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@€Aoupe va SnULoUPYROoUE £va HoVTENO Ttou Ba mpoPAEmeL Tov TUTIo Tou {wou yla apadslyua Papt,

TOUAL, apdifLo K.AT., pe BAON KATIOLO YEVETLKA XOPAKTNPLOTIKA.

2UVOAO SebopEVWVY

e  Oa XPNOLUOTIOLOOUE £va CUVOETLKO oUVOAO Sebopévwy, Ta dedopéva dev lval TPayUOTIKA,

SnuloupynBnkav pe tn xprion tou ChatGPT

o [apakdtw Umopeite va Bpelte Evav Tivako TTOU TIEPLEXEL TAL XAPAKTNPLOTIKA TTOU

XPNOLUOTIOLOU UE YLa VOl TAELVOUNGoUHE Eva {Wo KoL TLG TILBAVEG TLUEC TOUG

ZtAn Nepypadn Aéieg

milk Mapayetl yaia 1/0(1=vai 0=0y)
feathers ‘ExeL prepd 1/0(1=vay 0=0oy)
scales ExeL Aéma 1/0(1=vat0=0ox)

legs ApLlBuoC modLwv AplBunTiko
fly Mrtopel va metagel 1/0(1=vat0=0ox)
swim Mrtopel va KoAupmnoet 1/0(1=va 0=0ox)
eggs levwa auyd 1/0(1=vat0=0ox)
cold Wuxpoalpog 1/0(1=va 0=0ox)
tail ‘ExeL oupd 1/0(1=vat0=0ox)

body_size MM KOG TOU CWATOC OE EKATOOTA ApLlBuntiko




e OLmBaveg katnyopieg evog {wou Ba sivat:
1. amphibian = audiflo

bird = mouAl
Insect = £vtopuo
fish = Yapt

invertebrate = Aortovéuho

oV ks wnN

mammal = OnAaoTiko
7. serpent = gpnetod

e Mrnopeite va Bpeite kal va kateBdoete To cUvolo Sedopévwy edw: Training Dataset

Anuovpyia, eknaidbevon, ekuadnon Kot SokLun

e AkolouBrote to oUvdeopo ebw: https://machinelearningforkids.co.uk/#!/login

e JuvdeBeite kal KAvTe KALK 0TV Kaptéla "Projects"

< Abol forkuhests  Pretained  Stores  Book Hoip Log Cu 8 Language

Your machine learning projects

Add
Click the "plus’ bution o the Hight [0 create your TSl poect, =+ + pn'»e?'lncw 2

Copy
template



https://www.experience-ai.gr/wp-content/uploads/2026/03/Animal-Categorization-Training-Dataset.zip
https://machinelearningforkids.co.uk/#!/login

e Kavrte kAlk oto "Add a new project"

Your machine learning projects

) ) Addanew | ‘9 Copy

e [lpocBéote éva "Project Name"
e Q¢ "Project Type" emiAéfte “recognising numbers”
e  Kavte kAlk oto "ADD A VALUE"

Start a new machine learning project

Animal Categorization

recognising numbers

I ADD AVALUE

Storage’

CANCEL




e [La KAOe pia amod T mapanavw otAEC (oTov Tivaka) SNULOUPYNOTE LLOL TLUN

e  EmAéfte number wg "Type of value" yio 0Aeg TIg TIHEG, KOBwG oL TIBOVES TLUEG KAOE

othAng/Tung elvar 14 0

e  Kavte kAlk oto "ADD ANOTHER VALUE" yLa vo TpoGB£0ETE TNV EMOUEVN TLUNA

Animal Categorization

recognising numbers

milk number

| ADD ANCTHER VALUE

Storage

=

D0 WIaTe you W

AT VoL

I
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CANCES

e 310 TEAOG N 000vN oag Ba TMPEMEL va OTIWE TOPAKATW:

recognising numbers

milk number - feathers

legs number - | fiy
eggs number - cold

body_size number

number

number

number

scales

swim

tail

number

number

number




e Jtnv KaptéAa “Storage" emihé€te "In your browser" kat kavte kALK oto "CREATE"

In your web browser

CREATE CANCEL

e  Kavte kALK otov TitAo ToUu €pyou

Your machine learning projects

Add anew o Copy
proect - emplate

[Animal Categorization| @

Recognising Numbers [l;]

e  Kavrte KAk oto "Train"

<> bt Projects Workshests Pretaine Sioris B il Log Ot N Languago

"Animal Categorization"

Train Learn & Test Make
Collect examplas of what you want Use the examples to tran the Usa the machine leaming model you've trained fo make & game ar app, in
the computer o racognise computar to recognise numbers Seratch or Python




e Anuloupynote pia eTkETA Yo KaBeuio amo TIg 7 mapandvw KoTnyopieg
e Kavte kA oto "Add new label"

ﬁ Aboul  Prolects  Worksheels:  Pretmined  Stores  Book  Help  LogOut

Recognising  humbers

< Back o project

Click on the ‘plus’ bitton on the ight 1o add your first bucket =

@ Language

+ Add new

label

e [ANKTPOAOYNOTE TO OVOA TNG PWTNG Katnyoplag "amphibian”
e Kavte kAk oto "ADD"

Add new label

Entir s bl 13 rcogeban ©

e  Kavte Eava KAk otnv emhoyr] "Add new label"




@'. N Mbout Projacls Warkshoots Prorained  Stones Book  Help  LogOut 5§ Langusge

Recognising Nnumbers as amphibian

< Back o project

Add new

amphibian

+ aveampe B Adofie

e 310 TEAOG N 006vn cag Oa TPEMEL va HOLALEL, OTIWG N TTAPAKATW:

m.,?_ At Projects Waorksherts Pretrained Sinnes Binak Heip Loy Ot % Language

Recognising numbers as amphibian, bird or 5 other classes

Add new
+ Fabel

g amphibian bird fish MaMmmMa| s

+ rceampe B Addfie + ssseampe B Adifie + ascesampie B Add i + sddexampie | B Add e

pr— invertebrate Serpent m—

+ sddexample | B Addiiie

+ sveampe B Adifie

+ A example W Add file




e Twpa yla kaBe pia anod Tt katnyopieg kavte KAk oto "Add file" emiAé€te To kataAnAo apxeio
Kall KAVTE KALK oTo "Open"

< About Projects Prwirairied Stores Book b= Log Out

Recognising numbers as a

,-—-amphiblan—tv bird

’ Add file

-
+ Add mxampie + Add exampie

e invertebrate

+ acdexample | B Add fle + sgdeanpe B Addfle F agcesampie B Acdne

e Kavte 1o (810 yLa OAEG TG KaTnyopleg, oTo TEAOG N 006vn oag Ba TMPETEL va LOLALEL e TNV
TOPOKATW:

Recognising numbers as amphibian, bird or 5 other classes

Add new
labes

,—amphlblan— —bll’d— —ﬂSh ,—mammal—
. a a -
mik mi 0 L) mik ' mik {1 mik 0 l mek 1 ‘
atwers leniters ) ieathers | Heafbers | frathers ) Trathers 0 feaifes
woales ] e l aciles ] acales 1 aodes ] scaies | acalen O
e L s 2 kg 2 s tegs O lege 0
ty 0O & 0 L L 0 L L]
sam swim 1 awm 0 s 1 wam 1 weam 1 wem 1
e 1 s 1 eggs 1 g1 o | g 1 sgp O
oo 1 eoig 1 cod [ cold O toid 1 edid 1 ki @
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body sz 15 body_sizz 20 booy_see 10 tody_size 15 bady see 71 body_see 56 body_size 300
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mverlebrate— —lnsect— ,—serpentﬁ
a - -
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s B legs 0O s 6 L Bgs 6 g 0 s 0
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wom 1 wam () avan 0 svm 0 swem 0 om0 swem 1
sgs ] egos 1 g 1 me 1 e 1 eags 1 s
rokf 4 cold 1 cod 1 oid | oid ] okl 1 cold
w1 Wi 0 (1} ti O Wi O 1 tad
vooy e § booy s 10 vody_sza 6 oody_mizg 2 boay_swe 3 bogy_size 157 boay_swe 110
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rs ) feathess 0 toatters () feathers 0 Teathers - feathers () fenthess (¥ teathers {1
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e Kavte kAk oto "Back to project"

'@‘ Aboul  Projects Workshests  Preirained  Slodes Book  Help Ly Out @ Language

Recognising numbers as amphibian, bird or 5 other classes

Add new
+lam-

g amphibian

i
|
!
j?_.

- - - P
mk 0 mik mik 0 mik 0 ' mik O mik ' ik 1 e
teathers 0 teaers 0 Ieethers q Eeathers 1 featters 0 ieathers (1 feathers 0
= =ans 0 l araiea sealen ] Bcales 1 scaies 1 scies
legs 4 legs 4 lege 2 s 2 e O tegs 0 e 0
L) # 0 w1 W1 w0 L 0
U | wwim 1 pam 0 wm ] wwrm 1 sam 1 s
eggs 1 eyt 1 e ] Lo | L= ougs 1 e O
cola 1 cold 1 eoid 0 ookl O coid 1 coid 1 oo 0
= 0 [ | tal (T § Al 1 wl 1 LT |
body_aie 15 body_s7e 28 body_sze 10 Hocy_siee 15 body_siz= 71 body_siee 58 tody_sz= 300
mk () mik 0 mie 0 ™k 0 mik O mik 0 ik 1
tathers teathers leathes Beaihers ) fPeathers () Ieatrers feamers ()
seades scales 0 scaies 1 scales 1 scales 1 scwies 1 scdes )
e A - A v L e A hd tman Y T v Y v
+ pemmpe B oasne + ncdesmpe B Adde i + Addavampie | B acdme + Asceempe B addnie ]
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e Kdavte KAk oto "Learn & Test
Q Atced  Projects Vickshesls  Predrainsd Siories Book =g Log Cul M Language

"Animal Categorization"

Train Learn & Test Make
Collect exmmples of whal you want Use the examplss (o train the Lism the machine leaming model you've trained 1o make a gama or app, in
he compuler 1o recognise computor [0 recognico NUMbers Seraleh ar Python

L - T [




’ ’ I I n . . . n
e KatePeite Alyo katw Kal Kavte KA oto "Train new machine learning model
‘You have collacted examplas of numbars far & camputer ta Usa o recognise Ready 1o start the computer's training?
when numbers are amphiblan, bird or 5 other classes
Click tha button balow to start training a machine laarming model using the
You've collected: examples you have collected so far
» 30 examples of amphiblan
« 30 examples of hird {Or go back to the Train page if you want to collect some more examples first.)
= 30 examples of bug,
= 30 examples of fish,
« 30 examples of invertebrate,
= 30 examples of mammal,
= 30 examples of serpent
lnfo from training computer:
It Py I . I ' It .
e Metd amo Alya deutepoAemnta n 006vn cag Oa poldlel OTwWG N TTOPAKATW:
T - o T =T T ™
« 30 examples of fish, the Train page and collect some more examples
= 30 sxamples of mammal,
« 30 examplea of invertabrate. Once you've done that, chick on the button below fo frain a new machine learming
+ 30 axamplas of inssct, modsl and see what difference the extra examples will make!
= 30 examples of serpent
Try putting In some numbers to see now K is recognssd based on your fraining
cald il
tall i
bocy_s7e
o
. n H n
e  Kavrte KAk oto "Describe your model!

10




e  Mrmopeite va beite 10 §&vtpo amodAoewy KoL EMionNg Wmopeite va SOKLUACETE TO LOVTEAO 0OC

Understand your machine learning model

< Badk I modal

The techinigue used to create your machine learning medel is called a Decision Tree Classifier, l

This is not the orly way to train a machine learming model. We're using it because it's very quick and easy to train, and i 1s one of the

easiest techniques to understand. This page shows you the decision tree that was created hased on the traming examples that you have Is tI'IIS tESt true?
collected.

samples = how many troining exsmples got here
When you t2st your model, the computer starts at the top of the tree, and follows a path until it reaches the bottom, The class at the battom
of the ree iz the prediction that the machine leaming model makes. class = pregiction so for

Al @ach box in the tree, it reads the test described at the top of the box. IT your tast values pass the test described in the box. it follows tho
amow to the et I 4 dossn'l pass the test, it follows the amow to the nght.

The samples shown in each box tells you how many examples in your raining data matches that part of the decision tree

The value shown insach box teks you how many examples n your training data passed the test shown at the top (following the left amow) and how many examples didn't pass the lest at the top {follewing the nght
armow)

ST
value =[30, 0, 30, 30, 30, 0, 30]
class = mmphibian

EWim == 0.5 1
sampies = &5
vae =[300 00,00, 300, 250,00, 00}
o285 = arnghitaan

booy_sge <=TH.O
e 20,0, 0.0,0.1
vl = A
clis = fish
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e KateBdote to apyeio Sokiung amno edw: Test Dataset

o [pooBEOTE TIG TLUEG TNG MPWTNG YPAUUNG ota nedia otn de€La mAsupd Tng 08ovng, dev uUTAPYEL

Tedlo yLa TNV €TKETA, eMeLdn autr Ba eival n mpoPAedn Tou povtéAou

e Kavrte kAk oto "Test"

=
e = 290
vaue = (20, 30, 0. 30,36, 99. 3
. Boes < ampitsan

This Sy

rs
i 90 1
sampies =
vk (30, 3, 30, %0 30,0, 98
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ok Inﬂl'&rz L] ke 03 L3 0 e 5,011 u‘.ns l
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- T,

Try oul your machine leaming model
10 see how I uses he decisian e
0 make predictions

e  MmopoUpe va SoUE OTL TO pPovTEAo pog poPAénel "bird" kATl mou LoyUel adol n ETIKETA TWV

Sedopévwy dokiunc eivat emiong "mouAl”

sarmghes - 180
wakie =130, 30 30,30, 30,0, 30|
k255 = amphioan

« 1+ & =

Try out your machine iearning mode!
10 see how il uses the decision ree
10 make predictions

s 0

waney (1

-
legs
ny 1
o
e 1

e Kavte KAk oto "Back to model" (mavw aplotepa)
e Kavte kALK oto "Back to project" (mavw aplotepa)
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https://www.experience-ai.gr/wp-content/uploads/2026/03/Animal-Categorization-Test-Dataset.zip
https://www.experience-ai.gr/wp-content/uploads/2026/03/Animal-Categorization-Test-Dataset.zip

YAormoinon

e Kavte KAk oto "Make"

< ros Projects  Werksheet

Train

Collect examples of what you want
tha computer to recognise

"Animal Categorization"

Learn & Test

Uge the examples to train the
computer 1o recognise numbers

Leam & Tesi

Make

Use the machine leaming model you've trained to make a game or app, In
Scratch or Pythan

e Kavrte KAk oto "Scratch 3"

Back to projec

Scratch 3

Use your machine leaming
model n Scratch

Pretrained

Stories Book dep  Log Ou

Make something with your machine learning model

Python

Write Python code to use your
machine leaming mode|

s S

Google Colab

Wirita Python code i the web
browsar using Google Colab

CO
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e Kavte kAk oto "Open in Scratch 3"

< About Projecty Worksheets  Pretroined  Sfories  Book He og Out

Using machine learning in Scratch 3

Your project will add these blocks to Scratch

I ———

Put numbaers in the input for this, and it will return the label that your machine
learning model recognises it as

This will return how confident your machine learning model s that It recognises
{he type of numbers. (As a number from 0 - 100).

These blocks represent the labels you've created in your project, so you can use
their names in your scripts

1t will look something like this - except with the name of your project,

;'g.‘.:.f.ﬂ

& Comhren

v project

“ wtt v aus @) rwer
B ———

e  Oa SOKLUACOUE TO HOVTEAO HOC XPNOLLOTIOLWVTAC EVIOAEG OTO scratch, oto TéAog n yata Ba met

™V npoPAeYn Tou HovtEAoU

o OAeg oL evTOAEG ou oxeTilovTal e To HoVTEND pag Bplokovtal otnv KaptéAa "Animal

Categorization"

fsettings » [PFle>  PLEdte  Projecttempiates  Share | Scraich Project

Code < Costumes 9 Sounds

]
@  Animal Categorization
Motian

miy A

:
B irain new machine learming mooe!

- Is e machine leaming model | ready

N @ m ¥

Spite  Spritel - x 0 ) ]
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e Aceite TA YPWHATA TOU UITAOK KWELKO TIOPOKATW KOl SNLLOUPYNOTE KAl E0E(C LE TN OELPG 0a¢

n Bsmngs »  [Pre - 4 Em - Projetumpizes  Shars | Sersleh Project

= D N® m| s

ol oo vt b @ et (@) s @ s @ @ @ o @ o D 1 @ e @D i

S Spuiwe] - (] I L] ~
L] 1 00 b 0
chars

o  Mrmopeite va aAAGEETE TLG TIUEG KOLL VOL KAVETE TIEPLOCOTEPEG SOKLUEC!
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