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Common Devices.

Jump start your journey with electronics! If you’ve thought about
getting into electronics, but don’t know where to start, this book gives
you the information you need. Starting with the basics of electricity and
circuits, you'll be introduced to digital electronics and microcontrollers,
capacitors and inductors, and amplification circuits – all while gaining
the basic tools and information you need to start working with low-
power electronics. Electronics for Beginners walks the fine line of
focusing on projects-based learning, while still keeping electronics
front and center. You'll learn the mathematics of circuits in an
uncomplicated fashion and see how schematics map on to actual
breadboards. Written for the absolute beginner, this book steers clear
of being too math heavy, giving readers the key information they need
to get started on their electronics journey. You will: Review the basic
“patterns” ofresistor usage—pull up, pull down, voltage divider, and
current limiter Understand the requirements for circuits and how they
are put together Read and differentiate what various parts of the
schematics do Decide what considerations to take when choosing
components Use all battery-powered circuits, so projects are safe.
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Taking an original, in-depth approach, this book investigates the forms
and functions of metareference in videogames. This book will appeal to
videogame researchers and transmedial narratologists as well as to
those interested in metaization in media and popular culture across
disciplines.


