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ABSTRACT 
Since the late 1980's there have been rehabilitated research 

exertion out-and-out committed to neural networks (NN). 

The current or at hand curiosity is basically just because of 

the intricate and complex dilemma’s tackled by artificial 

intelligence (A.I), and for the reason of the delving 

indulgent of how the brain functions work, the topical 

expansions in hypothetical models/prototypes, algorithms 

and technologies. One inspiration of NN research is the 

need to construct an innovative class of prevailing 

computers to get to the bottom of an assortment of defies 

that has demonstrated to be extremely complicated with 

conformist computers. An additional impetus is the wish 

for constructing cognitive models that will be able to be 

dish up as another way to A.I. In this research article we see 

the sights of the applications of NN and A.I and endow 

with an indication of this particular field, where the NN and 

A.I are independently brought into play and in addition 

where collectively employed and also have a glimpsed over 

their significant roles in different areas. 
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1. INTRODUCTION 
An assortment of neural network models has been 

constructed by researchers/scientists of unusual or diverse 

backgrounds from different perspective and by means of 

unusual endeavors and applications. On the other hand, NN 

are an emulation of biological neural systems. In the 

company of such emulations it is anticipated that a number 

of brain aptitudes, such as generalization, and 

consciousness, are possible to be simulated. There are 

numerous ways to illustrate or define NN. NN on the whole 

endeavor at imitating the construction and operation of the 

human brain, to fashion intellectual based behavior. 

Scientists/researchers are endeavoring to put up a silicon-

based electronic network that is modeled according to the 

functioning and structure of the human brain.  Human brain 

consists of billions of neurons, everyone coupled with one 

another. A neuron has extremely minute astuteness at 

individual leave, in the sense that it maneuvers by an 

uncomplicated series or set of laws, carrying out electric 

signals all the way through its network. Nevertheless, these 

neurons collective network constructs unmatched 

intellectual behavior. Human brain learns to comprehend 

patterns and commit to memorize them. This practice has 

its restrictions just because of the extent and intricacy of 

mounting an exact or literal facsimile/model of a human 

brain. At present community creates virtual neural 

networks, in the course of simulation practices or 

approaches [2]. Now let’s talk about Artificial Intelligence 

(A.I) which is a mixture of computer science, philosophy 

and physiology. It is a field of computer science 

concentrating on constructing machines, capable of 

engaging on behaviors/manners that humans reflect on 

intellectual and sharp.  An aptitude to fashion intelligent 

and sharp machines has maneuver humans from the time 

when primeval times and in our day with the initiation of 

the computer and fifty years of research into AI 

programming procedures, the reverie of well-groomed 

machines is flattering a veracity.  Intelligence is the 

capability to assume/sense, to envision, constructing,     

remembering, and apprehending, making choices, 

recognizing patterns, get used to to alteration and gain 

knowledge from occurrence. A.I is the branch of computer 

science regarded with constructing computers act like 

humans. That’s why it is known as 'Artificial Intelligence’ 

[1]. As per philosophy of A.I, it can be classified into parts. 

Strong A.I: The theory at the back of Strong A.I is that in 

the near future entirely machines could be fashioned to 

reflect or embody human brains intelligence. Therefore 

Strong A.I asserts that in near prospects individuals will be 

bounded by such class of machine will be having the ability 

to utterly maneuver like human will have human level 

intelligence. Contemporary research or study is nowhere 

close to constructing strong A.I, and in-addition an 

energetic discussion is in progress regarding its possibility 

[3].  

Weak A.I: The notion at the back of Weak A.I is basically 

the reality that there is possibility of constructing machines 

to do something as if they are smart or intelligent. It 

elaborates that facets of thinking can be effortlessly add up 

into computer/machine to craft them further practical and 

this by now in progress to come about. Examples of weak 

A.I are onlooker to be expert systems, drive by wires cars 

and speech recognition systems [4]. 

2. NEURAL NETWORKS (NN) 

APPLICATIONS 

2.1 Fault/Error detection 
Fault detection, isolation, and recovery (FDIR) is a subfield 

of control engineering which relates itself with monitoring 

a system, making out when a fault has crop up, and 

indicating the form of fault and its place. Undeviating 

pattern recognition of sensor readings that point toward a 

fault and an investigation of the inconsistency between the 

sensor readings and predictable values, derived from a 

number of model/sculpt. NN can upshot in such devices 

having capability to become aware of faults in those 

regions where fault detection is tricky for individuals. e.g.: 

fault detection in tracks of Railways, Metros and Roller 

coasters, mechanical parts of machine. NN can identify 

patterns to detect faults.  

http://www.buzzle.com/articles/nervous-system/
http://webopedia.internet.com/TERM/A/computer_science.html
http://webopedia.internet.com/TERM/A/computer_science.html
http://webopedia.internet.com/TERM/A/computer.html
http://en.wikipedia.org/wiki/Control_engineering
http://en.wikipedia.org/wiki/Fault_%28technology%29
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2.2 Medication 
NN can lend a hand to doctors by putting forward the form 

of mandatory patient medication and treatment. It can 

analyze the indications either by listening to the patients 

utilizing CBR “case based reasoning” or by visual exposure 

of abrasions, skin infectivity/virus, or puffiness. At the 

same time it can endow with by and large patient 

fitness/health by analyzing heart rate, weight, B.P, diabetic 

levels, temperature as well. By scrutinizing the 

aforementioned parameters/dimensions on a collective level 

based NN’s can put forward the unsurpassed medication 

and treatment devoid of overwhelming a lot of time. This is 

achievable for the reason that NN’s operate by bearing in 

mind the likelihood of indications. The more the plausible 

symptoms/indications of a disease or an infection the more 

relentless it is. NN’s is also capable of reporting new-

fangled infections by inspecting the symptoms/indications 

from a record.  

2.3 Object Probing or Searching 
Patterns recognition faculty can be furthermore broaden to 

identify 3D (Three Dimensional) objects. Recognition or 

identification of such 3D objects can lend a hand us in 

discovering the objects. We are able to put into practice this 

practice in robotics or A.I field so that they could classify 

objects. From industries perspective it will be extremely 

obliging because robots can be operational as a supporters 

for individuals. Robots can be constructed intelligent by 

means of Object recognition. Object explore utilizing 

robots can be brought into play in Marine seek out Projects, 

and positions where a number of natural vulnerability has 

occurred and we wish for looking for any individual or a 

number of vital substance. Utilizing this practice we are 

quite capable to look for constructive objects from rubbish 

and also to strain the non-recyclable desecrate from 

recyclable squander in trash handling plant. Such intelligent 

Robots are also capable of searching out humans at some 

stage in a rescue operation. Human saviors are restricted to 

spot out other humans by visualization however such robots 

can recognize humans by utilizing ultrasound. 

2.4 Modeling and Diagnosing the  

Cardiovascular System                
NN’s are brought into play on trial basis to mock-up the 

cardiovascular system of an individual/human. Further 

Diagnosis can be realized by constructing a model/replica 

of the human cardiovascular system and weighing up it 

with the real-time physiological dimensions pulled off from 

the patient. Prospective detrimental medical circumstances 

can be identified at a premature phase by carrying out this 

routine on usual basis and consequently construct the 

practice of skirmishing the syndrome extremely easier. A 

model or replica of human’s cardiovascular system be 

obliged to impersonate the association amongst 

physiological variables e.g. heart rate, systolic and diastolic 

B.P and breathing rate at unusual physical goings-on levels. 

If a model is tailored to a human being, then it turns out to 

be a model of the physical circumstance of that human 

being.  

2.5 E-Noses                                                    
NNs are utilized experimentally to put into practice 

electronic noses. It has a number of prospective 

telemedicine applications. Telemedicine is the follow-up of 

medicine over extended distances by means of a 

communication link. The electronic nose would recognize 

odors in the distant surgical surroundings. These 

acknowledged odors would subsequently be automatically 

passed on to an additional place where a door generation 

system would reconstruct them, for the reason that the 

sense of smell could be an imperative sense to the general 

practitioner, tele-smell would improve tele-present surgical 

procedure.  

3. A.I APPLICATIONS 

3.1 Learning from Example 
The study and investigations in the field of (Autonomous 

Walker & swimming Eel) entails uniting mechanical 

engineering, biology and IT in order to build up the 

methods obligatory to construct an animatedly constant 

legged vehicle controlled/handled by a neural network. This 

would slot in command signals, sensory response and 

impulse/spontaneous circuitry in order to bring into being 

the preferred progress. 

3.2 Facial Animation 
It has been fashioned by brining into play the hierarchical 

the core surface illustration known as “B-spline”. NN’s 

may possibly be utilized for learning of all deviation in the 

face expressions/gestures for animated sequences. The 

novel standard bi-cubic B-spline was trade in to the editor 

named Dragon and a hierarchy routinely putted up. The 

surface was affixed to a jaw to consent it to open and close 

the mouth. Collections of control vertices were afterward 

stirred just about to fashion an assortment of facial 

expressions. Three among them were preferred as key 

shapes, the surface was exported back to Soft Image, and 

the key shapes were interpolated to construct the 

concluding animation. 

3.3 Vision systems [11]                                              
The call for take to mean, completely be aware of and 

construct sense of visual input on the computer, i.e. A.I is 

utilized to endeavor, interpret and comprehend an image – 

Military, industrial, usage, satellite photo interpretation. 

Spy plane captures a snap and experts would subsequently 

scrutinize it to attempt and figure it out - distinguish if it 

was an opponent region. Police utilizing the computer to 

bring in a photograph fit sketch of a criminal. Doctors bring 

into play the system to construct diagnosis of patient. 

3.4 Search techniques [11] 
Whichever way out to an A.I predicament can be worked 

out as the individual has a succession of alternatives. In 

chess the opening move can be any pawn “8 separate 

moves” or any knight “2 separate moves” – that is a total of 

10 distinctive moves. For the subsequent move this shoots 

up and the individual has additional pickings. As you 

afterward finish the game of chess, the number of probable 

moves raises extremely hastily parting the individual with 

numerous alternatives. 
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The technique of searching a particular choice/goal can be 

seen from the above diagram so-called a search tree. An 

A.I program look at all elucidations till a target is bringing 

into being. A.I Systems have two ways to do this:                       

a) Breadth first search: In this approach the search tree is 

investigated from left to right one layer at a time till the 

goal state or target is found. Result: World Cup Hosts, 

South America, North America, Central America, Africa, 

Europe, Brazil, Argentina, Chile, USA, Mexico, South 

Africa, Germany, Spain, France, Italy, England.               b) 

Depth first search:                                           In this 

approach the search tree initiates at the top node, comes 

down the left most path till the lowest point, subsequently 

backup and afterward down the subsequently again till the 

lowest point, till the goal is found.                                                

Result: World Cup Hosts, South America, Brazil, 

Argentina, Chile, North America, USA, Central America, 

Mexico, Africa, South Africa, Europe, Germany, Spain, 

France, Italy, England. 

3.5 Video Games 
Up-to-the-minute computer video games frequently make 

use of 3D (Three Dimension) animated graphics and lately 

also 3D sound effects to bestow the inkling of veracity. The 

A.I found in the majority computer video games is no A.I 

in the intellectual logic, but to a certain extent an 

assortment of methods which are even though associated to 

A.I primarily focused on with fashioning an authentic 

fantasy of intelligence/aptitude [6]. The expression “Game 

A.I” covers up a miscellaneous compilation of design and 

programming methods together with neural-networks, path 

finding and models/archetypes of sentiments and communal 

state of affairs, rule systems, finite state machines, 

decision-tree learning, and several other methods. 

3.6 Behaviors of Objects 

One of the blistering concerns in field of computer vision. 

Route or curve breakdown is one of the indispensable 

dilemmas in behavior understanding or apprehension. The 

erudition of trajectory patterns can be utilized to become 

aware of irregularities and foresee object trajectories. It is 

the root of view understanding. The indispensable 

predicament of behavior understanding/apprehension is the 

object movement trajectory investigation. At present the 

most widespread trajectory analysis approaches concentrate 

on the geometric individuality of the entire trajectory and 

pass over the semantic information allied to the frequent 

sub-trajectories [7]. At this time the job is regarding the 

modeling constructing an image of object behaviors 

bringing into play comprehensive, learnt statistical 

models/prototypes. A model of object trajectories based on 

statistics is offered which is learnt/seized from the 

inspection of extensive image successions. Trajectory data 

is brought in by a chaser/tracker utilizing Active Shape 

Models, from which a mock-up of the allotment of 

archetypal trajectories is, learnt [8]. The approaches being 

constructed will allocate models of distinguishing object 

behaviors to be learnt by means of incessant surveillance of 

long image sequences/succession. It is observed that these 

characteristic behaviors representation models will have 

various exploitations, predominantly in programmed 

observation and event acknowledgment devoid of the call 

for high-level scene/ behavioral acquaintance. In 

automatic/programmed scheme for learning model/sculpt of 

semantic constituency by scrutinizing the trajectories of 

stirring things in the prospect ought to be prepared. Initially 

the trajectory is programmed to correspond to equally the 

site of the object and its instant pace, and followed by 

hierarchical clustering algorithm is put into practice to 

group the trajectories as per unusual distributions of spatial 

and velocity. In all clusters, trajectories are spatially put up 

the shutters, have comparable velocities of movement and 

correspond to one sort of motion prototype. The statistical 

models/sculpts of semantic area in the sight are engendered 

by guessing the compactness and velocity distributions of 

every nature of movement pattern [9]. The representation is 

learnt in an unsubstantiated approach by trailing objects 

over protracted image sequences/series, and is by far and 

large based on a mishmash of a neural network put into 

practice Vector Quantization and a sort of neuron with 

instant memory qualifications. Hierarchical self-organizing 

neural networks have been utilized to learn the distribution 

patterns of trajectories. Models/sculpts of the trajectories of 

pedestrians have been produced and utilized to evaluate the 

characteristic of new-fangled trajectories surrounded by the 

scene to envisage prospect object trajectories, and aimlessly 

produce novel trajectories [10] 

4. SUMMARY 
In this research article we delve into the progressive or 

advanced applications of Artificial Intelligence (A.I) & 

Neural Networks (N.N’s) that how they craft an intelligent 

and a smart behavior, and how both of them are together a 

mixture of computer science, philosophy and physiology. 

Examples were specified to give you an idea about how A.I 

& N.N’s are brought into practice in applications similar to 

Autonomous Walker & Swimming Eel, Pattern recognition, 

Facial Animation, Artificial Creativity, Computer vision, E-

Nose, and Strategic planning, Medical and patient  

diagnosis, video games and search techniques etc. 
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