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Each partner will develop two games (1 per lesson plan) for students to play
at the end of the lesson, related also to the topic. Or, they can also create an
activity that involves an Al tool and make the students create the game by
giving them a tutorial. This template responds to the tutorial game.

Use this template to design and develop the tutorial of the challenge through
a Game-Based Learning (GBL) approach.

For this activity, we will use two different
platforms:

e Machine Learning for Kids
(https://machinelearningforkids.co.u
k/): it is an educational tool about
machine learning that teaches
children how to train a computer to
recognize different elements like
pictures numbers and text.

Scratch (https://scratch.mit.edu/): itis a
programming language educational tool that
allows children to create stories, games, and
animations to share with others around the
world.

Have you ever gone to order a pizza but can’t
decide what one you would like? The aim of
this activity is that the waiter will be able to
offer you a pizza based on the toppings you
like.
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Description

Step-by-step

By entering in what toppings, you prefer the
machine learning system will recommend a
type of pizza for you.

The first thing to do is visit
https://machinelearningforkids.co.uk/#!/wel
come and press “Get started”

® ~

Teach a 4 Collctexampls of things you

want to be able to recognise
computer to Use the xampes o rain a
computer to be able to recognise
play a game
3 Make a game in Scratch that uses
,,,,,,, the computer's ability to recognise

them

You can then choose to create and account
or you can choose “try without registering”

Once you’ve done that its time to create a
new project. Press “+Add a new project”

® -
Your machine learning projects

ez,

You must then give your project a name, and
decide on what we want the machine to
recognize. The options are text, images,
numbers, or sounds. For this activity, we will
be using text. Once that’s done click “create”

Once you've created your project, the tool will
offer 3 different options: Train, Learn & Test
and Make.

Let’s start by selecting the option “Train”
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This is where we will train the computer of all
the different types of pizza the restaurant
offers.
recommend a pizza based on the toppings he
receives from the user.

For this activity we will create 6 labels
(types of pizza)

The aim is for the waiter to

Meat Feast
Hawaiin
Texas BBQ
Hot and Spicy
Pepperoni
Margarita

Once you have created all the labels it’s time
to add what each pizza consists of. Click on “
+ Add Example” and add what toppings
would be on each pizza, here is one for an
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example.

Hot_and_Spicy

jalapeno green pepper

red pepper onion

ham chicken

cheese tomato

spicy Jalapeno peppers

jalapenos

+ aa example

a2

Its important to populate your label with as
much information as possible to get the
correct results.

Once you’ve finished all the labels press
“Back to project” in the top left corner.

Then select “Learn and Test”

Here we can test to see if the machine is
learning correctly. Click “Train new machine
learning model” when that is finished try
putting in some text to see how it is
recognized based on your training.
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Once you are happy with the results of the
machine learning, return to the project and
select the last and final option “Make”.

This option of the platform offers 3 different
tools. We will use Scratch 3.0. to create our
game which will use the machine learning
model we just created.

ko somothing i yocemaching earing mocel

~ L) e DO o

Once scratch has opened , you will see a

character, this is known as Spritel. You can
change the character to whatever you want
by clicking in the costumes window.

@- File  Edit Project te

&= Code & Costumes on Sounds

. Motion

Once you have chosen your preferred
costume, go back to the Code window and
we will begin writing code that assists your
machine learning.

The following blocks are needed to write the
code. Go ahead and find the following blocks
we will then put them together.
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a recognise text @ {tabel) & meat feast

S M

Now we will need to link all the blocks
together and we will also need to change
some text. Your code should look something
like this.

Cant decide on a pizza 7 enter some of your favourite toppings and ill select one for you

if E recoovise tex [answer | (label) = E meal_feast then

E=VIN | think you should order a meat feast B0 o seconds

r

L} ‘- recognise lext | BRSWer | (label) = -‘ Hawanan ‘then

ESMI | think you shouid order a hawaian J o seconds

" Eim "Ocovvse text (SNSWeT) Oabel) = pmuy Hot_and_Spicy then

PP | think you should order 3 hot and spicy R ° n—

W ﬁ recognise lext  angwer  (label) = '- Texas_BBQ then

ES"IN | think you should order a lexas bbq I o ‘seconds

-
recognese lexd | answer  (label) = ‘- Peppetom hen

PPN | think you should order a pepperoni RIS o seconds

[} Hmm i doni think we have a pizza for you sorry. R =] o seconds

Once that’s finished lets see did it run
correctly. Try typing in some toppings you

The European Commission's support for the production of this publication does not constitute an

Erasmus+ endorsement of the contents, which reflect the views only of the authors, and the Commission cannot be
held responsible for any use which may be made of the information contained therein. [Project Number:
2020-1-NL01-KA201-064712]



Generatisn Al www.generation-ai.eu/

would like. For example, | chose BBQ
N o m|

Cant decide on a pizza ?
4 Eenter some of your
favourite toppings and ill
select one for you

( \_E sQ o)
N®

I think you should order a
{ texas bbg

Perfect it worked. Why not try other
toppings and see if you can get the waiter to
recommend every pizza we have used in the
machine learning.
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