
MIT APP INVENTOR -
Interfacing Arduino
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INTRODUCTION

 App Inventor is a cloud-based tool, by which you can

build android and iOS applications using web browser.

 MIT App Inventor website offers all the support you’ll

need to learn how to build your own apps.

 Let’s build an app!
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www.ai2.appinventor.mit.edu.

By clicking “Create Apps!” button
from any page on this website
you can get MIT app login page.
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Log in to App Inventor using an 
existing Google account.
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To start making your
application, click on the
Projects menu on the
top left of the screen
and select the “Start
new project” and then
give the name of your
project.



How it all works?
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You build apps by working with:

• Designer - select the components for your app.

• Blocks Editor - assemble program blocks that specify how the

components should behave. You assemble programs visually,

fitting pieces together like pieces of a puzzle.
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• The app appears on the phone step-by-step as you add pieces to it, 

so you can test your work as you build. 

• Once the app is complete, we can package the app and produce a 

stand-alone application to install.

• The App Inventor development environment is supported for Mac OS 

X, GNU/Linux, and Windows operating systems and Android. 
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• The designer panel appears with five palette:

• USER INTERFACE PALETTE

We choose things for the user interface things like Buttons, Images,

Text boxes to the palette where we can layout the “user interfaces”

of our app.

• VIEWER PALETTE

In viewer palette we will be able to arrange the outlook of our app.
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• COMPONENTS PALETTE

Component palette displays all the components placed in the app in an

order

• MEDIA PALETTE

Media palette is used to insert any external media to the app.

• PROPERTIES PALETTE

We can change the properties of the components like height, width,

text, color to the properties panel.
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BLOCK EDITOR

• The Blocks Editor is where you program the

behavior of your app.

• There are built-in blocks that handle things

like math, logic, and text with each

components you have added.

ArduinoInterfacing 12



• Click on the Button1 drawer.

• Click and hold the “when
Button1.Click do” block.

• Drag it over to the workspace
and drop it there.

• This is the block that will handle
what happens when the button
on your app is clicked.

• It is called an “Event Handler”.
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• Now click on the Label1.

• Click and hold the “set Label1

text to” block.

• Drag it inside the button click,

it will run when the button is

pressed.

ArduinoInterfacing 14



• At last, click on the text drawer,

drag out a text block and plug it

into the socket labelled to and

write anything that you want to

display.

• Click on the text block and write

anything.
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• Once we program the
behaviour of our app
we can build our app.

We can choose to
provide QR code for
.apk file of the app
which can be installed
in our android phone.
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• Download and install the MIT App
Inventor 2 Companion on the phone.

Open the QR Code from the App
inventor website.
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Switch 
ON/OFF LED
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USE APP TO CONTROL BRIGHTNESS OF LED
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THANK YOU!
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