ISTE

Meeting ISTE Standards with the Hatchling Robotics Kit (Grades K-3)

The ISTE Standards for Students describe general skills that students should exhibit in age-appropriate ways
as they use technology. Computer science and engineering with Hatchling can be used to meet these
standards for younger learners in kindergarten through third grade. Each standard is listed below with a
discussion describing how it can be met using Hatchling.

Empowered Learner: Students leverage technology to take an active role in choosing, achieving and
demonstrating competency in their learning goals, informed by the learning sciences.

In grades K-3, the Hatchling kit provides an approachable way for young students to understand
fundamental concepts of how technology works. As they build and explore with the kit, students choose how
to use current technologies effectively to demonstrate their learning in a variety of ways, such as creating an
interactive display or an animated project.

Digital Citizen: Students recognize the responsibilities and opportunities for contributing to their
digital communities.

Working with Hatchling in early elementary classrooms provides foundational opportunities to practice safe
and ethical decisions in physical and digital creation. Students learn to responsibly contribute to their
classroom communities by sharing resources, respecting physical hardware, and collaborating as they build
projects together.

Knowledge Constructor: Students critically curate a variety of resources using digital tools to
construct knowledge, produce creative artifacts and make meaningful learning experiences for
themselves and others.

Hatchling enables K-3 students to build knowledge by exploring real-world issues and applying their learning
in authentic settings. For instance, students can construct knowledge about science or social studies by
producing creative artifacts, such as a moving animal habitat diorama or a living biography robot, making
meaningful learning experiences for themselves and their peers.

Innovative Designer: Students use a variety of technologies within a design process to identify and
solve problems by creating new, useful or imaginative solutions.

The Hatchling kit explicitly supports a hands-on, open-ended design process. Younger students develop,
test, and refine physical prototypes as part of a cyclical design process as they figure out how to make a
robot move. This fosters a tolerance for ambiguity, perseverance, and the capacity to work with open-ended
problems when a component or a motor does not work on the first try.

Computational Thinker: Students develop and employ strategies for understanding and solving
problems in ways that leverage the power of technological methods to develop and test solutions.


https://learn.birdbraintechnologies.com/standards/hummingbird/iste/

Even at the K-3 level, problem solving is essential for working with Hatchling. Students break problems into
component parts, such as separating the construction of the robot from the programming of the lights and
motors. They use algorithmic thinking to develop a sequence of steps (blocks of code) to create and test
automated solutions, allowing their robot to respond to sensor inputs.

Creative Communicator: Students communicate clearly and express themselves creatively for a
variety of purposes using the platforms, tools, styles, formats and digital media appropriate to their
goals.

The Hatchling kit supports highly imaginative projects that enable early elementary students to create
original works or responsibly remix resources into new creations. Students use physical components and
digital code to visually communicate complex ideas to others, publishing or presenting their physical
computing content to their classmates and teachers.

Global Collaborator: Students use digital tools to broaden their perspectives and enrich their learning
by collaborating with others and working effectively in teams locally and globally.

In K-3 classrooms, students frequently work in small project teams to design and program a Hatchling robot.
This collaboration requires them to contribute constructively to their teams, assuming various roles and
responsibilities (such as builder or programmer) to work effectively toward a common creative goal.

* Common Core standards are the property of the National Governors Association Center for Best Practices and Council
of Chief State School Officers.

** Next Generation Science Standards is a registered trademark of Achieve. Neither Achieve nor the lead
states and partners that developed the Next Generation Science Standards were involved in the production of
this product, and do not endorse it.



