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Laver (tyoe) Output Shape Faram #
input 1 (I nputLaver) (Mone, 38, 36, 1) 0
conv2d_1 (ConvzD) (Nore, 34, 34, B4) 640
conv2d_2 (ConvzD) (Nore, 32, 32, 64) 36928
max_pooling2d_1 (MaxPool ing2 (Nene, 16, 16, 64) a
convzd_3 (ConvzD) (Mone, 14, 14, 64) 36928
convzd_4 (ConvzD) (Mene, 12, 12, 64) 369249
nax_pool ing2d_2 (MaxPool ingZ (Mene, B, B, B4) 0
convzd_5 (ConvzD) (None, 4, 4, B4) 36928
flatten_l (Flatten) (None, 1024) 0
dropout 1 (Dropout) (Mone, 1024) 0
dense 1 (Dense) (Nore, 4) 4100

Total parans: 152,452
Trainable params: 152,452
Hon-trainable parans: 0
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