards/hummingbird/common-core-math/


Grade PE Code Standard Application Related Projects 

1 ●●● 
1.MD.A 

Measure lengths indirectly and by 
iterating length units. 

Students estimate positioning and 
spacing of robotic elements and 
movement. 

All Projects 

2 ●●● 
2.OA.A 

Represent and solve problems 
involving addition and subtraction. 

Students debug programs by reasoning 
through multi-step sequences and 
outputs. Students apply critical thinking 
in addition and subtraction through 
programming their robot or project to 
move forward and backward. 

All Projects 

2 ●●● 
2.MD.A 

Measure and estimate lengths in 
standard units. 

Students refine builds by adjusting 
distances, placement, and movement 
range.  

All Projects 

2 
●● 

2.G.A 

Reason with shapes and their 
attributes. 

Students analyze how shapes combine to 
form structures in 3D designs.  

Moving Scene, Moving 
Masterpieces 

3 ●●● 
3.OA.D 

Solve problems involving the four 
operations and identify patterns in 
arithmetic. 

Students identify patterns in loops, 
repeated motion, and programmed 
sequences.  

All Projects 

3 ●●● 
3.MD.B 

Represent and interpret data. 
Students observe and describe how code 
changes affect outputs (movement, light, 
timing).  

All Projects 

3 
●● 

3.MD.C 

Geometric measurement: understand 
area and relate area to multiplication 
and addition. 

Students estimate space needed for 
building scenes and layouts.  

Moving Scene 

3 
●● 

3.G.A 

Reason with shapes and their 
attributes. 

Students decompose designs/art into 
geometric parts to reconstruct them 
physically. Students can program their 
robot to move in a square, triangle, or 
more complex shapes.  

Moving Masterpieces 

4 ●●● 
4.OA.A 

Use the four operations with whole 
numbers to solve problems. 

Students create multi-step code 
sequences controlling robotic or project 
behavior.  

All Projects 

4 ●●● 
4.MD.A 

Solve problems involving 
measurement and conversion of 
measurements. 

Students adjust timing, distance, and 
movement precision in project builds.  

All Projects 



Grade PE Code Standard Application Related Projects 

4 
●● 

4.G.A 

Draw and identify lines and angles; 
classify shapes by properties. 

Students refine builds using symmetry, 
angles, and structural properties. 
Students hypothesize and test angles in 
refining their project build, for example by 
determining servo motor angles needed. 

Moving Scene, Moving 
Masterpieces 

5 ●●● 
5.OA.A 

Write and interpret numerical 
expressions. 

Students interpret program logic (loops, 
timing, sequencing) as structured 
expressions through the HatchBlox 
programming language.  

All Projects 

5 ●●● 
5.MD.C 

Recognize volume as an attribute of 
solid figures and relate volume to 
operations. 

Students design 3D builds that occupy 
space and support moving components. 
Students iterate their designs based on 
build volume and weight.  

All Projects 

5 ●●● 
5.G.A 

Graph points on the coordinate plane 
to solve real-world problems. 

Students reason about spatial layout, 
direction, and positioning of moving 
elements. Students apply specific 
knowledge of coordinate planes in 
programming their project build or robot 
to move around a desired area. 

All Projects 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


