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Here we look at the homework for lesson 11 of the Al and machine learning

course available on Code.org.
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The first parts of this lesson can be experienced using an app created by
him.

The second part is to create a pet recommender app using app lab.
Let's create that app.

Now let's design the homeScreen.

First let's add a background color for the home screen.
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PROPERTIES | EVENTS

** Now give a label as pet recommender at the top of that screen.

MOPERTIES

PROPERTIES EVENTS

Pet Recommender

width (px)

3G

height (px)




< Now let's add an image for the home screen
%+ Add the image "image.png" given here.
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** Now let's add a button for this screen.
+* Give its id to buttonNext.
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+* Then the home screen will be displayed as below.

homeScreen

Pet
Recommender

<+ Now add a screen to import the pet recommender model.
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<+ Import the Pet recommender model.
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Pet Recommender
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Intended Use
This model can predict which type of pet you
should purchase, It bases its decision on

personal factors and on the type of
emvronment where the pet will Irve.

Warnings and Limitations

This mode] shouldn't be used for anything
other than a pet recommender since the
training data has been gathered informally and
casually

About the Data

Results were collected from pet shop
customers as they walked out the door after
buying a peL

Dataset size: 890 rows

<+ Then the screen will be displayed as below.




Code to move to the pet recommender screen when the next button is
clicked from the home screen.
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Now let's style the petRecommenderScreen.

% First let's change the styles of the labels.

Change the following styles of labels as follows.
= text color : rgh(255, 255, 255)
* font size (px): 15

Give the x and y position of the T_label as follows.
*= X-—position: 25

= y-—position: 22

% Give the x and y position of the T_ FT_label as follows.

= X -— position : 25
* y-—position: 90
Give the x and y position of the P_label as follows.
= X-—position: 25
= y-—position: 160
Give x and y position of NO_label as below.
" x-—position: 25

* y-—position: 227

% Change the following styles of text input and drop down as follows.

* text color : rgh(26, 124, 202)
* font size (px) : 15
* width (px) : 250
* height (px) : 35
border radius (px) : 10




Give x and y position of T_input as below.
= X - position: 25
* y-—position : 45

* Give x and y position of FT_input as below.
* Xx-—position: 25

® y-—position: 115

Give the x and y position of the P_dropdown as follows.

= x-—position: 25
* y-—position: 185
* Give x and y position of NO_dropdown as below.
= x-—position: 25
= y-—position: 255
Give the following style for the Predict button.
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< Now let's code to move to the match screen according to the result when

predicted.
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<+ Add images to each of those screens.




