
TABLE OF CONTENT
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Explore the advanced realm of Deep Learning and understand the 
architecture of Neural Networks. 
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how to use Tinker-CAD Arduino software to simulate and build embedded 
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CHAPTER 9 INTRODUCTION TO MOTORS AND THEIR TURNING CONCEPTS

Understand the principles behind motors and how they work. This chapter 
covers di�erent types of motors, their applications, and the concepts of 
turning and controlling motor speed and direction in practical projects.
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Learn the di�erences between analog and digital sensors and their 
applications in various projects. This chapter explains how to interface 
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environmental data.
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Get started with MIT App Inventor, a user-friendly platform for creating 
Android or IOS applications. This chapter guides you through the process 
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Inventor. This chapter provides step-by-step instructions to design, develop, 
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CHAPTER 14 BUILD DIGITAL DOODLE DRAWING APPLICATION

Explore the creation of a Digital Doodle Drawing application. Learn how 
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