SVKM's Institute of Technology, Dhule
Department of Computer Engineering
Academic Year :2021-22
Pedagogy : Innovative Practices

Sr. No Name of faculty Innovative Practice Subject Topic
ER modeling from problem
1{Bhushan Nandwalkar Virtual Lab Database Systems statement
2| Ashish Awate Crossword Puzzle Machine Learning Machine Learning Jargons
Case Study A Review of Research
on Brain Tumor Detection
3|Umakant Mandawkar Case Study Introduction to Research Techniques
4|Mayuri Kulkarni Simulation Blockchain Technology Basics of Blockchain
5|Dr. Makarand Shahade |Role Play Distributed System IPC using Message Passing
6| Ashish Awate Mind-games Discrete Mathematics The Bridges of Konigsberg
7|Mayuri Kulkarni Virtual Labs Data Structutres Binary Search Tree
8|Mayuri Kulkarni Flip Class Room Data Structures Breadth First Search
9| Ashish Awate Crossword Puzzle Compiler Design Phases of Compiler Jargons
Probability Theory & Random [Probability by using permutation &
10|Prashant Gawade Quiz Conduction Processes Combination
11|Mayuri Kulkarni Simulation IoT Circuit Design
12| Vijaylaxmi Bittal Presentation Basic Human Rights
Simulation of DNS, FTP, Web and
13| Vijaylaxmi Bittal Simulation Computer Network E-mail server configuration
Design and Analysis of Single Source Shortest Path
14|Bhushan Nandwalkar Virtual Lab Algorithm Algorithm ( Dijkstra’s Algorithm)
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ER modeling from problem statement

Virtual labs offers stutents access.to-a realistic lab experience 1 that will allow them to perform
experiments and practice their skills in a risk-free and interactive learning environment,

Benefit of the Virtual Lab:

s« Virtual computer labs provide students with unrestricted access to resources, software, and,
applications round the clock.

 Virtual labs offer a personalized and inferactive learning environment. Students cail
experiment with various software configurations.

= Virtual labs eliminate the need for redundant software installations on multiple machines.
This optimizes resource allocation, ensuring that software licenses are utilized efficiently
and reducing software procurement costs.

= In science, technology, engineering, and mathematics (STEM) fields, virtual labs offer
realistic simulations and experimerits. Students can manipulate variables, observe
outcomes, and hone their analytical skills in a controlled digital environment.

Course OQutcome:

CO1 : To Identify the basic database management system concepts and entity relationship model.




Goal:
The students will be able to understand ER model designing on virtual lab.

Reason for choosing the: particular topic (Method):

Virtual labs helps the students to simulate the problem statement to ER model and then
understand the entities and their relations between thiem so that students can apply constramts
on tables and create these tables using SQL. -

How we implemented Virtual Labs:

o The faculty has discussed the concept. of ER diagram and their symbols. Also explam
how: to read problem statements and find the required entities as per the. problem-.
statement the ptevious day =

o Faculty ask students in lab and explain the virtual lab portal and give overview of ER
diagram..

» After overview of ER diagram, students read the theory of ER diagram from v1rtua1 ab
portal. _

» Later on students read the given ptoblem statémént and start the simulation for glven
problem statement. (Given problem statement is based on school management
system). :

» Lateron students solve the given “Self Evaluation” Test and posttest on Single source
shortest path algorithm. -

Committee Members: Prof. Bhushan Nandwalkar, Coordinator
D1: Makarand Shahade Convener
Total No. of Student Benefited:
56 students patticipated from T.Y. B. Tech Computer Engineering Department.

Learning Outcomes of Activity:
The students were able to Single source shortest path algorithm.

Pre-implementation Reflection:

0 Few students are get difficulties to draw ER diagram.

Post Implementation reflection: :
« Students were able to draw ER-diagram and find the proper rélations and: constramts

o All the students enjoyed the Virtual Lab
» Students’ feedback reflected that they have understood the concept.



Qutcomes

Learning Outcomes/ Program | PO1 | PO2 | PO3 | PO5 | PO12 | PSO1 | PSO2

L01: To Identify the basic database
imanagement system concepts and 1 b1 2 1 1 1 2
entity relationship model. ' '

POs Mapped: PO1, POZ, PO3, PO12, PSOI1, PSO2

JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
MAPPED
POI1 The basic engineering knowledge help to classify ER diagram
PO2 Student will identify the entities from the problem statement-
PO3 Students will be dble draw the ER Diagram
PO5 Using modern tool students can draw ER diaram
POL2 The problem-solving skill earned through this activity helps the
students in motivating lifelong learning.
PSO1 Student ability to design the ER diagram fro given problem
' statement..
PSO2 S'tude-rits will provide the solution to Single source shortest path
' algorithm problems by applying Dijkstra’s algorithm
PO Attainment:

Rubrics for Attainment:

Attainment Level

Description

Level ] : Low

"60% of students scoring more than set attainment level in the Poll.

| Level 2 : Medium

70% of students scoring more than set attainment level in the Poll. |

Level 3 : High

80% of students scoring more than set attainment level in the Poll.

Overall Attainment: Level 3(high)

PQ’s attained: PO1, PO2, PO3, PO5, PO12, PSO1,.and PSO2

References https':__lit'tg:'}'/vlabs.iitkgp'.ac.in?s’eﬁ!-f
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Namte of Event 1

Dates :

Time :  05:00 pm
Venue :  Classroom: 209

Course Code & Title : BTCOC503 Machine Learning
Learning Strategy  : Crossword Puzzle
Topic :  Machine Learning Jargons:

‘Crossword Puzzle:

Crossword puzzle is a suitable game used to help students to. master vocabulary easily by
giving opportunity for them to memorize as much as possible:vocabulary, for there will be
many words given as cues that should be understood by-them to be able to fill the squares
with the suitable words too.

The benefit of the Crossword Puzzle:

e The crossword puzzle is a kind of word game that can help students to extend their
vocabulary knowledge. '

¢ From exam point of view it plays an important role in solving multiple-choice type
questions. '

e It can be useful for students to memorize terminology, definitions, spelling, and pairing
key concepts.

e It helps students to Improve Cognitive Abilities.

e Crosswords for students can improve their vocabulary, analytical skills, and memory.

Course OQutcome:

C02: To recognize the characteristics of machine learning that make it useful to real-world
problems and Use different linear methods for regression .and cldssification with their
optimization through different regularization techniques.

Goal:
The students will be able to improve their machine-learning vocabulary




Reason for choosing the particalar topic (Method):- .
First; crossword puzzles motivate students to remémber and understand a word's meanlng
Second, students needed to understand the words given in each clue in addition to the. word
in the grid, resulting in ‘increased’ vocabulary. In addition, a crossword puzzle is used to
-empower, engage, and stimulate a classroom by putting students at the Cenire of the leammg
process. -

‘How-we implemented Brainstorming: -
@ Atthe end of the chapter or module faculty developed a crossword grid with: clues
using the online platform..
s A crossword puzzle of 20 to 25 clues was given to the students.
The students discussed with their peers and completed the puzzle.
After completion of the puzzle activity, the faculty member discussed the answe
to make the students aware of the correct answer. :

Committee Members: Prof. Ashish Awate, Coordinator
Dr. Makarand Shahade, Converier
Total No. of Student Benefited:

62 students participated from the Third Year B. Tech Computer Eng_inee_ring. Départme‘nté

H

Learning Outcomes of Activity:
The studenis were able to improve their machine-learning concepts, Vocabulary, analy‘ucal
skills, and memory. .

Pre-implementation Reflection:

¢ Few students found it difficult to complete the puzzle
e Students just might not have the necessary knowledge to complete crossword puzzles

Post Implementation reflection: :
o The crossword puzzle activity was very 1nterest1ng and students ‘were able to 1dent1fy the
appropriate jargon in machine learning. !

o Vocabulary of the terms related to machine learning is improved.
e Student’s understanding of basic machine learning concepts is improved.
o This activity helps to test the level of understanding of the students.

Learning Outcomies/ Program Outcomes| PO1 | PO2 | PO3 | PO9 | PO10 P012

LOI: ToRecognize the characteristics of _ .
machine learring that make it useful to real- 2 2 2 2 1 2
world problems. |




'POs Mapped: PO1, PO2, PO3, PO10, PO12

JUSTIFICATION FOR MAPPING:

PO/PSO JUSTIFICATION
MAPPED
PO1 Students will be able to understand the concept of characteristics |
' of machine learning
Students will be able to choose the appropriate machine learning
PO2 ) . ) )y o :
type while approaching the problem. _
. Students will be able to apply machine learing concept while
PGO3 ot 1s . .
building model.
~1 Students communication skills will be improved as they discuss
PO10 SRR, -
the answers with peers
- The problem-solving skill earned through this activity helps the
PO12 T
students in motivating life long learning.

PO Attainment:

Rubrics for Attainment:

Attainment Level | Description

Level 1 : Low

‘Level 2 : Mediam

Level 3 : High

Overall Attainment: Level 3(high)

PO’s Attained: POI, PO2, PO3, PO10, PO12

References: https://puzzlemaker.discoveryeducation.com/criss-cross

60% of students scoring niore than set attainment level in the Poll.
70% of students scoring ‘more than set attainment leve] in the Poll.
80% of students scoring more than set attainment level in the Poll.
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Name of Event : INNOVATIVE PRACTICES

Dates 25 October 2021
‘Time + 05:00 pm
Yenue :  Class room : 208

Course Code & Title. : Introduction to Research

Learning Strategy  : Case Study

Topic :  CaseStudy A Review of Research on Brain Tumor
Detection Techniques

Title: A Review of Research on Brain Tumor Detection Techniques using Medical Imaging
Modalities

Introduction:

Brain tumeors pose significant challenges in terms of diagnosis and treatment, making early and
accurate detection crucial for patient outcomes. This review paper aimis to provide an overview-
of existing research on brain tumor detection techniques using medical imaging modalities such
as Magrietic Resonance Imaging (MRI), Computed Tomography (CT), and Positron Emission

Tomography (PET). By synthesizing findings from empirical studies and technical
developrents, this review séeks to highlight the strengths and lintitations of current detection

methods and identify areas for further research and improvement.

Research Objective:

The primary 'objective of this review paper is to critically evaluate the existing literature on brain
tumor detection techniques using medlcal imaging modalities, Specifically, the study aims to:
Sunmimarize key findings and trends in research on brain tumor detection using MRI,.CT, PET,
and other imaging modalities. Evaluate the accuracy, sensitivity, and specificity of different
imaging techniques for. detectmg brain tumors across various pat::ent ‘populations and tumor
types. Discuss advances in imaging technology and image processing al gorithms aimed at
improving the efficiency and. reliability of brain tumor detection.

Identify challenges and limitations in current detection methods and propose directions for future

research and development.



Methodology:

Literature Search: A systematic search of academic databases, joumals and conference
proceedings will be.conducted to 1dent1fy relevant research articles, reviews, and- techmeal '
reports on brain tumor detection using medical imaginig modalities. ;
Inclusion Criteria: Studies focusing on brain tummor detection techniques using MRI, CT, PET
or other imaging modalities, published in peer-reviewed journals or reputable sources, will be
included in the review.

Data Extraction: Relevant data.and findings from selected studies will be extracted and
organized according to key themes and research guestions.. ;
Synthesis and Analysis: The synthesized literature will be analyzed to 1dent1fy common trends,
methodological differences, and areas of consensus-and controversy. The review will prov1de a
critical assessment.of the strengths and limitations of existing detection methods and h1gh11ght
emerging technologies and apptoaches..

H

Results: —

Key Findings and Trends: The review will summarize key findings from the literature on bram
tumor detection using different imaging modalities, 1nclud1ng MRI, CT, and PET. This will:
include discussions on the sensitivity, specificity, and diagnostic accuracy of each modahty, as
well as comparisons between modalities.

Technological Advances: The paper will discuss recent advances in imaging technology and
image processmg algorithms aimed at improving brain tumor detection. This may include
developments in high-resolution imaging, machine learning-based classification algorlthms and
multimodal imaging approaches. i
Challénges and Limitations: The review will identify challenges and limitations in current
brain tumor detection methods, such as the need for improved image segmentatlon al gonthms
‘variability in image interpretation, and the presence of artifacts and noise in imaging data. |
Fature Directions: Based onthe synthesized evidence, the paper will propose directions for
future research and development in brain tumor detection, including areas for further '
technological innovation, clinical validation’ studies, and interdisciplinary collaboration.
Conclusion: .
This review paper prowdcs a comprehenswe overview of research on brain tumor cletect10n '
techniques using medical imaging modalities. By synthesxzmg findings from empirical stuches
‘and technical developments, the study offers insights into the current state of the art, challenges
-and opportunities in brain tumor detection. The findings contribute to our undetstanding of the
strengths and limitations of existing detection methods.and inform discussions on future researeh
directions aimed at improving early and accurate diagnosis of brain tumors. -
References:

1) Tiwari, Arti, Shilpa Srivastava, and Millie Pant. "Brain ‘tumor segmentatlon and
~ classification from magnetic resonance images: Review of selected methods from 2@14 to
2019." Paiterr recognition letfers 131 (2020): 244-260.

2) Togagar, Mesut, Burhan Ergen and Zafer Comert. "BrainMRNet: Brain tumor detectlon.

using magnetic. resonance images with a novel convolutional heural network
model." Medical hypotheses. 134 (2020): 109531, =



Committee Members: Umakant Mandawkar, Coordinator
Dr. Makarand Shahade, Convener
Total No. of Student Benefited:
61 students participated from Third Year B. Tech Computer Engineering Department.
Learning Qutcomes of Activity:

Understanding Research Methodologies: Students will gain familiarity with the process of
conducting a literature review, including systematic search strategies, selection criteria for
inclusion of studies, and methods for data extraction an'd'SYDthes'i_S.

Critical Evaluation of Existing Literature: Students will develop the ability to critically
evaluate research papers and technical reports, assessing the strengths and limitations of different
detecfion techniques, imaging modalities, and methodelogical approaches employed in brain
tumor detection research,

Synthesizing Findings: Students will learn how to synthesize findings from multiple studies,
identifying common trends, methodological differences',-_- and areds of corisefisus-and controversy
in brain'turnor detection literature.

Identifying Gapsin Knowledge: Through the review process, students will identify gaps in
existing knowledge and areas for further research and development in brain tumor detection,
such as the need for improved imaging technology, image processing algoritlims, and clinical
validation studies.

Communicating Research Findings: Students will develop communication skills by
summarizing key findings and trends from the literature review in a coherent and structured
manner, as demonstrated in the case study report:

Critical Thinking and Problem-Solving: Students will engage in critical thinking and problem-
solving activities; analyzing complex research findings and proposing direéctions for future
research 'aimed-at-addreSsing challenges and limitations in brain tumor detection.
Interdisciplinary Collaberation: Students may collaborate with peers.or experts from
mterdlsmplmary fields, such as medical i imaging, oncology, and computer science, to gain
insights from diverse perspectives and approaches to ‘brain tumor detection research.

Ethical Considerations: Through the review process, students may encounter ethical
considerations related. to patient privacy,. informed consent, and responsible conduct of research
in the field of medical imaging and brain tumor detection.

By engaging in a case study on reviewing a reséarch paper on brain tumor detection, students can
develop arange of research-related skills and competencies essential for conducting iridependent
research and contributing to advancements in the field of medical imaging and healthcare.




Pre-implementation Reflection:

‘1. Challenges or obstacles students anticipate éncountering during the case study

2. 'What are your expectations for the case study

3. How will you ensure that your review process is.conducted with integrity and respect for
ethical standards? :

Post Implementation reflection:

Learning Outcomes Achievement: Reflect on-the learning outcomes of the case study. To what
extent do you feel vou achieved the intended learning objectives, such as understanding research
methodologies, critically evaluating existing literature, and synthesizing findings? '

Knowledge Acquisition: Consider the new knowledge and insights you gained from rev1ew1ng

research papers on brain tumor detection. What specxﬁc information of ﬁndmgs stood out tg —
you? How has your understanding of brain tumor detection techniques-and medical i 1mag1ng L
modalities evolved as a result of this activity?

Critical Thinking and Analysis: Reflect on your ability to eritically analyze and evaluate the
rescarch papérs. What criteria did you-use to assess the quality and validity of the. studies? How
did you weigh conflicting findings or interpretations in the literature? -

Learning Outcomes/ | PO1 | PO2 | PO4 | PO6 | PO10 | PSO1 | PSO2 | PS03
Program OQutcomes

— ) 2 2 |2 | 2 2 2 3 | 2
LO1: Identity a research ' '

problem to be
investigated.

POs Mapped: PO1, PO2, PO4, PO6, PO10, PSOs Mapped : PSO1, PSO2, PSO3

JUSTIFICATION FOR MAPPING
PO/PSO JUSTIFICATION
MAPPED

Students demonstrate: their ability to apply their knowledge of
mathematics, science, engineering fundamentals, and

PO specialized aréas to recognize research gaps and formulate
relevant research guestions.
To identify and formulate complex engineering problems. By
PO2 learninig to identify research problerns, students develop critical

thinking skills and learn to articulate clear and well-defined
research queéstions or objectives,




PO4

Studerits learn to conduct research-based investigations. to
address complex engineering problems. They develop skills in

designing experiments, collecting and analyzing data, and

synthesizing informationto draw valid conclusions.

PO&

Identifying. research problems involves comsidering societal,

health, safety, legal, and cultural issues relevant to en'gin‘eer‘in‘g
practice. as students learn to-assess the societal imp_licat'ions-.-of
their research questions and consider the broader impact of their
work on society

PO10

Effective communication of research problems is crucial for
«collaboration, feedback, and disseminatiori of findings. This
outcome relates to PO10, as students develop skills in

comimunicating tesearch questions clearly and effectively to

diverse audiences, including peers, instructors, and stakeholders.

PSO1

By identifying research problems, students showcase their
proficiency in recognizing areas where further investigation or
development is needed, spanning multiple fields such as web

‘development, data seience; and ¢loud computing

PSG2

Students develop problem-solving skills by pinpointing issues

and formulating research questions that can lead to innovative
computer-based solutions. This mapping highlights the.
practical application of problem-solving methodolegies in
addressing real-world issugs within the fealm of computer
science and related fields.

PSO3

By recognizing research gaps and formulating televarit
questions, students showcase their ability to leverage modern
tools and techniologies to innovate and shape their careet paths
in areas such as-data‘science, web development, cybersecurity,
and more. This alignment emphasizes the role of research
problem identification in preparing studerits for successful
careers in the ever-evolving field of computer science and
technology.

PO Attainment:

Rubrics for Attainment:

Attainment Level

Description

Level 1: Low

60% of students scoring more-than set attainment level in the Poll. {

Level 2 : Medium

70%-of students scoring mote than set attainment level in the Poll.

Level 3. : High

"80% of students scoring more than set attainment level in the Poll.

Overall Attainment: Level 3(high)

PO’s Attained: PO1, PO2, PQ4, PO6, POL10 PSO’s Attained: PSO1, PSO2, PSO3




Results before and After the Event

100
90
80
70
60
50
40
30
20
10

™ % of students Scoring
above 80 %

Pre-Test Post-Test

Fig. PreTest and PostTest Poll Before & After of Event

e N

. Umakant Mandawkar A Dr. Makarand Shahade
Event Coordinator { ' HOD, Computer Engineering

{5y :A-\\%

()



\
i

"5
-+ Fotfoetrr.

Tk

24

o
e

‘Shri Vile Parle Kelavani Mandal’s

Institute of Technology, Dhule
Approved by AICTE & Affiliated to DBATU
DEPARTMENT OF COMPUTER ENGINEERING
AY 2021-22

INSTITUTION'S
INNOVATION
COUNGIL

Mty of HRD lndagivat

Name of Event + INNOVATIVE PRACTICES

Dates o 22 'N.OV._ZOZ:I
Time : 05:00 pm
Venue :  Class room : 209

Course Code & Title : BTCOC504(A) & Blockchain Technology
Learning Strategy  :  Simulator
Recourse person :  Prof. Mayuri Kulkarni

Blockehain Simulation Tools:

Simulation is a decision analysis and support tool. Simulation software allows students to
understand the various concepts of block-chains as Block, Nonce, hashing address and mining
procedure,

Objectives:

¥ The objective is to present the design and implementation of a simulator where Block chain
can be implemeiited in a simple.

» Simulation modeling shows the role of previous address and nonce importance for
generating the new hash address by considering data contents.

» It provides an important method of which reflects for the same data block chain.
fundamentals are responsible to generate new addresses.

> A key goal is to encourage the free flow of ideas.




o Activity Details:
1. The working of simulation is explained in the class.
2. Later the Blockchain Demo link is provided to students and asked them to check the
values of nonee, hash for same data and for different data. =
3. Later explain the concept of Peer and performed the same operations on the. peers
4. Analyzed the results with and without peer. :
5. It indirectly helps the students to gain insight about block, mining; hashing and nonce

T:c‘t_al__'No. of Student Benefited:
69 students participated from B. Tech Computer Engineering Department.

Learning Outcomes of Activity:
The students were able to understand the concept of block, miner, nonce, pervious address and

hash function. -~
Pre-implementation Reflection:

e Some students were unable to understand the importance of previous hash furiction
for generating new hash address.

Post Implementation réflection:

o Students.were able to.do the simulation as explained.

¢ All the students actively participated and enjoyed the conversation.

e Students™ feedback reflected that they have understood the concepts.

Learning Qutcomes/ Program Outcomes PO1 | PO2 | POS | PO12 PSO 1

TLO1 To recognize various concepts in blockchdin :
technology such as Ledger,; Public Ledger, block and. 3 2 1 1 1
blockchain, hashing function, hdshing properties.

POs Mapped: PO1,PO2,POS5,PO12,PSOL

JUSTIFICATION FOR MAPPING

PO/PSO MAPPED | JUSTIFICATION

To gain and apply Knowledge of Engineering fundamentals such as’ Ledger,
PO] Block in a block chain, Hashing function, Markel Tree ‘and Securlty Aspects of
o Blockchain .

To Identify the role of different properties associated with blocks to make-

PO
02 systéeim'more efficient using mathematical and erigineering scxences
PO5 The students can learn and use-of different modern tools. :




To apply basics of block, ledger and blockchain are required throughout the

a0 application designing in application development domain
Ability to understand Ledger concepts and operation on public ledgers. To
PSO1 analyze different properties associated with hash functions and compare

different hashing functions.

PO Attainment:

Rubrics for Attainment:

Attainment Level Description

Level 1 : Low

60% of students scoring more than set attainment level in the Poll.

Level 2 : Medium 70% of students scoring more than set attainment level in the Poll.

Level 3 : High

80% of students scoring more than set attainment level in the Poll.

Overall Attainment: Level 3(high)

PO’s Attained: PO1,PO2,PO5,PO12,PSO1
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Name.of Event : INNOVATIVE PRACTICES

Dates 1 02" Dec. 2021
Time : 05:00 pm
Venue :  Class room : 205

Course Code & Title BTCOC402 Distributed System
Learning Strategy : Role Play
Topic :  IPC using Message Passing

‘Role play:
Role play éncourages participation among passive learners, adds dynamism to the classroom
and promotes the retention of material.

Benefit of the Role play:

= Students immediately apply conterit in a relevant, real world context.

+ Students can transcend and think beyond the confines of the ¢lassroom setting.

o Students see the relevance of the content for handling real world situations..

o The ‘instructor and students receive immediate. feedback with regard to student
understanding of the content.

= Students engage in higher order thinking and learn content in'a deeper way.

o Instructors can create useful scenarios when setting the parameters of the role play
whenreal scenarios or contexts might not be readily available.

Course Qutcome:
CO1: Understand the concept of architecture and communication systems in Distributed Systems.

Goal: _
The students will be able to apply various scheduling algorithms.

Reason for choosing the particular _topii_:-.(_Method):
Students are asked to “act out” so they get a better idea of the concepts and theories being




discussed. Role play helps the students to visualize the functioning of IPC using Mess'aége
Passing. In addition, role play is used to empower, engage, and stimulate a classroom by
putting students at the Centre of the learning process. i

How we lmplemented Role play:
. The faculty has discussed the concept of IPC using Message Passing on the pre evmus
day and askedwillingness from the students to- role play the concepts.on the next day
e The students formed groups and prepared for the role play. :
s The students enacted IPC using Message Passing. ;
s Three processes, one sender and: two receivers to be executed by Message passmé
» Students have taken the role of sender and receiver.

L

Committee Members: Dr. Makarand Shahade, Coordinator and Convener iy,
Total No. of Student Benefited:
22'-s’tude'_ntspart-iéipated from B. Tech Computer E-ngi'neeﬁng Department.

Learning Outcoimes of Activity:
The students were able to demonstrate IPC using Message. Passing.

Pre-implementation Reflection:

0 Some students were not willing to participate which necessary for the execution of
thetole is playing activity.
(1 Less number of students was involved in the activity.

Post Implementation reflection: ;
e Students were able to identify and apply the working of Inter process commumcatxon
o All the students enjoyed the activity. :

o ‘Students” feedback reflected that they have understood the.concept.

Learning Outcomes/ Program | PO1 | PO2 | POY | PO10 | PO12 | PSOI
Outcomes

LO2: Understand the Inter process 1 2 ) 1 2 3
communication in system and excoding
and decoding of message data, group
commiunication.

POs Mapped: PO1, PO2, PO9, PO10, PO12, PSO1

JUSTIFICATION FOR MAPPING



PO/PSO JUSTIFICATION
MAPPED
PO1 Student will Apply the knowledge of Message passing system
' to solve issue in IPC
PO2 Student will Analysis the Inter process communication working
§ using Message passing
POY Students teams de_mm_ls_tr-aie- how to solve issue in IPC by
ST message passing using role play
PO10 Students Can Communicate working of Inter process
communication.
POI2 Student can Apply the concept of Inter process communication
' in Distributed Systems.
PSO1 ‘Student ability to Leaner and Analyze Inter process
' communication by Message Passing
.,-“‘\;5
PO Attainment:

Rubrics for Attainmerit:

| Attainment Level | Description
Level | : Low 60% of students scoring more than set attainment level in the Poll
Level 2 : Medium | 70% of students scoring more than set attainment level in the Poll..
Level 3 : High 80% of students scoring more than set attainiment level in the Poll..

Overall Attainment: Level 3(high)-

PO’s Attained: PO1, PO2, PO9; PO10, PO12, PSO1

-, References:
htps://sere.carleton.edu/introgeo/roleplaying/whatis htmi
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Name of Event :

Dates : 24 December 2021
Time : 05:00 pm

Venue : Classroom : 208

Course Code & Title: : Discrete Mathematics
Learning Strategy = Mind-games
Topic : The Bridges of Kinigsberg

The Bridges of Konigsberg:

This is a historical puzzle involving a tiver and a series of islands connected by br‘i'd'ges. The
challenge is to determine whether it's possible to walk through the city, crossing each bridge
exactly once and returning to the starting point. This problem. led to the development of graph
theoty, which has applications in computer science, transportation planning, and more. Tt's a
fascinating exploration of network connectivity and traversal.

o Objective:

‘The objective of the mind game associated with "The Bridges of Kénigsberg" problem is to explore

the concept of graph theory and develop problem-solving skills in the context of network
‘connectivity. The problem involves a historical scenario where the challenge is to determine
whether it's possible to walk through the city of Kénigsberg, crossing each of its seven bridges
exactly .once and returning to the starting_poiht. Through this challenge, participants aim to:

‘Understand Graph Theory: The problem serves as an introduction to graph theory, a branch.of
discrete mathematics that studies the properties of graphs, which consist of vertices (nodes)
connected by edges (lines).

Apply Graph Theory Concepts: Participants learn to represent the city of Konigsberg as a graph,
where the landmasses are vertices and the bridges are edges. They apply concepts such as degree

e
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(number of edges incident to a vertex) and Euletian paths (paths that traverse each edge. e}i;actly

once).

Develop Problem-Solving Skills: By attempting to solve the problem, participants. exercwe
critical thinking, logical reasoning, and creativity. They:learn to devise strategies to nav1gate the
city while obeying the censtraints of the problem.. :

Appreciate Real-World Applications: The problem's historical context and its relevance to graph
theory highlight the practical applications ‘of discréte mathematics in various fields, meludmg
transportation planning, computer science, and network analysis.

o Activity Details: The following topics-are covered
1. ‘Student pr0V1ded ith followin

2.
3. Students Ask to give

a. the network correspondingto The Bridges- of Konigsberg

b. Euler Network

¢.. Non-Euler Network

d. Can you find a way to access-each bridge only once
4. Students will discuss with peers and provide a solution. ,
5. At Last course coordinator will provide and discuss the solution. ‘

° Total No. of Student Turned up:

36 students participated from $. Y. B. Tech. D’eparfme_nt.of_Computer'Eng’in‘éering

e Outcoine of Activity:

The -ouitcome of the. mind game associated with "The Bridges of Konigsberg" ty;iically
results. in participants gaining a deeper understanding of graph theory concepts and
problem-solving strategies. Here are some potential outcomes:

Solution Exploration: Participants may work individually or in groups to explore
different approaches to solving the problem. They may attempt to devise strategies for
traversing the city of Konigsberg while-crossing each bridge exactly once and returmng
to the starting point.

Discovery of Eulerian Paths: Through experimentation and ‘analysis; partlcxpants may
discover the concept of Eulerian paths; which are paths that traverse each edge of a graph

)



exactly once. They may realize that the problem of traversing the bridges-of Konigsberg
is closely related to finding Eulerian paths in a graph.

Appreciation of Graph Properties: Participants may develop an appreciation for the
properties of graphs, such as degrees of vertices and connectivity. They may observe how
the-configuration of bridges in Kénigsberg forms a specific type of graph and learn how
to analyze its properties.

Discussion and Collaboration: The mind game often fosters discussion. and
collaboration among participants as they share ideas, insights, and strategies for
approaching the problem. Collaborative problem-solving encourages teamwork and
communication skills.

Learning Through Failure: Participants may encounter challenges and setbacks as they
attempt to solve the problem, but these expetiences can be valuable learning opportunities:
They may learn. from their mistakes, refine their strategies, and develop resilience in
problem-solving.

Learning Qutcomes of Activity:
e Students can apply the Buler path and Buler cycle..
o Student able to learn traversing of graph,
s Students learn the importance of graphs in real worls.

Pre-implementation Reflection:

¢ Few students found it difficult to complete the mind game.
¢ Students j_ust .mi_ght not have the necessary knowledge how to of traverse the bridges of
Konigsberg optimally.

Post Implementation reflection:

o Students were able to identify and apply the traversing of the bridges of Konigsberg.
»  Ali the students enjoyed the activity.

e Students’ feedback reflected that they understood the concept.

POs Mapped: PO1, P02, PO3, PO12,
PSO Mapped : 1,2_,3

3°a.r"_'“-g Outcomes/ Program po1 | PO2 | PO3 | PO12 | PSO1 | PSO2 | PSO3
Outcomes

LOI: Design innovative solutions for
traversing the bridges of Konigsberg
‘while meeting the specified constraints.




JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
MAPPED
While the problem doesn't directly involve applying engineering knowledge it.
PO1 does’ require participants to: apply mathématical and logical reasening SklﬂS
which are foundational to engineering knowledge.
: Participants must identify and analyze the complex problem of traversmg the.
PO2 bridges of Konigsberg, considering the constraints and possibilities involved.
. The problem requires participants to design a solution for traversing the brldges
PO3
: of Konigsberg while obeying the given constraints. .
PO12 Participants.engage in independent learning and problem-solving as they explore :
Co the problem and develop their inderstanding of graph theory-and its applications. |
Comprehend, analyze, design, and implement computer programs: Participants
PSO] in the mind game must comprehend the problem statement; anatyze the
" constraints, design strategies for traversal, and potentially implement algorithms
to solve it.
The mind game challenges participants to solve the problem of traversing the
PSO2 bridges of Kénigsberg using mathematical and algorithmic approaches,
demonstrating problem-solving skills.
While:the problem itself may not directly involve modern computer tools,
participants may leverage computational thinking and algorithmic skills, which
PSO3 are essential in various modern computer-related fields. Engaging in such mind
games fosters creativity and innovation, which are valuable for buildinga
successful career in computer science and related areas.
PO Attainment:

Rubrics for Attainment:

Attainmient Level | Description

Level 1 : Low

50% of students scoring more than set attainment level in the Exam

Level 2+ Medium | 60% of students scoring more than set attainment léve] in the Exam.

Level 3 : High

70% of students. scoring more than set attainment level in the Exam

Overall Attainment : Level 3(high)

PO’s Attairied : PO1, PO2, PO3,PO12 PSO’s Attained : PS01,2,3

-
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Name of Event :  INNOVATIVE PRACTICES

Dites + 15" January 2022
Time : 09:00 am
Venue o 209

Course Code & Title : BTCOC302 Data Structures
Learning Strategy  :  Virtual Labs
Topic :  Binary Search Tree Operations

Virtual Labs:

Virtual Labs project is an initiative of Ministry of Education (MoE), Government of India
under the aegis of National Mission on.Education through Information and Communication
Technology (NMEICT).

Course Quicome:
€os: To implement data structures.as search trees.

Committee Members: Ms. Mayuri Kulkarni, Coordinator.
Total No. of Student Benefited:.

Conducted for each practical batch. 69 siudents participated from S.Y. B. Tech -Computer
Engineering Department.

Learning Outcomes of Activity:
The students were able to demonstrate various operations. o BST.

Pre-implementation Reflection:

e Students were not confident about insertion.and deletion operation in BST.

NI
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Post Implementation reflection:
- Students demonstrated operation like Insert, Search, Delete in.a BST.
» Student got clear idea how to implement the BST using C language.

Learning Outcomes/ Program | PO1 | PO3 | POS | PO12 | PSO1 | PSO2
Qutcomes

ELO7: Students will be able to 9 ) 3 2 3
Implemen’fc_lata structures as single- '
and double linked list..

POs Map_ped_: PO1, PO2, POS5, P0O9Y, POIL0, PO12, PSO1, PSO2

JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
MAPPED
: Student will Apply the knowledge of engineering to implement
POl BST :
PO3 Student will design solutionusing BST for real world problems
Students will use modern IDE tools like Virtual labs from
POS5 . e A . :
anywhere to learn and clear their concepts
POL2 Student can apply the concept of BST data structure toreal world
' problems. '
PSO1 Student ability to analyze and implerment the operations of BST
y Students will provide the solution to real world problem with
PSO2 BST

PO Attainment:

Rubrics for Attainment:

Attainment Level | Description

Level 1 : Low

| 60% of students scoring more than set attainment level in the Poll. |

Level 2 ;: Medium

70% of students scoring more than set attainment level in the Poll. |

Level 3 : High

Overall Attainment: Level 3(high)

PO’s Attained: PO, PO3, POS5, PO12, PSO1, PSO2

80% of students scoring more than set attainment Jevel in the Poll..!

o
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Name of Event, : INNOVATIVE PRACTICES

Dates : 17 January 2022
Time ¢ 09:00 am
Venue: :  Classroom: 209 & MS Teams

Course Code & Title : BTCOC303 Data Structures

Learning Strategy  :  Flip Class Room
Topic :  Breadth First Search

Flip Class: Room:

A flipped classroom is an instructional strategy and a type of blended learning, which aims to
increase student engagement and-learning by having leamers. complete readings or watching
instructional material at home: and work on live problem-solving during class time. This
pedagogical style moves activities, including those that may have traditionally been
considered homework, into the clagsroom. With a flipped classroom, students watch online
lectures, collaborate in online discussions; ‘or carry out research at home, while actively
engaging concepts in the classroont, with a mentor's guidance. '

The benefit of the Flip Class Room:
e Instructors'spend less time on introducing new topics.
Learners develop Independent Learning Skills.

L 4

e Instrictor can ¢reate more Engaging Lessons.

e Instructors can Ré-use the coritent they create.

¢ Learners ar¢ able to build a déepet understanding.

‘e Learners find classroom time more interesting.
Goal:

The flipped learning model deliberately shifts instruction to a learner-centered approach, whgre
in-class time. is dedicated to exploring, topics in greater depth and creating rich learning

opportunities




Reason for choosing the particular topic (Method): -
“The sample topics sefectéd vnder the fllp classroom as Breadth First Search to convery the. concepts as

traversal algorithm.

How we implemented Flip Class Room:
e Shared Short video link on MS Teams Platfornm.
s.  This _preclass content engages to the point ,allowing students to grasp the
fundamentals of before class.
# Provided additional resource as Virtual lab instructional material for deeper
understanding: :
e During lecture conduction ,r_nov_ed beyond as given the problem on the -s'ame’:topic .
which was unsolved in the provided video and instructional material. _
e This activity focused on the application of the concept to solve the problem which &.,
enhances the skills as analysis. i
As the learners were solving the problems provided time to time instructions.

Committee Members: Prof. Mayuri Kulkarni, Coordinator
‘Dr. Makarand Shahade, Convener
Total No. of Student Benefited:

61 students participated from the Second Year B. Tech Computer Engineering Depart_menté |

Learning Outcomes of Activity:
The students were. able to. improve their data structures concepts on graph.

Pre-implementation Reflection:

« Students just might not have the necessary knowledge to complete flip class room
activity. K

Post Im_plementatiun- reflection:

a Students found that video lecture provided on topic enhance thieir learning skills.

a  Students understood the cocepts as initialization,exploration and termination in'BST.
o This activity helpsto test the level of understanding of the students.

Learning Outcomes/ Program { POl | PO3 | PO5 | PO12 | PSO1.| PSO2
Outcomes.

ELO7: Students will be able to 2 2 3 2 2 2
Implement data structures as single '
and double linked list.

POs Mapped: PO1, PO2, PO5, POY, PO10, PO12, PSO1, PSO2



JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
MAPPED
PO1 Student will Apply the knowledge of engineering to implement BST
PO3 Student will design solution using BST for real world problems
PO5 Students will use modern IDE tools like Virtual labs and flip classroom
from anywhere to learn and clear their concepts
PO12 Student can apply the concept of BST data structure to real world
problems.
PSOI1 Student ability to analyze and implement the operations of BST
PSO2 Students will provide the solution to real world problem with BST

PO Attainment:

Rubrics for Attainment:

Attainment Level | Description

Level 1 : Low 60% of students scoring more than set attainment level in the Poll.
Level 2 : Medium | 70% of students scoring more than set attainment level in the Poll.
Level 3 : High 80% of students scoring more than set attainment level in the Poll..

Overall Attainment: Level 3(high)

PO’s Attained: PO1, PO3, POS, PO12, PSO1, PSO2
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Name of Event . INNOVATIVE PRACTICES

Date- : 04/05/2022
Time ¢ £5:00 pm
Venue- :  Clasg room: 210

Course Code & Title : BTBS404 Probability Theory-and Random Processes
Learning Strategy ~ : Quiz Conduction.
Topic : Probability by using permutation and Combination

Quiz Conduction.
Quizzes can motivate students to study and engage with the material. Quizzes can encourage
participants.

Benefits of Quiz Conduction..
o Active Engagement: Quizzes fequire students to actively participate in their learning
" process by recalling and-applying knowledge. This interaction improves their
compréhérision and recall of the subject.

s Rapid Feedback: Quizzes give students rapid feedback on their performance, allowing
them to understand their strengths aid weaknesses. With this feedback, students can
quickly fix any misconceptions or gaps in their understanding.

s Learning Assessment: Quizzes are a formative assessment technique that educators use
to test students' grasp of the topic. Using quizzes, educators can determine. whether
1eam1ng objectives are being fulfilled and tailor their instruction accordingly.

e Motivation: The thought of a quiz might encourage pupils to study and practice the
content on a regular basis. Quizzes instill a sense of accountability and motivate pupils to
stay:




Course OQutcome: =
CO1: Find probability of glven events Using using permutation and Comhmatlon and
Translate real-world problems into probability models. i

Session Objective:

Students will be able to find probability of given events Using using permutatlon and
Combination and Translate real-world problems into probability models.

Reason for choosing the particular topic (Method): -
Permutation and Combination is very important topic in probability theory. There will be one
question every time asked in GATE examinations and also in other competitive exams.on tlus
topic there will be so many questions in aptitude tests. So overall this topic helps. students in
-many competltwe exXams:

How we Conducted Problem Solving session. ) =
s The faculty explained the concept of Pelmutatmns and Combinations Laplace the s
day before and asked students whether they were willing to apply the concept on
next day. =
e The faculty give some questions:to students on same-concept and asked the. students to
solve. ;

o The students formed groups and discussed the questions.
e  Most of the students of class solve all given problems.

Committee Members: Mr. Prashant Gawsade (Course Coordinator)
Total No. of Student Benefited:-
51 students participated from S.Y. B. Tech Computer Enginéering Department.

Learning Outcomes of Activity:
The'students were able to find Probability using permutation and combinations. {

Pre-implementation Reflection:

(3 Some students were not interested to participate in this session.
[1 Less confidence.

Post. Implementation reflection:

s Students were able to find Probability using permutation and combinations.
e All the students enjoyed the Session,

o Students’ feedback reflected that they have understood the coneept.



Learning Outcomes/ Program Outcomes PO1 | PO2 | PSO1 | PSO2

LO1: The students will be able to find Probability using
permutation and combinations. 2 2 1 2

POs Mapped: PO1, PO2, PSO1, PSO2

JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
MAPPED
PO1 Basip knowledge of Mathematics is use to translate real-world
problems into probability models and giveits solution.
PO Formulate real-world problems into probability models-and find
its probability
' Probability theory is utilized in computer networks and security
PSO1 for mod'eli'ng network traffic, analyzing network protocols, and
assessing security risks
PSO? The knowlédge of concepts of prgbability is use to provide
computer based solution for the real-world problems.

PO Attainment:

Rubrics for Attainment::

Attainment Level

Description

Tevel 1 : Low

“60% of students scoring more than set attainment Jevel in the Poll.

Level 2 : Medium

70% of students scoring more than set attainment level in the Poll.

Level 3 : High

80% of students scoring more than set attainment level in the Poll.

Overall Attainment: Level 3(high)

PO’s Attained: PO1, PO2, PSO1, PSO2,

References: 1. Fundamentals of Statistics by 8. C. Gupta.
2. Probability and Statistics by T Veerarajan
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Name of Event : ' / PRACT
Dates : 13" April 2022
Time : 05:00 pm
Venue. :  Classroom: 208
Course Code & Title : BTCOC604 Internet of Things
Learning Strategy  :  Simulator
Topic ¢ Circuit Design
Tinkercard Simulation
Simulation is a decision analysis and support tool. Simulation software allows:students to
understand the various concepts of circuit design and virtual testing of hardware before
purchasing the actual devices (Hardware)
Objective:.
The objective: of this activity is to
M « Students will be able to understand the basics of circuit design.

o Student will be able to leain & understand working mechanism of IoT application on
simulation environment.

Activity Details:

1. The simulator access and available virtual ardunio board explained.

2. Given the idea about basic elements of electronic devices as resisters .diodes,capacitors and
-gates.

3. Later explained basic principals of components interfacing.

4. After that shown the interfacing of ardunio. uni with LED.

5. Later at code editor written code for the LED blinking with delay.

6. Shown the result at simulation environment.




Total No. of Student Benefited:

69 students participated from the Third Year B. Tech. Computer Engineering Depatnﬁent_?:

Learning Qutcomes of Activity: .
The studerits were able to-understand the interfacing concepts of the electronic components
with ardunip and sensors/actuators. -

Pre-implementation Reflection:

e Few students found it difficuit to interface the componets with the ardunio.

Post Implementation reflection:

. Stu_de_nts were able to do the simulation as explai_ned.. R
» All the students actively participated and enjoyed the conversation, N
o Students’ feedback reflected that they have understood the concepts.

ILearn__ing Qutcomes/ Program Quicomes PO1 | PO2 | PO3 | POS PO 12 | PSO2
e N 1T 1 1] 2 | 1 1
TLO1 To discuss 'dlfferent'Mlcro'controller boards

such as Arduino and RaspbetryPi. '
POs Mapped: PO1, P02, PO3, PO3, PO12, PSO2
JUSTIFICATION FOR MAPPING
PO/PSO JUSTIFICATION
MAPPED ' O
PO1 Apply the knowledge of engineering fundamentals of IoT circuit desxgn g
PO2 | Identify the various boards, sensors, actitators.
PO3 Design solution for real time applications on simulation platforms.
POS Use'of modern tools to design the IoT application circuit and to test the otitput
.on virtual environment.
POI12 Ability to engage the life-long learning in context with techriological change
PSO2 To understand the standard practice in IoT Circuit design. -




PO Attainment:

Rubrics for Attainment:

Attainment Level Description

Level 1 : Low 60% of students scoring more than set attainment level in the Poll.
Level 2 : Medium 70% of students scoring more than set attainment level in the Poll.
Level 3 : High 80% of students scoring more than set attainment level in the Poll.

Overall Attainment: Level 3(high)

PO’s Attained: PO1, PO2, PO3, POS5, PO12, PSO2

Result Before and After Event

160
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Fig. Feedback of Event After & Before Test
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Name of _Eveht + INNOVATIVE PRACTICES

Dates 4 st gt 18k 10 2 (s MAY 2022
Time :  03:00pm t0.05:00pm
Venue '+ Class room @ 208

Course Code & Title : BTHM403 & Basic Human Rights
Learning Strategy  :  Presentation
Recourse person i Prof Vijja.yla_xmi Bittal

Objectives : Enabling the students to understand the social related pr.'oble"ms and preparing them

how to react towards giving solutions through engineering knowledge and applications.

e Activity Details/Rules:
1. Made group of 5 members
2. Assigned case study topics:
3. Discussion and brainstorming with groups
4. Display Schedule for ¢ase study presentation
5. Preparation of presentation in collaborative work sharing manner.
6. Giving presentation.

Total No. of Student Benefited:

69 students p_artici_pated from 8.Y. B. Tech Computer Engineering Departrment.
Learning Qutcomes of Activity: |

The students were able to give the-presentations on the given topics.
Pre-implementation Reflection:

« Some students were not willing to participate which was actual necessaty for the
execution of activity.




e Less number of students was involved in the.activity.
¢ Low confidence for présentation.

Post Implementation reflection’

o Students were able to apply and analyze topics given.
o All the students presented the topics effectively
e Students® feedback reflected that they have understood the concepts .

1. Learning Outcomes/ Program | PO6 | PO8 | PO9 PO10 | POI2
‘Qutcomes o

LO4: The students will be able to analyze 2 1 1 1 9
and enact the topics accordingly.

POs Mapped: PO6, POS, POY, PO10

JUSTIFICATION FOR MAPPING

PO/PSO MAPPED

JUSTIFICATION

PO6

Student will. Apply the reasoning informéd by the contextual. kﬁowled"ge fo
assess societal, health, safety, legal and cultural issues and the consequeént
responsibilities relevant to the professional engmeermg practice. |

POS

Student will. analyze and understand the importance of human rights ,its
phllosophlcal and historical perspectlve and apply these ethical pr1n01ples for

committin g the responsibilities and normis of the engineering practice

PO9

Student will understand the importance of human rights , its philosophical and
historical perspective for functioning e_ffecuv.ely as an individual, and as a
member or [eader in diverse teams, and in multidisciplinary settings.

PO10

Students will understand petspective for effective communication on complex

-engineering activities with the engineering commniunity and With_--so'c':-i:ety' at large;

such as, being able to comprehend and write effective reports iand design
documentation, make effective presentations, and give and rejcei've clear
instructions -

PO12

Students teams demonstrate and recognize the need for, and have the ‘preparation

and ability to engage in independent and life-long learning in the broadest

context of technological change.




PO Attainment:

Rubrics for Attainment:

Attainment Level Description

Level | :Low 60% of students scoring more than set attainment level in-the Poll.

Level 2 : Medium 70% of students.scoring more than set attainment level in the Poll.

Level 3 : High 80% of students scoring more than set attainment level in the Poll.

Overall Attainment: Level 3(high)
PO’s Attained: PO6, POS, PO9, PO10, PO12

¢ Evaluation Team{Judges):
Prof. Khalid Alfatmi

Prof Vijaylaxmi Bittal

s Teams: Total 14 teams
e Team details:
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Name "Ev_ent _ .
26" May 2022

Dates b
Time :  05:00 pm
Venue :  Class room : 209
Course Code & Title : BTCOC602 Computer Network
Learning Strategy @ Simulation
Topic :  Simulation of DNS, FTP, Web and E-mail server
configuration
Simulation:

Simulation gives the virtual visualization of network -and insights of network. A network
simulator is used to model and analyze network behavior and performance. [t assists students
in testing and evaluating network protocols and applications without the need to build real
networks.

Benefit of the simulation:

o Students can visualize network design and parameters.

« Students ¢an know actual implementation of application layer protocols.

« Students can feel the network setup and hands on experience with networking devices.

Course Qutcome: _ _ _
CO5: To demonstrate working of Application Layet Protocols and describe basics of network
security.

Goal:
The students will be able to work with application layer protocols.
Reason for choosing the particular topic (Method):

Demonstrating application layer protocols and configuration is very much essential through

et




hands on experience and this makes students learning ability stronger.
How we carried ont simulation: '
e Installing and set up Cisco Packet Tracer
e Demonstrating configuration of DNS, FTP, Web-and E-mail server.

Committee Members: Prof. Vijaylaxmi Bittal, Coordinator

Total No. of Student Benefited:
61 studerits participated from T.Y. B. Tech Computer Engingering Department.

Learning Qutcomes of Activity:
The students were able to demonstrate varicus application layer protocols

Pre-implementation Reflection:
[l Many students not able to understand the practical approach of application layer
protocols.
Post Implementation reflection:
o Students were able to configure DNS, FTP, Web and E-mail server
». All the students enjoyed the activity.
o Students” feedback reflected that they have understood the concept.
Learning Outcomes/ Program | PO1 | PO2 | PO3 | POS | PO12 | PSO1 | PSOZ | PSO3
Outcomes
LO4: To demonstrate various 1 1 2 3 2 2 o

Application Layer Protocols involved
in application layer.

POs and PSO’s Mapped: PO1, PO2, PO3,POS, PO12, PSOL, PSO2,PSO3

JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
MAPPED __
POL Student will Apply the knowledge of engineering to understand

network scenario.

Studenit will analyze. éssential networking parameters in a
| given network

PO3 Student will able to design network as per requirements

PO2




),

PO5 Students will use simulators like NS2,Cisco Packet Tracer.

POI12 Student will be able to understand the importance of Life-Long
learning of DNS, SMTP, POP, FTP, HTTP protocol

PSO1 Stud.ent ability to analyze and implement the network setup as per
requlrements

PSO2 Students will provide the networking solutions to real time
problems

PSO3 Students can opt network administrator as a profession.

PO Attainment:

Rubrics for Attainment:

Attainment Level | Description

Level 1 : Low 60% of students scoring more than set attainment level in the Poll.
Level 2 : Medium | 70% of students scoring more than set attainment level in the Poll.
Level 3 : High 80% of students scoring more than set attainment level in the Poll.

Overall Attainment: Level 3(high)
PO’s Attained: PO1, PO2,PO3, PO35, PO12, PSOI, PSO2,PSO3
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Name of Event : INNOVATIVE PRACTICES

Dates i 03 June 2022
Time. < 09:00 am
Venue. :  Computer Center

Course Code & Title : BTCOC401 Design and Analysis of Algorithm

Learning Strategy  : Virtual Lab

Topic :  Single Source Shortest Path Algerithm ( Dijkstra’s
Algorithim)

Virtual Lab:

Virtual labs offers studerits access to a realistic lab experience that will allow them to perform
e‘Xperiments and practice their skills in a risk-free and interactive learning environment.

Benefit of the Virtual Lab:

« Virtual computer labs pr_()vide students with unrestricted access to resources, software, and
applications round the clock.

« Virtual labs offet a personalized and interactive learning environment. Students can
‘experiment with various software configurations.

s Virtual labs eliminate the need for redundant software installations on multiple machines.
This optimizes resource allocation, ensuring that software licenses are utilized efficiently
and reducing software procurement costs.

s In science, technology, engineering, and mathematics (STEM) fields, virtual labs offer
realistic simulations and experiments. ‘Students can mahipulate variables, observe
outcomes, and hone their analytical skills in a controlled digital environment..

~ Course Qutcome:
CO04 : To Describe the Greedy paradigm and use this technique to solve different algorithms.




Goal:
The students will be able to understand the greedy methodology for minimum spanning tree

Reason for choosing the particular topic (Method):
Virtual labs helps the students to simulate the working of single souree shortest path algorlthm
using greedy approach so that they can analyze the shortest path-distance from source vertex

to other vertex.

How we implemented Virtual Labs: .
e The faculty has discussed the concept of single source shortest path algorithin
concepts with example the previous day..

s Faculty ask students in lab and explain the virtual lab portal and give overview of
Single source shortest path algorithm. i

o After overview of Single source shortest path algorithm, students gave pretest requlred
and most of the student’s clear the test. ;

¢ Later on students understand the dijkstra’s al g0r1thm working and then execute the
demo. :

» Later on students solve the given quiz and posttést on Single source shortest path
algorithm.. :

Committee Meémbers: Prof. Bhushan Nandwalkar, Coordinator
Dt. Makarand Shahade Convener
Total No. of Student Benefited:
56 studerits participated from S.Y. B. Tech Computer Ehgineering_Depa'r't'rmnt.

Learning Qutcomes of Activity:
The students were able to Single source shortest path algorithm..

Pre-implementation Reflection:

O Few students are get difficulties to remember the solving strategy and how greedy
approach works to solve dij kstra’s algorithm.

Post Implementation reflection:

e Students-were ableto identify and apply the working of Single source shortest path
algorithm

o All the students enj‘oyed the Virtual Lab

» Students’ feedback reflected that they have understood the coneept.



Outcomes

Learning Outcomes/ Program | PO1 | PO2 | PO3 | PO12 | PSO1 | PSO2

LO4: The students will be able to
‘Tmplement and Examine concepts
Kruskals and prims algorithms:

POs Mapped: POI, PO2, PO3, PO12, PSO1, PSO2

JUSTIFICATION FOR MAPPING

MAPPED

PO/PSO JUSTIFICATION

PO1

“Student will Apply the knowledge of mathematics to- solve the
Single source shortest path algorithm

PO2 ‘Student will analysis the kruskals and prims algorithm

Students will be able to apply greedy algorithm concepts while

PO3 understanding the algorithms

PO12 The problem-solving skill earned through this activity helps the |
students in motivating lifelong learning.

PSO1 Student ability to analyze and implement the Single source.

- shortest path algorithm

PSO2 Students wi_ll;p’r’oyide_the solution to Sing_le-'s'()u_rce s_hortest_:.path'

algorithm problems by applying Dijkstra’s algorithm
PO Attainment:

Rubrics for Attainment:

Attainment Level

Description

Level'] : Low

60%. of students scoring more than set attainment level in the Poll.

Level 2 : Medium

70% of ‘students scoring more than set attainment level in the Poll.

Level 3 : High

80%. of students scoring more than set-attainment level in the Poll.

Overall Attainment: Level 3(high)

PO’s Attained: PO1, PO2, PO3, PO12, PSO1, PSO2

References htt'ps;f';’ds‘_Z_'-iiith.v’labs.ac.in)‘expldi_jkstra-al'g‘orithmfindex."html
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Name of Event :

Dates : 14h Ma v 2022 PRAC
Time : 05:00 pmi
Venue . Class room : 208

Course.Code & Title : BTCOC402 Operating System
Learning Strategy  : Role Play
Topic ;. CPU Scheduling Algorithms

Role play:
Role play encourages participation among passive learners, adds dynamism to the classroom
and promotes the retention of material.

Benefit of the Role play:

» Students immediately apply content in a relevant, real world context.

«  Students can transcend and think beyond the confines of the classroom setting.

» Students see the relevance of the content for handling real world situations.

e The instructor and students receive immediate feedback with regatrd to student
understanding of the content.

= Students engage in higher order thmkmg and learn content in a deeper way.

». Instructors can create useful scenarios when setting the parameters of the role play
whenreal scenarios or contexts might not be readily available.

Course Outcomer _

CO2: To [llustrate concepts of Process as well as Thread Management along with Implement
concepts of CPU Scheduling algorithms.

Goal: __ |

Thé students will be able to apply various scheduling algorithms.

Reason for-choosing the particular topic (Method):
Students are asked to “act out” so they get a better idea of the concepts and theories being




discussed. Role play helps the students to visualize the functioning of CPU schedulmg
algorithms: In addition, role play is used to empower, engage, and stimulate a classroom by
putting students at the Centre of the learning process. -

How we implemented Role play: .

s The faculty has, discussed thé concept of FCFS and SJF on the previous day ancl
askedwillingness from the students to role play the concepts on the next day.

e The students formed groups.and prepared for the role play.

¢ The students énacted CPU scheduling algorithms like FCFS and SJF. _

s Three processes with different burst time and arrival time are to be executed by
theprocessot using FCFS and SJF. o

¢ Students have taken the role of processes and processor:

Committee Members: Dr. Makarand Shahade, Coordinator and Convener
Total No. of Student Benefited:
52 students participated fromy S.Y. B. Tech Computer Engineering Department.

Learning Outcomes of Activity:
The students were able to demonstrate various scheduling algorithms.

Pre-implementation Reflection:

0 Some students were not willing to participate which necessary for the execution of
therole is playing activity.
0 Less riumber-of students was involved in the activity:

Post Implementation reflection: :
o Students were able to-identify and apply the working of scheduling algotithm w
s All the students enjoyed the activity.
o Students’ feedback reflected that they have understood the concept.
e A schediler can be.added in the next role play in addition to the processor and
‘procéssesto depict. closer to the real scenario in CPU scheduling algorithms.

Learning Outcomes/ Program | PO1 | PO2 | PO5S | PO9 | PO10 PO12. PSOI PSO2
Outcomes

LO4: The students will be able to 2 2 i 2 1 3 2 2
Implement and Examine eoncepts: ' ' ' '
of CPU Schieduling algorithms.




POs Mapped: PO1, PO2, POS5, PO9, PO10, PO12, PSOL, PSO2

JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
MAPPED
PO1 Student will Apply the knowledge of mathematics to solve the
S CPU Scheduling algorithms
PO2 Student will analysis the CPU Scheduling Problem _
PO3 Student will Drawy Grant Chart for CPU Scheduling Problem
POS Students will use modern IDE tools like NetBeans, Code
203 Blocks, Notebook to solve CPU Scheduling problems
Students teams demonstrate how to solve the CPU Schediling
PO9 . . .
algorithms using role play
_ Students Can Communicate working of CPU  Scheduling
POIO > e ' '
algorithms using role play
PO12 Student can solve the CPU Scheduling Problem using various
e algorithms anid Examine the best algorithms for given set of data.
- Student ability to arialyze and implement the CPU Scheduling
PSO1 Lo
algorithms
PSO2 | Students will provide the solution to CPU Scheduling
problems by applying standard CPU Scheduling algorithms
PO Attainment:

Rubrics for Attainment:

Attainment Level

Description

Level 1 : Low

60% of students scoring more than set attainment level in the Poll,

Level 21 Medium

70% of students scoring more than set-attainment level in the Poll,

Level 3 : High

80% of students scoring more than set aftainment level in the Poll.

Overall Attainment: Level 3(high)

PO’s Attained: PO, PO2, POS5, P09, PO10, PO12, PSOIL, PSO2

References:

https://serc.carleton:edu/introgeo/roleplaving/whatis.html
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Name of Event : INNOVATIVE PRACTICES

Dates : 30 June 2020
Time v (9:00 am
Venue :  Class room : 209

Course Code & Title : BTCOCS504(A) & Blockchain Technology
Learning Strategy  :  Simulator
Recourse person :  Prof. Mayuri Kulkarni

Blockchain Simulation Tools:

Simulation is a decision analysis and support tool, Simulation softwaré allows students to
understand the various concepts of block chains as Block, Nonce, hashing address and mining:
procedure. '

Objectives:

The objective is to present the desigr and implementation of a simulator where Block chain
can be implemented in a simple.

Simulation modeling shows the role of previous address and nonce importance for
generating the new hash address by considering data contents. '

It provides an impoitant method of which reflects for the same: data block. chain
fundamentals are responsible to generate new addresses.

A key goal is to encourage the free flow of ideas..

Y ¥V ¥V VY

o Activity Details:
1. The working of simulation is explained in the class.
2. Later the Blockchain Demo link is provided to students and asked them 1o check the:
values of nonce, hash for same data and for different data,




3. Later explain the concept of Peer and performed the same operations on the peers
4. Analyzed the results with and without peer.
5. Tt indirectly helps the stidents to gain insight about block, mining, hashing and nonce.

Total N_o. of Student Benefited:
69 students participated from B. Tech Computer Enginieering Department.

Learning Qutcomes of Activity:. :
‘The students were able to understand the concept of block, miner, nonce, pervmus address: ancl
hash function.

Pre-implementation Reflection:
» Some students were¢ unable to understand the importance of previous hash function: -

for generating new hash address. e’

Post Implementation reflection:

o Students were able to do the simulation as explained.

o All the students actively part'icipated- and enjoyed the conversation.

o Students’ feedback réflected that they have understood the concepts.

POs Mapped: PO1,PO2,PO5,PO12,PSO1

Learning Ountcomes/ Program Outcomes PO1 | PO2 | POS | PO12 PSOl

TLO1 To recognize various concepts in .

| blockehain technology such as Ledger; Public 3 2 1 1 1 (N
Ledger, block and blockchain, hashing function,

hashing properties.

JUSTIFICATION FOR MAPPING

"PO/PSO MAPPED | JUSTIFICATION

To gain and apply Knowledge of Engineering fundamentals such as Ledger,
POL Block in a block chain, Hashing function, Markel Tree and Security Aspects of
' Blockchain

To Identify ‘the role of different properties associated with 'bloécks to make

PO2
system more efficient using mathematical and éngineering sclences

POS The students.can learn.and use of different modern tools.

POI2 To apply basics of block, ledger and blockchain are required throughout the
application designing in application development domain .




PSO1

Ability to understand Ledger concepts and operation on public ledgers. To
analyze different properties associated with hash functions and compare

different hashing functions.

PO Attainment:

Rubrics for Attainment:

Attainment Level Description

Level 1 : Low 60% of students scoring more than set attainment level in the Poll.
Level 2 : Medium 70% of students scoring more than set attainment level in the Poll.
Level 3 : High 80% of students scoring more than set attainment level in the Poll.

Overall Attainment: Level 3(high)

PO’s Attained: PO1,PO2,PO5,PO12,PSO1
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Name of Event.

Dates S Aprll 2022
Time : 05:00 pm
Yenue :  Classroom: 208

Course Code & Title : BTCOC604 Internet of Things.
Learning Strategy  : Simulator
Topic :+  Circuit Design

Tinkercard Simulation

Simulation is a decision analysis-and support tool. Simulation software allows students to
understand the various concepts of circuit design-and virtual testing of hardware before
purchasing the actual devices (Hardware)

Objective:
The objective of this activity is to
a  Students will be able to understand the basics of circuit design.
« Student will be able to learn & understand working mechanism of IoT application on
simulation eénvironment.

Activity Details:

1. The simulator access and available virtual ardunio board explained.

2. Given the idea abeut basic elements of electronic devices as resisters, diodes,capacitois and
‘gates.

3. Later explained basic principals: of components interfacing.

4: After that shown the interfacing of ardunio uni-with LED.

5. Later at code editor written code for the LED blinking with delay.

6. Shown the result at simulation’‘énvironment.




Total Ne. of Student Benefited:
69 students participated from the Third Year B. Tech Computer'Engineering_Departm'éﬁté

Learning Qutcomes of Activity:
The students were able to understand the interfacing concepts of the electronic components--
with ardunio and sensors/a¢tuators. ;

Pre-implementation Reflection:
e Few students found it difficult to interface the componets with the ardunio.

Post Implementation reflection:

+ Students were able to do the simulation as explained.

s  All the students actively participated and enjoyed the conversation.. ~
¢ Students® feedback reflected that they have undetstood the concepts.
Learning Qutcomes/ Program Outcomes POl | PO2 | PO3 | POS PO 12 | PSO2
_ — 1 |1 [t | 2 | 1 1
TLO1 To discuss different Microcontroller boards
such as Arduino and RaspberryPi.
POs Mapped: PO1, PO2, PO3, POS, PO12, PSO2
JUSTIFICATION FOR MAPPING
PO/PSO: JUSTIFICATION
MAPPED. -
N Apply the knowledge of engineering fundamentals of loT circuit '
PO1 design.
PO Identify the various boards, sensors, actuators.
Design solution for real time app_li‘c-%tions- on simulation
PO3 platforms. '
B .' Use of modern tools to-design the ToT application circuit and to
POS5 test the output on virtual environment,
POL2 Ability to engage the life-long learnifig in context with

technological change.
PSO2 To understand the standard practice in IoT Circuit design:




PO Attainment:

Rubrics for Attainment:

Attainment Level Description

Level 1 : Low 60% of students scoring more than set attainment level in the Poll.
Level 2 : Medium 70% of students scoring more than set attainment level in the Poll.
Level 3 : High 80% of students scoring more than set attainment level in the Poll.

Overall Attainment: Level 3(high)

PO’s Attained: PO1, PO2, PO3, POS5, PO12, PSO2

Result Before and After Event
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