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% Add the relevant frames using the link below..
https://drive.google.com/drive/folders/1iMFJ1102K8H3igUnhD M5sZNxhU
3D2Bn?usp=drive link

+ Add the Bedroom 1 backdrop using Choose a backdrop.

Bedroom 1

++ Add the Robo sprite using Choose a sprite. Set its X, Y position and size as
below.

ﬁ Sprite Robo

Show ® ] ize Direction

<+ Add the Laptop sprite using Upload a sprite. Set its X, Y position and size as
below.

E Sprite Laptop 1

Laptop 1 : )
e Show ® ) Direction




e Add Laptop 2 as a costume for the Laptop sprite. Set the size of the

sprite to 170X134. Eﬁ

Laptop 1
TTOx 134

¢+ Add the Fan s sprite using Upload a sprite. Set its X, Y position
and size as below.

&

Famn st

«+ Add the Fan 1 sprite using Upload a sprite. Set its X, Y position and size as
below.

@ Sprite Fan 1 I y -57
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%+ Let's make a Natural Language processing extension for Add Extension.

Matural Language Processing

Create Text Classfiars with NLP

%+ Let's prepare the code for this app now.

< ﬁ Prepare the code for the sprite as follows.

Robo

<+ Click on My blocks and use Make block to prepare a block as Data for
Laptop ON as below.

Note that Data for Laptop is ON.

«¢+ Click on My Blocks and use Make Block to prepare the following blocks as
above.
Data for Light ON
Data for Light OFF
Data for Fan ON
Train Data

“+ Let's prepare the Data for Light ON block as follows.




e Assign the text given as Light on to the class named as Light ON.
Assign the text given as | want to study, The room is dark, Switch on
the light to the same class as Light

ON. define Data for Light ON

add @ELNEl as

LGN | want fo study BN
ELL The room is dark JES
EGHN Swilch on fhe light BB

<+ Let's prepare the Data for Light OFF block as follows.
® Assign the text that is given as Light off to the class that says Light
off. Assign the text given as | want to sleep, The room is to bright,
Switch off the light to the
same class as Light OFF. define Data for Light OFF

ELGN Light off M=l Light OFF

LGN | wantto sleep Bl Light OFF

EGGE The room is to bright JEEM Light OFF
ELGE Switch off the light JEEM Light OFF

¢ Let's prepare the Data for Fan ON
block as follows.
e Assign the text given as Fan on to the class named as Fan ON. Assign
the text given as It's very hot today, The temperature is high, I'm

sweating to the same class as Fan
ON. define Data for Fan ON

add QEEIDLE a5

ELLM |l's very hol today BES

LG The temperature is high JE
EGGN 'm sweating JES




¢+ Let's prepare the Data for Laptop ON block as follows.

e Assign the text given as Laptop on to the class as Laptop ON. Assign
the text given as It's very, The temperature is high, I'm sweating to
the same class as Fan ON.

Data for Laptop ON

EGGE Laptop On REEM Laptop ON
LGN [ap on JESM | aptop ON
WG | want to do DP course JEEE Laptop ON

++ Let's prepare the Train Data block as follows.
e Textis again divided into classes. Connect the Data for Light ON,
Data for Light OFF, Data for Fan ON, Data for Laptop ON blocks to it.
Train by dividing the text into classes.

define  Tran Dala

M om resel text classifier
Data for Light ON

Data for Light OFF

Data for Laptop ON

Data for Fan DN

f m  frain text classifier

%+ When the green flag is clicked, prepare the code so that the following
events occur.
e The contents of the Train Data block must occur.
e what do you want to do? Prepare the code to display a text as.




The class related to the answer you give should be displayed on the
screen for 2 seconds.

* |f the class related to the answer you gave is Light ON, a massage
should be broadcast as Light ON.

« If the class related to the answer you gave is Light OFF, a massage
should be broadcast as Light OFF.

e |f the class related to the answer you gave is Light ON, a massage
should be broadcast as Light On.

o If the class related to the answer you gave is Laptop ON, a massage
should be broadcast as Laptop ON.

« |f the class related to the answer you gave is Laptop OFF, a massage
should be broadcast as Laptop OFF.

Traln Data

Gl what do you want to do 7 BEUlRUEL

say M =  get class of | answer f°f° R

gel class of | answer = then
EREUETE Light OFF then

get class of Sl Laptop ON then

qget class of

osLIVEWORKSHEETS



*» Prepare the code for the Laptop 1 sprite.

e When you click on the green flag, you should get the Laptop 1
costume. For that, prepare the
code as follows.

You should receive the Laptop 2 costume when you receive a

message as Laptop ON. For that,
prepare the code as follows.

"

switch costume fo Laptop 2 =

*+ Prepare the code for the Fan 1 sprite.

¢ When you click on the green flag, you should get the Fan 1 costume.
For that, prepare the code as follows.

swifch costumefo Fan1 »

¢ When a message is received as Laptop ON, the costume should be
changed in 0.1 seconds.




+* Prepare the code for the backdrop.
e Adjust the code to change the brightness (-20) when you click on the
green flag.

sel  brightness » effectto @

¢ When you receive a message as Light ON, adjust the code to the
brightness (0).

sel  brighiness = efiectto o

¢ When you receive a message as Light OFF, set the code to the
brightness (-70)..

sel  brighiness »  effect to @




