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Welcome to Hatch
This booklet is your guide to 
exploring our platform for the 
first time.

We invite you to explore your 
dashboard, then your will  
have a look at the library of 
projects, and then let’s start 
coding!

We will guide you
step-by-step!
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Let’s go to: 
https://hatchcoding.com1.

Why? This is where you will go to log into 
Hatch Studio, the learning platform.
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Click on the Log In button on 
the Top Right. 2.

Why? Logging in will bring you to your account 
and your learning journey.
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Enter your Username and 
Password.3.

Why? Remembering your Username and 
Password is an important step to protect 
your data.
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Type the Password that Pops 
and press Save.4.

Why? We give you a new password on first 
login for security and privacy
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Your Dashboard,
here you will see your progress.5.

Why? Here you will see and track your progress. 
You can go here anytime you are on the 
platform and don’t know what to do next.
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After seeing your dashboard, 
click the ‘Projects’ link in the top bar.6.

Why? This is where you pick projects to work on. 
Every project you complete will improve 
your ability to read and write code.
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For your first project, pick Hold a Ball.7.

Why? Every student starts with Hold A Ball - 
Project #1. Clicking the arrow you will get 
details about that project.

8



To open a project click over the arrow on 
the top right of each project and then 
click “Star Project”.

8.

Why? This will open it up in the software.
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Let’s start learning 
computer 
programming. 

Before we continue, we are 
going to explain you, how you will 
learn a new language 
(JavaScript). 

Learning a new language 
(JavaScript ) is about practicing, 
so the first stage of Hatch projects 
is Type-What-You-See.

At the first stage of Hatch, you will 
get familiarized with terms of 
coding.
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The 3 parts of the learning enviroment. 9.

Why?

This instructions.

The code editor. 

The canvas. 

The instructions tell you what to do. The 
code editor is where you type. The canvas 
is where you see the result.
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By clicking in the thumbnail in the upper left a 
preview of the project will pop. 10.
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English Instructions11.

Why?
Hatch teaches how to translate English 
into code. So every project starts with a 
set of English instructions. Since it’s day 
1, we are going to Break It Down into an 
easier difficulty

English into code
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The Break It Down Button12.

Why? There are multiple difficulties - Since it is 
day 1, by clicking the orange button, we 
move to an easier difficulty level.
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Pseudocode Difficulty13.

Why?
Pseudocode is a planning language - one 
line of English for one line of code. Don’t 
sweat it, we are going to Break It Down 
into an easier difficulty.

Pseudocode
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Time to code! In the second screen 
you will Type the code that you see. 14.

Why?
This is the easiest difficulty - Type What 
You See. Your job is to type exactly what 
you see, and observe what happens when 
you do that. This is similar to learn-
ing how to write by tracing letters on a 
sheet. It is a great way to start to make 
connections about how code works.

Type What you See
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Errors15.

Why?

When you Type What You See, you have to 
pay attention to the details. Sometimes you 
will type out the program and it won’t be 
exactly the same as the instructions. 
By checking every line, you will be 
improving the skill of noticing differences 
which is a very important skill in learning 
how to read and write code
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The Focus Button16.

Why? One tool to help you finish projects and 
notice differences is the focus button.
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Component Help17.

Why?
Now that you have written the code, you 
may be wondering what it does. 
The Component Help button gives you an 
explanation of what every line of code 
does, it is a great place to do research to 
figure things out.
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Project Finished - Part 1 is done!18.

Why?
When it finally all works, you will see the 
end result in the canvas. You can play 
with the finished project and feel a sense 
of pride for finishing a Hatch Project!
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Let’s do independet, 
creative work. 

We want you to be creative and 
do independent work while read-
ing and writing code - even on 
day 1.

We are going to make this super 
easy - all you will be doing is pick-
ing new colours for the project 
you just finished.

Don’t like Green and Black? How 
about Blue and Pink? Gold and Sil-
ver? You get to decide what your 
projects look like!
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Go to challenges19.

Why? The challenges help us explore parts of 
the code a little more.
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Read challenges20.

Why?
To help you with the challenges, you can 
click in the I need a hint bottom or the 
help bottom, don’t be afraid of exploring!
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Docs to work in the answer21.

Why? In the Doc bottom, you will find different 
links that will help you with your research.
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Hatch Reference Manual22.

Why? Each page will help you to understand 
each line of code.
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Let’s complete the first challange21.

Why? After some research or if you press the 
hint bottom, you will get a sense of which 
part of the code you had to change.
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Mark as Finished22.

Why?
Once you have completed the challenge, 
don’t forget to Mark as Finished, you will 
get you extra points that will help you to 
move into the next level of Hatch. 
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Save & Close and Pick another 
project23.

Why?
Everything you have just done with Hold A 
Ball you can now do with a second project. 
And then a third. And over time, the world 
of Hatch and the world of reading and 
writing code will open up to you.
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So What’s next... 

The learning cycle at Hatch is to 
pick a project, finish it and com-
plete a challenge or two (or 3), 
mark them all as finished, get 
feedback and get them approved 
and to go through this cycle over 
and over so that you can Level Up 
through Hatch Levels, through 
Core Competencies and through 
Hatch Certifications.
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