SVKM's Institute of Technology, Dhule
Department of Computer Engineering
Academic Year :2023-24
Pedagogy : Innovative Practices

Sr. No Name of faculty Innovative Practice Subject Topic

1 |Bhushan Nandwalkar Virtual Lab Database Systems ER modeling from problem statement

2 [Mayuri Kulkarni Virtual Lab Software Engineering Lab Non F}lnctlonal & Functional
Requriments

3 |Rinku Sharma Flip Class Room OOP Concept of Array

4 [Pranshant Gawade Problem Solving Session Engineering Mathematics 111 Apphcat'lon of Laplace Transfom fo
Solve Differential Equation

5 |Ashish Awate BrainStorming Design Thinking Empathy and Persona

6 |[Umakant Mandawkar Mind-games Discrete Mathematics The Bridges of Konigsberg

7 [Khalid Alfatmi Virtual Labs Data Structutres Lab Linked List Operations

8 [Khalid Alfatmi Virtual Labs Data Structutres Lab Binary Search Tree Operation

9 [Kiran Somawanshi Virtual Lab Economics & Management Money Management

10 |Umakant Mandawkar Crossword Puzzle Big Data Analytics Big Data Analtyics Jargons

11 |[Ashish Awate Crossword Puzzle Theory of Computation Automata and its Properties

12 |Chandu Koli Competition Based Learning|Numerical Intergation Numerical Integration

13 |Rinku Sharma Simulation Blockchain Technology Basics of Blockchain

14 |Kiran Somwanshi Online Platf orms Cloud Computing Amazon Web Services

demonstration

15 |Dr. Rajiv Junne Brainstorming Session Business Communication Role of Intercultural Communication at
Workplace

16 |Ashish Awate Crossword Puzzle Machine Learning Machine Learning Jargons

17 |Ashish Awate Crossword Puzzle Machine Learning Machine Learning Jargons

18 |Khalid Alfatmi BrainStorming UHV-II Self-Exploration, Prevention of Food
Wastage

19 |Mangesh Balpande Group Discussion Employability and Skill Development

20 |Kiran Somwanshi Online Platf orms Compiler Design Top Down Parser /Predective Parser

demonstration

21 |Amirkhan Pinjari BRAIN STORMING Constitution of India

22 |Mayuri Kulkarni Animation Internet of Things MQTT

23 |Dr Makarand Shahade [Role Play Operating System CPU Scheduling Algorithms
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Name of Event : INNOVATIVE PRACTICES
Dates : 13" August 2023

Time v 03:00 pm

Venue :  Computer Center

Course Code & Title : BTCOCS501 Database Systems
Learning Strategy ~ :  Virtual Lab (ITKGP) _
Topic. : ER modeling-from_problem statement

Virtual Lab:

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

Benefit of the Virtual Lab:

» Virtual compittet labs provide students with uhrestricted access to resouices, software, and
applicati_dns round the elock.

o ‘Virtual labs offer a.personalized and interactive learning environment. Students.can
experimetit with various software configurations.

o+ 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, téchnology, engineering, and mathematics (STEM) fields, virtual labs offer
tealistic simulations and experiments. Students can manipulate variables, observe
outcomes, and hone their analytical skills in a controlled digital environment:

Course Outcome; . _
COLl : To Identify the basic database management system concepts and entity relationship model.




Go_al;:'-
The students will be able to understand ER mode]_.'d'es_igning.g‘n.virtual lab.

Reason for choosing the particular fopic (Method): =
Virtual labs helps the students to simulate the problem statement to ER model and then
understand the entities and their relatioiis between them so. that students can apply constramts
on tables and create these tables using SQL.

How we implemented Virtual Labs: -
» The faculty has discussed the concept of ER diagram and their symbols. Also explam-
how to read problem statements arid find the required entities as per the problem
statemment.the previous day.

» Faculty ask students in lab and explain the virtual lab portal and give overview of ER
dlagram

o After overview of ER dlagram students read the theory of ER diagram from Vlrtual ab'
portal.

o Later on students read the given problem statement and start the simulation for g1van
problein statement. (Given. problem statement is based on school management
system). :

o Later on students solve the given “Self Evaluation™ Test and posttest on Single: source

‘shortest path algorithm. -

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

Learning Qutcomes of Activity: _
The students were able to Single source shortest path algorithm.
Pre-implementation Reflection:

O Few students are get difficulties to draw ER diagram.

Post Implementation reflection:

¢ Students were able to draw ER diagram and find the proper relations and constraints.
o All the students enjoyed the Virtual Lab

¢ Students’ feedback reflected that they have understood the concept.




s

Outcomes

Learning Outcomes/ Program | PO1 | PO2 | PO3 | POS | POI2 | PSOL

PSO2

L.01: To Identify the basic database
management system concepts and. 1 i 2 1 1 1
entity relationship model. '

POs Mapped: POT, PO2, PO3, PO12,PSOL, PSO2

JUSTIFICATION FOR MAPPING

PG/PSO JUSTIFICATION
MAPPED
PO1 The basic engineering knowledge help to classify ER diagram
PO2 Student will identify the entities from the problem statement
PO3 Students will be able:draw the ER. Diagram.
POS5 Using modern tool students can draw ER diaram
- The problem-solving skill earned through this activity helps the
PO12 e g
students in motivating lifelong learning.
PSO1 Student ability to design'the ER diagram fro given problem
statement.
PSOD Students will provide the solution to-Single source shottest path

PO Attainment:

algorithm problems by applying Dijkstra’s algorithm

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 studenits scoring more than set attainment level in the Poll.

Leve] 3 : High

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

Overall Attainment: Level 3(high)

PO’s attained: PO, PO2, PO3, PO5, PO12, PSO1, and PSO2

References littps: hittp://vlabs.iitkgp.ac.in/se/4/
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Name of Event : INNOVATIVE PRACTICES

Dates : 07-10" Aug2023
Time t 03:00 to 05:00 pm
Venue 't Computer Lab 4

Course Code & Title : BTCOL506. & Software Engineering Lab
Learning Strategy  : Virtual Lab

Virtual Labs:

Virtual Iabs are interactive simulations that.enables students to perform many experiments that
are difficult to perform: This allows students to access laboratory experiences from anywhere
without any difficulty.

Objectives:

> The obj_ect'ive'is..t'o provide complete learning management system through various tools

~ forlearning. ' _

> To impart knowledge on Software Engineering and UML in an interactive manner through
web.

» To demonstrate the practical applications of different concepts.

s Activity Details:
o The requirement and its characteristics are explained to the students.
o Later explained the concept of functional and non-functional requirements.
o Explained the problem on “Library Information System”.
o Shownthe demonstration through Simulator.



Total No. of Student:Benefited:

65 studerits patticipated from B. Tech Comiputer Eng_i'necriﬁg_ Department.

Learning Outcomes of Activity: -
The students were able to understand importance of requirement engineering as functional and
non-furnctional requirements. ;

Pre-implementation Reflection:.
e Some students were unable to understand functional and non-function requirernénts: |

Post Implementation reflection:
» Students will be able to identify requirements for the given problem

o Students will be able to-ideritify and state functional réquirements
e Students will be able to identify and state non-functional requirements

POs Mapped: PO1,PO2,P03, PO10,PO11,PO12,PSO1,PSO2,PSO3
JUSTIFICATION FOR MAPPING
Learning Outcomes/ Program Outcomes PO1 | PO2 | PO1 | PSO1 PSOZ PS03
2
_ _ 2 3 1 2 2 1
ELQ1 Find functional and non-functional requirements for a
given problem statewient
PO/PSO MAPPED | JUSTIFICATION
PO1 Apply. the knowledge of Software Engineering to the solutlon ot complex
' efigineering problems:
PO2 Analyze ‘complex engmeermg problems reaching. substantiated. conclusmns.
' using Software engineering principles.
POI2. | Ability to engage in independent and life-long learning in the broadest context
' of functional and Non-funictional Requirements,
To Analysis and develop the ability to prepare SRS using prmclples of Software
PSO1 Engmeenng _
PSO2 Applying Software requirements elicitation strategy for electing requ1rements

from SRS.

PSO3

Apply Moedern computer tools in elicitation for software requlrements




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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f vent‘ : INNOVATIVE PRACTICES

Name

Dates 25" August 2023
Time 05:00 pm

Venue :  Class room : 208

Course Code & Title : BTCOC305 & Object Oriented Programming in C++
Learning Strategy  : Flip Class Room

Topic
Flip

Concept of Array

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 learners 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 classroom. With a flipped classroom, students watch online
lectures, collaborate in online discussions, or carry out résearch at horne; while ‘actively
engaging concepts in the classroom, with a mentor's guidance.

The benefit of the Flip Class Room:

Instructors spend less time on ‘introducing new topics.

Learners develop Independent Leatrning Skills.

Instructor can create more Engaging Lessons.
Instructors can Re-use the content they create.
Learners are able to build a deeper understanding.
Learners find classroom time more interesting:

Goal:

The flipped learning model deliberately shifts instruction to a learner-centered approach, where
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 selected under the flip classroom as Array programming to convery the programmmg
related to CH+..

How we implemented Flip Class Room:
o Shared Short video link on MS Tearns Platform.

e This preclass content engages to the point ,allowing students to grasp the. fundamentals---
of before class.

e Provided additional resource as Online Complier instructional material for deeper
understanding.

¢ During lecture conduction ;moved beyond as given the about the programming on the
same topi¢ which was unsolved in the provided video and instructional matetial.

» This activity focused -on. the application of the concept to solve the problem whlch
enhances the skills as analysis. i

As the learners were solving the problems provided time to time instructions.

Committee Members: Prof. Rinku Sharma, Coordinator
Dr. Makarand Shahade, Convener

Total No. of Student Benefited:
69 students participated from the Second Year B. Tech Computer Engineering’_:Dcpartmenti.

Learning Outcomes of Activity:
The students were able to improve their programming skills.on array programming.

Pre-implementation Reflection:

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

Post Implementation: reflection:

¢ Students found that video lecture provided on topic enhance. their learning skills.
s Students were able to identify and apply the working of array.

¢ All the students enjoyed the activity.

¢ Students’ feedback reflected that they have understood the concept.



Learning Outcomes/

PO1 | PO2|PO3| PO4 | PO5 | PO12 | PSO | PSO | PSO

coding and understand
‘the concepts more-
precisely.

Program Qufcomes 1 2 3
LO4: The students
“will be able to do the

2 2 1 1 1 2 1 2 2

POs Mapped: PO1, PO2, PO3, PO4, PO3, PO12, PSO1, PSO2.PSO3

JUSTIFICATION FOR MAPPING

PO/PSO MAPPED

JUSTIFICATION

PO1

The' students were able to understand the basic fundamental of objects,
classes , meéthods , Strings.

PO2

The students can able to analyze complex problem statements with the
appropriate solution .

PO3

| The students can easily provide the solution for real time problems usmg

class, object , operators-with returning of objects

PO4

The students can do the analysis and interpretation of data, and synthesis of
the problem statement to provide the solution through the coding.

PO5.

The students can used the onliné compiler for the coding of the problem
statements through the understanding of the concepts.

PO12

The students can have the lifelong learning with the QOP in C++ concepts.

PSO1

The students-can develop an ability to understand and analyze the concept of
object oriented programming .and their utility in the field of Computer
Algorithmic, Web Development, Data Science, Computer Network and
Security, Software Design, System Software Cloud Computing and. allied
fields.

PSO2

The students can developthe ability to provide compuiter based solution for

the real-world problems by applying. standard . practices, problem solving
strategies and methodologies through- different featires of Object Oriented
Methodology with templates, exception handling etc.

PSO3

‘The students can develop the ability to employ modern computer tools and

technologles using different features of Object Oriented Methodology with
templates, exception handling eic.in creating innovative career path.

PO Aftainment:




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, PO4, PO5, PO12, PSO1, PSO2,PSO3
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Nime of Event : INNOVATIVE PRACTICES
Dates @ 06/09/2023

Time : 05:00 pm

Yenue: :  Class room; 208

Course Code & Title : BTBS301 Engineering Mathematics 111

Learning Strategy :  Problem Solving session.

Topic: * -Application of Laplace transform to.solve differential
equations

Problem solving session,

Engaging in problem-solving sessions encourdages students fo- think critically, analyze
situations, and evaluate different solutions. This enhances their ability-to think Togically and
make informed decisions.

-

Benefits of Problem solving session.

e Problem-solving activities urge studeits to think critically, assess circumstances, and
compare alternative answers. This improves their ability to. think rationally and make
sound decisions.

e Problem-solving sessions: provide a platform for students to explore different perspectives
and think outside the box. |

¢ Problem-so lving sessions often present students with real-world scenarios, allowing them
to apply theoretical knowledge to practical situations. This helps bridge the gap between
classroom learning and real-life expetiences, making learnhing more meaningful and
relevant. : _

@ Successfully solving problems boests students' confidence and self-esteem. As they
overcome obstacles and achieve goals, they become more self-assured in their abilities
and more willing to tackle new challenges.



Course Ouicome: -
CO2: To [Mustrate coneepts of Laplace and inverse Laplace transform to solve linear and
simultaneous linear differential equations. :

Session Objective:
The students will be able to apply Laplace transform technique to solve linear and
simultaneous finear differential equations.

Reason for choosing the particular topic: (Method): ;
Exploring the apphcatlon of Laplace transforms to solve differential equations addresses a.
critical aspect of real- world problem solving. Understanding how Laplace transforms can be-
used to solve differential equations broadens one's understanding. of both the transforms and
the differential equations. It helps students understand the practical significance and usablhty
of Laplace transforms as a problem-solving tool. -

How we Conducted Problem Selving session.
e The faculty explained the coneept of apphcatmn of Laplace transform fo solve
differential equations-the day before and asked students whether they were wﬂhng to
apply the concept on next day. -

s The faculty give some questions 1o students on same concept and asked the students to
solve, 2 -

s The students formed groups and discussed the questions.

e Most of the students of class solve all given problems.

Contmittee Members: Mt. Prashant Gawade (Course Coordinator)
Total No. of Student Benefited:
58 students participated from S.Y. B. Tech Computer Engineering Department.

Learning Qutcomes.of Activity:
The students were able to solve: differential equation using Laplace Transform.

Pre-i_mplementati_on_ Reflection:

O Seme students were not interested to patticipate in problem solving session.
{1 Less confidence.

Post. Impléementation reflection:

s Students were able to apply the Laplace transform technique to solve differential
qua_tlon_s.

e All the students enjoyed the Session.

o Students’ feedback reflected that they have understood the-concept.



Learning Qutcomes/ Program Qutcomes PO1 | PO2 | PO3 | PSO2

e LO4: The students will be able to apply the Laplace. _
transform technique to solve differential equations. 2 1 1 1

POs Mapped: PO1, PO2, PO3, PSO2

JUSTIFICATION FOR MAPPING
1 PO/PSO JUSTIFICATION
MAPPED

Using basic khowledge of mathematics, we find Inverse Laplace

POl transform of function.

PO2 'We formulate differential equation of mechanical or electrical
s system. And find its‘solution using L.T

PO3 We ‘can find ‘solution of Linear and simultaneous linear

differential equations, which arises in engineering field.

Students will be able to find solution for differential equation

PSO2 using Laplace transform withi the help of their computer
programming knowledge. -

PO Attainment:

Ruibrics for Attainment:

Attaininent 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: Leével 3(high)

PO’s Attained: POI, PO2. PO3, PSO2,

References: 1. Higher Engineering Mathematics by Erwin Kreyszig
2. Advanee Engineering Mathematics by H.K.Dass
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Time ¢ 05:00 pm
VYenue : Classroom: 208

Course Code & Title : BTCOE705 Design -'Thinkin_g
Learning Strategy  : Brainstorming
Topic 4+ Empathy and Persona

Brainstorming:

Brainstorming usually takes place in a group settirig where people get together to creatively
solve problems and come up with ideas.

The benefit of the Brainstorming:

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

Students can transcend and think beyond the confines of the classroem setting.

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

The instructor and studerits receive immediate feedback about stuclentu'ndetstallding
of the content.

Students engage in higher-order thinking and learn content more deeply..

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

Course Qutcome:.
€02: To ldentify the empathy of a person and usé.an empathy map to.create the Persona and

Customer Journey map.

Goal:
The students will be able to create empathy for a person and subsequently develop a persona..

Reason for choosing the particular topic (Method):



Students are asked to “act out” so they get a better idea of the concepts and theories bemg
discussed. Brainstorming helps the students while designing the product by keeping the
customer as the center. In addition, brainstorming is used to empower, engage, and stlmulate
a classroom by putting students at the Centre of the learning process.

How we implemented Brainstorming:

s The faculty discussed the concept of Customer Empathy and persona creation steps
on the previous day and asked for wﬂlmgness from the students to be a part of
brainstorming the concepts on the next day.

o The students formed groups and prepared for the brainstorming,

» The students in each group are divided into software developers and customer wﬂhng
to build- Applications. o

o Students who are eriacted as developers conduct interviews. with studetits enacted as
customers. '

e DBased on interview answers students create a empathy miap. for customer student and
then develop the persona for customer and submit to course coordinator. -

Committee Members: Prof. Ashish Awate, Coordinator
Dr. Makarand Shahade, Convener
Total No. of Student Benefited:
52 students participated from the Final Year B. Tech Computer Engineering Department.

Learning Outcomes of Activity:
The students were-able to create an Empathy map and persona for the Customer.

Pre-implementation Reflection:

[ Some students were not willing to participate which necessary for the execution of
‘the brainstorming activity.
O Less number of students were involved in the activity..

Post Implementation reflection:

» Students were able to-identify and create the empathy map and persona.

o All the students enjoyed the activity..

o Students’ feedback reflected that they understood the eoncept.

e Some other Design thinking methodology can be added in the next brainstorming in
addition to the'empathy mapand persona to depict closér to the real sceriario in demgﬁ
thinking. -




Learning.

Custormer Journey
_Map;

Outcomes/ PO2 | PO3 | PO4 | PO5 | POG | POS | PO12 | PSO1 | PSOZ | PSO3
Program . '
Qutcomes

LO35: To Sketch the

. . . d N

persond an 2 2121212 2 1 2 1

POs Mapped: PO2, PO3, PO4, POS5, PO6, POS,PO12, PSOL, PSO2,PS03.

JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
MAPPED
The student will Review the user's daily activity, likes, dislikes,
PO2 etc. to identify empathy of the person and reach a sustainable
conclusion for user persona
PO3 Students will Design solutions for customer persona using
' empathy of persor.
PO4 Students 'will Use ‘empathy for the person to provide valid.
' conclusion for user persona
PO5 Students will Apply the apprepriate. process. 1o empathize to,
create the persona of user.
Student teams- will bé able to apply reason informed by the
POG empathy-of the person to assess societal, health, safety, legal, and
T cultural issues in designing solutions for problems using an
empathy map and the persona of the customer.
Students Can Apply ethical principies and commit to professional
PO8 ethics and responsibilities while performing empathy of person and
¢reating the persona of a éustomer
The student will become aware of the need for lifelong learning,
POI12 and the continted upgrading of technical knowledge of user
empathy and user persona development,
. Student will able to Develop and design empathy map and
PSO1
‘persona for software designing:
PSO “Students will provide: solutlons for software and system-design
problems.
e The ability to employ Empathy map and persona in creating
PSO3
innovative career paths in software. System 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: PO2, PO3, PO4, POS5, PO6, PO8.,PO12, PSO1, PSO2,PSO3

References:
https://serc.carleton.edu/introgeo/roleplaying/whatis.html
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Nanie: . Event : INNOVATIVE PRACTICES

Dates : 14 September 2023
Time i 05:00 pm
Venue: ;. Classroom: 209

Course Code & Title : BTCOC305 Discrete Mathematics
Learning Strategy- : Mind-games.
Topic :  The Bridges of Kénigsberg

The Bridges of Kénigsberg:

This is a historical puzzle involving a river and a series of islanids connected by bridges. The
challenge is to determine whether it's possible to walk through the city, crossing each b’r‘idge‘
exactly once and returning to the starting point. This problem léd to the development of graph
theory, which ‘has applications in computer science, transportation. planning, and more. It's a
fascinating exploration of network connectivity and traversal.

o Objective:

The objective of the mind game associated with "The Bridges of Konigsberg” problem isto 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 determirie
whether it's possible to walk-through the city of Konigsberg, crossing each of its seven bridges
exactly once and returning to the starting point. Through this challenge, participants aim to:

Understand Graph Theory: The problem serves as af 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 Kdnigsberg as a graph,
whiere the landmasses are vertices and the bridges are edges. They apply concepts such as degree
(number of edges incident to a vertex) and Eulerian paths (paths that traverse each edge exactly

once).




Develop Problem-Solving Skills: By attempting to solve. the. problem, participants exermse
critical thinking, logical reasoning, and creativity. They learn to devise strategies to na\flgate the
city while obeymg the constraints of the problem..

Appreciate Real-World Applications: The problem's historical contextand its relevance to igraph_
theory highlight the practical applications of discrete mathematics in various fields, 1nclud1ng
transportation planning, computer science, and network analysis. :

» Activity Details: following topics are covered
The Bridges of Konigsberg.

. Taotal No. of Student Turned up:
68 students participated from Computer Engineering Department

e Outcomie of Activity:
The outcome. of the mind. game associated with "The Bridges of Kénigsberg" typlcally
results in parficipants gaining a deeper understanding of graph theory con(:cpts 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, part:tcxpants may
discover the conceépt of Eulerian paths, whichi-are paths that traverse each edge of a graph
exactly once. They may realize that the problem of travetsing the bridges of Komgsberg
is closely related to finding Eulerian paths in a graph.
Apprecmtlon of Graph Properties: Participants may develop an appreciation for the
properties of graphs, such as degrees of vertices and connectivity. They may obsetve how
the configuration of bridgesin Konigsberg forms a specific type of graph and leam how
to analyze its properties.
‘Discussion and Collaboration: The mind game often fosters cl1scussmn and
- collaboration among participants as they share ideas, insights, and strategles for
approaching the problem. Collaborative problem-solviiig encourages teamwork and
communication skills. '
‘Learning Through Failure: Participants may encounter challenges and setbacks as they

attempt to selve the problem, but these experiences can be valuable learning opportumtles :
They may learn from their mistakes, refine their strategies, and develop resﬂlence in.
problem-solving.

POs Mapped: PO1, PO2, PO3, PO12, PSO Mapped : PSO1,2,3

Learning Outcomes/ Program Quicomes| PO1 | PO2 | PO3 | PO12




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

JUSTIFICATION FOR MAPPING

PO/PSO.
MAPPED

JUSTIFICATION

POL

While:the problem doesn't directly involve applying engineering knowledge, it
does require participants to apply mathematical and logical reasoning skills,
which are foundational to engineering knowledge.

PO2

Participants must identify and analyze the complex problem. of traversing the

‘bridges of Kénigsberg, considering the constraints and possibilities involved.

PO3

The problem’requires partlmpants to design a solution for traversing the bridges
of K6nigsberg while obeying the given constraints.

P12

Paiticipants. engage in independent learning and problem-solving as they

explore the problem and develop their understanding of graph theory and its
applications. '

PSO1

Comprehend, analyze, design, and implement computer programs:
Participants in the mind game must comprehend the problem statement,
analyze the consiraints, design strategies for traversal, and potentially

impléement.algorithms to solve it.

PSO2

The mind game-challenges participants to solve the problem of traversing the
bridges of K6nigsberg using mathematical and algorithmic approaches;

‘demonstrating _proble'rh—sleiﬂ‘g-'sk'ill_S.

PSO3

‘While the problem itself may not directly involve modern computer tools,

participants may leverage computational thinking and algorithmic skills,
which are essential in various modern computer-related fields. Engaging in
such mind games fosters creativity and innovation, which are valuable for

building a successful career in computer science and related areas.

PO Attainment:

‘Rubrics for Attainument:

-~ Attainment Level _Descrlptlon

Level 1 : Low

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

Level 2 : Medium | 60%.of students scoring more than set attainment level in the Exam.

Tevel 3 : High

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

Overall Attainment : Level 3( high)

PO’s Attained : PO1, PO2, PO3,PO12 PSQ’s Attained : PSO1,2,3
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Name of Event : INNOVATIVE PRACTICES
Dates. : 14 Sept 2023

Time : 10:00am

Venue :  Computer Lab-1 : 208

Course Code & Title : BTCOL306 Data Structures Lab
Learning Strategy. : Virtual Labs
Topic : Linked List Operations

Virtual Labs:

Virtual Labs proj ect is an initiative of Ministry o’f’Educatio_n (MoE), Governiment of India
under the aegis of National Mission on Education through Information and Communication
Technology (NMEICT).

Course Outcome:
C03: To implement data structures as single and double linked list.

Committee Members; Mr. Khalid Alfatmi, Coordinator.
Total No. of Student Benefited:

Conducted for each practical batch. 65 students participated from S.¥Y. B. Tech Coimputer
Engineering Department.

Learning Outcomes of Activity: )
The students wete able to demonstraté various operations on Linked List like insert, delete,.
search.

Pre-implementation Reflection:

e Students were.not confident about insertion and deletion operation on Linked List.




Post Inaplementation reflection:

» Students demonstrated-operation like Insertion at the beginning, after a node and at the-
end.
e Student got clear idea how to implement the linked list opération using C language.

Learning Outcomes/ Program | PO1 | PO3 | POS | PO12 | PSOL | PSO2
Outcomes

ELO7: Students will be able to- 2 2 3 2 5 9
Implement data structures-as single. '
and double linked list.

POs Mapped: PO1, PO2, PO5, PO9, PO10, PO12, PSOT, PSO2

JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
MAPPED
PO1 Student will Apply the knowledge of engineering to implement
: Linked List
PO} Student. will design solution using Linked list for real world
) problems
. Students will use modern IDE  tools like Virtual labs from
POS
anywhere to learn and clear their concepfs
_ Student can apply the concept of linked list data structure to real
PO12
“world problems.
Student ability to.analyze and implement the operations of Liriked:
PSO1 Do
PSO2 Students will provide the solution to real world problem with
e single or double linked list.

PO Attainment:

Rubrics for Attainment:

Attainment Eevel | Description

Level 1 * Low 60% of students scoring more than set attainment level in the Po]l
Level 2 : Medium | 70% -of students scoring more than sef attainment level in the Poll.
Level 3 : High - 80%. of students scoring more than seét attainment level in the Poll..

Overall Attainment: Level 3(high)
PO’s Attained: PO1, PO3, PO5. PO12, PSO1, PSO2
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Name of Event + INNOVATIVE PRAC S

Dates T 215 Oct 2023
Time 2 05:00 pm
Venue :  Classroom; 205

Course Code & Titl¢ Economics & Management ( BTHMS505 A)
Learning Strategy  : Virtual Lab
Topie :  Money Management

Objectives of Innovative Practices:
* Students will be-able to manage money
¢ Students will be-able to invest their money in various ways
o Students will be-able to understand the importance of mutual funds.

Money Management and Investment:.

Money management and investment are essential aspects of personal finarice that play a
significant role in achieving financial stability and long-term wealth: In today's fast-paced world,
understanding how to manage your money wisely and make: stratégic investments. is: crucial foi

securing your financial futire and realizing your financial goals.

Benefit of the activity: Proper money management ensures you have emergency funds and a
safety net for unexpected expenses, proividing-\ financial stability during cha11811'ging_ times.
Intelligent investments have the potential to grow yout wealth significantly over time, enabling
you to achieve: your financial goals and dreams. Effective money management and strategic
investments can lead to finanicial freedom, allowing you to make choices without being constrained
by financial limitations

Goal: The students will be able o learn how to manage and invest money




How we: 1mplemented online Virtual Lab:
o The .bjectwe of the Slmulatlon and Gaming Vlrtual Laboratory is to de51gn

:-.from..arcas-_su_qh-.-_as_..Money. managenient, ‘é“business:and decision s¢iences:
simulation experiments would be:of interest to the students

Link; Vlab (iitkep.ac.in)

Committee Members:
Dr. Makarand Shahade, Convener
Prof. Kiran Somwanshi, Coordinator

° Total Neo. of Student Turned up:
21 students participated from T.Y. BTech. Computer Engineering Department.
Total Percentage of Students Present = 8§7%

o OQOutconie of Activity:
1. Students will create scenario of money management in Virtual Lab.
2. Students learn & create the money management planning.

+ Students Feedback: .
e [ appreciated the real-life examples and case studies conducted using Virtual Lab It
helped me connect theory to practical financiél. |
o The interactive séssions were engaging. I felt encouraged to participate and ask questmn
¢ The Virtual materials and resources provided were valuable. I can use them for. further
reference and learning. -
e The Virtual Lab inspired me to start investing and managmg my finances more effectwely
1 feel motivated to-take action. :

Results before and After the Event
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Fig. Feedback of Event After & Before Test



PO/PSO JUSTIFICATION
MAPPED
PO1 Students will describes features of Economics & Management
PO5 Students will use the Virtual Tools to implement Management ratio’s
Student will provide computer based solutions for real world problem
PO11 . ) o
by applying Management & Economics Principles.
The ability to employ Virtual tools using different features of
PO12 5 :
Economics & Managements
Students will provide computer-based solution for the real-world
PSO2 problems of Management & Economics applying standard practices,
problem solving strategies and methodologies.
The ability to employ modern virtual tools in creating innovative career
PSO3 : .
path in management & Economics .

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: PO1,5,11,12
PSO :2.3

\Lé@‘?}ﬂ’-f Y
Eve P

nt Coordinator
Prof.Kiran Somwanshi

oD
Dr. Makarand Shahade
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Name of Event : INNOVATIVE PR

Dates ¢ 26 October 2023

Tinie 2 5:00 106,00

Yenue +  Classroom: 210

Course Code & Title : BTCOC702/ Big Data Analytics
Learning Strategy  : Crossword Puzile

Topic. :  Big Data Analtyics Jargons

Crossword Puzzle:

Crosswotd puzzle is a suitable game used to help students to master vocabulary easily by’
g‘_ivin_g_ opportunity for thém to memorize as much as possible vocabulary, for there will be
many words given as cues that should be understood by them to beable to fill the squares
with the suitable words too.

The benefit of the Crossword Puzzle:

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

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

e It can be useful for students to memotize terminology, definitions, spelling, énd pairing
key concepis. '

‘e It helps students to Improve Cognitive Abilities.

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

Course OQutcome: _ _ _ _ )
C02: To Analyze the various big data platform like- Hadoop, Map Reduce.

€03: To lllustrate the use of various Big Data Streaming Platforms:.

€O4: To Perform big data application using machine learning and deep learning




Goal:
The students will be able to improve their Big Data Analyfics vocabulary

Reason for choosing the particular topiec (Method): .
First, crossword puzzles motivate students to remember and understand a word's meamng
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 ito
empower, engage, and stimulate a classroom by puttmg students at the Ceritre of the learmng
process. =

How we implemented Brainstorming:. =
o At the end of the:chapter or module faculty developed a crossword grid with clues
using the online platform. !
e A crossword puzzle of 20 to 25 clues was given to-the students. ; L
The students discussed with their peers and completed the puzzle. o
After completion-of the puzzle activity, the faculty member discussed the answer
to make the students aware of the corréct answer.

Committee Members: Prof. Umakant Mandawkar, Coordinator
Dr. Makarand Shahade, Convener
Total No. of Student Benefited:

44 students participated from the Final Year B. Tech Computer Engineeting Departiment.

Learning Qutcomes of Activity:

Completing crossword puzzles can reinforce understandmg of fundamerital concepts and
terminology related to big data analytics, siich as-data mining, machine learmng, Hadoop, :
MapReduce, etc. By encountering these terms in a puzzle format, learners engage in actwe
recall; which enhances comprehension and retention. :

Pre-implementation Reflection:

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

Post Implementation reflection:

e The crossword puzzle activity was very interesting and students were able to identify the
appropriate jargon in Big Data Analytics. =

o Vocabulary of theterms related to Big Data Analytics is improved.

o Student’s undefstanding of basic ma Big Data Analytics concepts is improved.

¢ This activity helps to test the level of understanding of the students.



Learning Outcomes/ Program Outcomes | PO1 | PO2 | PO3 | PO4 | PO10 | PO12 | PSOL1 | PSO2
LOI: To apply deductive reasoning and
critical thinking skills to-solve clues and fill in
the grid. In the context of big data analytics, 2 9 2 ) 1 2 o 2

this translates to developing problem-solving
abilities necessary for analyzing large datasets,
identifying patterns, and deriving insights.

POs Mapped: PO1, PO2, PO3, PO4,PO10, PO12  PSO Mipped :PSO1,PS02

JUSTIFICATION FOR MAPPING

PO/PSO
MAFPPED

JUSTIFICATION

PO1

Crossword puzzles can reinforee understanding of key concepts.
and terminiology in big data analytics, such as data mining
algorithms, machine learning techniques, and database.

management systems.

PO2

Crossword puzzles can challenge leamners to analyze clues and
formulate solutions using logical reasoning and problem-solvihg
skills, similar to the process of identifying and analyzing
complex engineering problems in big data analytics.

PO3

Crossword: puzzles can-encourage leamers to design creative.

solutions to complex clues, mirroring the process of designing
system: components or processes in big data analytics while
considering various constraints and requirements.

PO4

()

Crossword puzzies requlre Tearners to conduct research and
analyze information to arrive at valid conclusions, akin to. the
research-based approach used in analyzing data and synthesizing
information in big data analytics.

PO10

Crossword puzzles can. reinforce communication skills by
requiring. learners to interpret clues, write effective responses,

and present their solutions clearly, reflecting the need for
effective communication in conveying complex. engineering
.activities in big data analytics.

PO12

Crossword puzzles can serve as a tool for promoting lifelong

learning by encouraging learners fo -engage in independent

problem-solving and exploration of new concepts and terms in
the evolving field of big data’ analytics.

PSO1

By émphasizing the develo' nent ‘of problem-solving abilities,
which are crucial - for understandmg, analyzing, -and
implementing computer programs in various. fields such as Data
Science, The ab111ty to analyze large datasets and identify




patterns requires deductive reasoning and critical thinking skills,
which are essential professional skills in the field of big data
analytics.

focuses on problem-solving skills applied in the context of big
data analytics. Students are expected to provide computer-based
PSO2 solutions for real-world problems by analyzing data, identifying
patterns, and deriving insights, which are essential components
of problem-solving in the field.

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, PO4,PO10, PO12

Results before and After the Event
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Name of Event . INNOVATIVE - :

Dates : 31_“’ Oct 2023
Time + 05:00 pm
Venue '+ Classroom: 209

Course Code & Title : BTCOCS02 Theory of Computation
Learning Strategy  : Cressword Puzzle
Topic :  Automata and its Properties

Crossword Puzzle: _
Crossword puzzle is a suitable’ game used to help students to master vocabulary -easily by
giving opportunity for them te mémorize 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:

® The crosswotd-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.

o It can be useful for students to memorize terminology, definitions, spelling, and pairing
keyconcepts.

e It helps students to Improve Cognitive Abilities.

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

Course Qutcome:
€o1: To ldentrﬁ/ Jormal machines, computations, Implement finite state machines for

acceptance of strings and Construct Regular Expression, regular set, FA 10 RE andvice versa

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




Reason for choosing the particular topic (Method): .
First, crossword puzzles motivate students. to remember and understand a word's rneanmg

Second, studeénts needed to understand the words given in each clue in addition to the word
in the grid, resulting in increased vocabulary. In addition, 2 crossword puzzle is used . to
empower, éngage, and stimulate a classroom by putting students 4t the Centre of the learmng
process. :

How we implemented Crossword Puzzle: =
» At the end of the chapter or module faculty developed a crossword grid with clues
using the online platform. -
¢ 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 answer
to make the students aware of the correct answer.

-,

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

61 students participated from the Final Year B. Tech Computer Engineering Department,

Learning Outcomes of Activity: -
The students were able to improve their machine-learning concepts, vocabulary, analyhcal
skills, -and memory. .

Pre-implementation Reflection:

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

Post Implementation reflection: |
e The crossword puzzle activity was very interesting and students were able to identify the
appropriate jargon in machine fearning. :

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

‘Learning Qutcomes/ Program Qutcomes| PO1 | PO2 | PO3 | PO9 | POLO 112'012.

LOI1: To Describe Automata Theory, types-and
Design finite state.autoimata for given string
acceptance




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

JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
MAPPED
DA Students will be able to understand the concept of characteristics
PO1
of Automata and its types
. Students will be able to choose the. approprlate automata type
PO2
while -approaching the problem..
B Studenits will be able to apply automata theory concept while
PO3 e : ) _
building system.
S Students communication skills will be improved as they discuss
PO10 = o cuss
the answers with peers
PO12 The problem-solving skill earned through this activity helps-the
' students in motivating lifelong learning.
PO Attainment:

Rubrics for Attainment:

Attainment Level | Description

Level1: Low

{ Level 2 : Medium

Level 3 : High

Overall Attainment: Level 3(high)

PO’s Attained: PO1, PO2, PO3, PO10, PO12

References: htips://puzzlemaker.discoveryveducation.com/criss-cross

60% of students scoring more than set attainment level in the Poll
70% of students scoring more than set attainment level in the Poll.
80% of students scoring more than set attainment level in the Poll. |
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Name of Event

Dates : 3 1sr October 2023
Time - : 05:00 pm
Venue i Class room : 210

Course Code & Title : BTCOE504 (B): Numerical Methods
Learning Strategy ~ : Competition Based Learning
‘Topic +  Numerical Integration

‘Competition-Based Learning:

Organize competitions of challenges where studerits compete against each ‘other to'solve numerical
method problems within a given time frame, This fosters a sense of camaraderie and encourages students
to push themselves to excel.

Benefit of the Competition Based Learning:
Competition-based learning, when implemented effectively, offers several benefits for students:.

Ingcreased Engagement: Competition naturally sparks students' interest and motivates them to actively

participate in learning activities. The desire to win or cutperform peers can drive students to invest more
effort and time into. mastering the subject matter.

Enhanced Learning Retention: When students are engaged in a comipetitive environment, they tend to
pay closer attention to the material and are more llkely to retain what they learn. The competitive element
adds excitement and urgency, leading to befter. memory consolidation.

Development of Critical Skills: Competltlon-based learning encourages the development of crltlcal
skills such as problem-solving, critical thinking, and decision-making. Students must apply these. skills
strategically to succeed in competitive chailenges which prepares them for real-world situations where
such skills are essential. _

Promotion of C_o!labo_ra_ti"o‘_ﬂ and Teamwork: While competition can be individualistic, it often involves:
elements of collaboration and teamwork.Students may work together in teams to sclve problems or
strategize], fostering communication skills and the ability to work effectively in groups.

Identification of Strengths and Weaknesses: Competing against peers: provides valuable feedback for
studerits to assess their strengths and weaknesses, By analyzing their performance relative to others,

students can identify areas. for improvement and focus. their efforts on enhancing their skills.




6. Boostin Confidence: Success in competitive challenges can boost students’ confidence and self-estéem..
Even participation in competitions, regardless of the-outcome, reinforces students’ belief in their abllltles
-and-encourages.them to'take on new challenges. ;

7. Preparation for Real-World Challenges: The competitive nature of competition-based learning: mlrrors
the competitive dynamics of the real world. By engaging in competitive activities, students learnto
‘handle pressure, setbacks, and uncertaidties, which prepares them for futute academic and professmnal
endeavors.

8. Intrinsic Motivation: Competition- -based learning taps into students' intrinsic- motivation. to excel and
achieve personal goais The satisfaction derived from overcoming challenges and achieving success. fuels
students’ desire to-continue learning and improving.

‘Course Outcome:
€0504-4: Apply numerical method techniguesto find approximate value of defm;re Integm!s

Goal: ,
The students. will be able to solve competitive exam problemnis. - e

Reason for choosing the particular topie (Méthod):

Overall, competition-based learning can be a pewertul took for fostering student engagement, promotmg
skill development, and instilling & growth mindset conducive to lifelong learning. ‘However, it's essential
to balance comipetition with collaboration and ensure. that:the learning environmient remains supportlve
and inclusive. .

How we implemented Competition Based Learning:

o The faculty has discussed the concept of Competition Based Learning on the:
previous day and asked willingness from the students to-Competition Based |
Learning the concepts on the next day.

s The students formed groups and prepared for the Competition Based Learning.

s Prof. Prashant Gawade & Coursé coordinator was observer for the activity.

Committee Members: Dr. Makarand Shahade, Course Coordinater and Prof. Prashant _:Gas,vade.
Total No. of Student Benefited:

56 students participated from T.Y. B. Tech Computer Engineering Department.

Learning Qutcomes of Activity:

Overall, compeutlon-based learning in numerical methods not only facilitates skill
development but also cultivates 1mp0rtant qualities such as critical thinking, collaboratlon, and
perseverance, preparing students for success in academic pursuits and beyond.



Pre-implementation Reflection:

O Some students were not willing to participate which necessary for the execution of
competition-based learning activity.

Post Implementation reflection:
e By systematically reflecting on the implémentation of comipetition-based learning in
numerical methods, educators can gain valuable ingights into ifs impact on student learning
and identify strategies for enhancing its effectiveness in fostering mathematical proficiency

and fostering a culture of academic excellence. All the students enjoyed the activity.

* Students” feedback reflected that they have understood the concept.

Leéarning Qutcomes/ Program Outcomes PO1 | PO2| PO3

ro4

PSO2

LO4: Find numerical values of definite integtation by 2 ¥ 1
using Newton-Corte’s formula, Trapezoidal rule, Simpsen
ohe-third rule;, Simpson three- eighth rule:

POs/PSO’s Mapped: PO1, PO2; PO3, PO4, PSO2

JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
"MAPPED
PO1 Moderately mapped as the students will be able to analyze the
. problem to be implemented
PO Moderately mapped as the students will be able to formulate
' the problem based on the literature survey carried-out.
. Slightly mapped as the students wilt be able to find a numerical
PO3 e NN
solution for the problem identified
PO4 Slightly mapped as the students will be able to depict the
e project-outcome and future scope
Moderately mapped as the students will able to make a Programme’
R to. provide computer-based solution for the real-world problems
applying standard practices, problem solving strategies and
methedologies o '




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, PO4, PSO2

References:
% of PreTest & PostTest Poll
® Seriesl ® Series2
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Name.f vent'_ : INNOVATIVE PRACTICES

Dates’ : 1% NOV 2023
Time : 03:00 to 05:00 pm
Venue: :  Class.room : 209

Course Code & Title : BTCOC504(A) & Blockchain Technology
Learning Strategy. : Simulator.

Blockchain Simulation Tools:

Simulation is a decision analysis and. support tool. Simulation software allows to evaluate,
compare and optimize alternative designs, plans and policies. As such, it provides a tool for
explaining and defending decisions to various stakeholders.

‘Objectives :

» The objective is:to present the design and implementation of a simulator where Blockehain.
can be implemented in a simple way and have their performance evaluated in different
conditions

Simulation modeling solves real-world problems safely and efficiently.

It provides an important method of analysis which is easily verified, communicated, and
understood. Across industries and disciplines, simulation modehng provides. valuable
solutions by giving clear insights into complex systens.

> Akey goal is to ericourage the free flow of ideas without judgment or critique -among the:

students.

\?’V

e Activity Details:’




The working of simulation is-explained in the class.

Practical’s were performed with différent stakeholder’s examples.

The working of blocks and ledger is explamed with live'examples. :

The identification of bottléenecks in chain, information and product ﬂows were
predicted by the students. ;

5. It indirectly helps the students to.gain insight into which variables ate most 1mportant
to.system performance and security.

il

Total No. of Student Benefited:
69 students participated from B. Tech Computer Engineering Department.

Learning Outcomes of Activity: i
The students were able to identify bottlenecks in chain, information and product ﬂows It
helped the students to gain insight into which variables are most important for different.
stakeholders-and their security and performance. '

Pre-implementation Reflection:
¢ Some students were not willing to listen and implement the simulation, which was
actual necessary for the execution of activity.
o Less number of students was inivolved in-the activity.
Post Implementation reflection:.
e Students were able to do.the simulation as-explained.
e Allthe studenits actively participated and enjoyed the conversation.
« Students’ feedback reflected that they have understood the concepts. =
s Students were also able to identified the bottleneck among the different stakeholders
and also their performance. '
6. Learming PO1 | PO2 | PO3 | PO4 | POS | PO9 | PO10| PO | PSO | PSO | PSO
Outcomes/ 12 2 . | 3
Program
QOutcomes
LO4: The students
‘will be able to analyze| 7 2 7. 2 2 ) 9 1 2 |2 1
and implement the :
Blockchain

methodologies in
different applications..




POs Mapped: PO1,PO2,P03,P04,PO5,P09,PO10,PO12,PSO1,PSO2,PSO3

JUSTIFICATION FOR MAPPING

PO/PSO MAPPED | JUSTIFICATION
“The students will gain and apply Knowledge of Engineering fundamentals such
POI as Ledger, Block in a block chain, Hashing function, Markel Tree and Security
Aspects of Blockchain.
PO2 The students can Identify the role of different properties associated with blocks
to make system more efficient using mathematical and engineering sciences.

_ The students can find Solutions for engineering problem where security, trust
PO3 and transparency is associated for the complex problems in ‘permissioned

Blockchain applications

The students able fo design permission model which can investigate .and
PO4 formulate the complex problem and analyze the designed models to solve

complex problems

The students can learn and use of different' modern tools as Hyper Leger,
POS Ethereum, Ri_pple and Corda for desigring smart contracts,

_ The students ate able to act effectively as an individual, and as a member or

PO9 leader in diverse teams, and in multidisciplinary settings.

_ The students are able to communicate. effectively on complex engineering
PO10 problems and are being able to comprehend and make effective presentations
POL2 The students are able to use of modern tools for develop smart contracts can be

s for lifelong learning
The students are able to devélop the ability to understand, Examine and
PSOL1 Experiment platforms for writing smart contracts using  Hyper ledger;
Ethereum, Ripple, Corda for efficient design of computer-based systeis.
| The stirdents are able to- develop the ability to apply standard practices and
PSO2 strategies in blockchain technelogy such as Ledger, Public Ledger, block and
' " blockehain, hashing function, hashing properties and also classify blockchain
Models along with its security aspects to deliver advanced computing sysiems.
The students are ableté developthe ability to employ platforms for writing smart
PSO3 contracts using Hyper ledger, Ethereum, Ripple; Corda in cieating innovative
career paths to be an entrepreneur, and a zest for higher studies and research.
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 attainmient level in the Poll.

Level 3 : High

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




Overall Aitainment: Level 3(high)

PO’s Attained: PO1,P02,PO3,P04,PO5,P09,PO10,PO12,PSO1,PSO2,PSO3

« Photographs of Event:
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Name of Event ¢ INNOVATIVE PRACTICES

=~ Dates + 4% November 2023
Time 3 05_';'00 pm
Venue 2. Classroom: 208

Course Code & Tltle : BTCOC702 Cloud Computing
Learmng_ Strategy : Online Platforms demonstration
Topic :  AWS (Amazon Web Services)
s Objectives of Innovative Practices:
» Students will be-able to uriderstand working of the Cloud Computing platform
» Student will be able to implement & use AWS platform
o Activity Details: following topics are eovered
1. What is Cloud Computing Platform?
2. Features of Amazon Web Services
3. Typesof Services
4. How to create virtual Image using platform
‘How we implemented online platform demonstration:
1. Open the Amazon Web Services (AWS) home page.
~~.2.. Choose Create an AWS Account. Note: If you signed in to AWS recently, choose Sign ini to the
Console.
3. InRoot user emadil address, enter your email address, edit the AWS account name, and then choose
Verify einail addtess:
4. Enter the Username & Password for login
5. After that you can create virtual image

e Committee Members:
Dr, Makarand Shahade Convener
Prof. Kiran Somwanshl Coordinator

e Total No. of Student Turned up:’
60 students participated from BTech. Computer Engineering Departmert.
Total Percerntage: of Studeiits Present = 86 95%

e OQutcome of Activity:




1. Students understood basic of AWS platform
2. Students learn & create the AWS account using AWS framework.

Goal:
The students will be able to develop Virtual Inage using AWS account

Results before and After the Event

100 — 90
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1 % of students Scoring above
80 %
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Pre-Test Post-Test

Fig. Feedback of Event After & Before Test

PO/PSO JUSTIFICATION
MAPPED
P Students will describes basics Features of AWS
Student will analyze Storage, types of virtualization & services of
PO2 :
Amazon Web services.
PO3 Student will design the Compute Services, Storage Services,
Communication Services and Additional Services of AWS
PO5 Students will use the tools of AWS for creating applications
Student will develop an ability to understand & analyze the concept of
PSO1 ;
AWS Services
PSO2 Student will provide computer based solutions for real world problem
by applying AWS Services & deployment model .
PSO3 The ability to employ modern computer tools and technologies using
different features of cloud computing with AWS.

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: PO:1,2,3,5 PSO 1,2,3 \ \
]

Ve
Event C imator

Prof. Kiran Somwanshi
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Name of Event : INNOVATIVE PRACTICES

Date i 18/11/2023
Time 1 12:00PM
Venile :+  Class room : 208

Course Code & Title : BTHMS505B Business Communication
Learning Strategy  : Brainstorming Session
Topic :  Role of Intercultural Communication at Workplace

.Brz_iin_étorm'ing Session:
Brainstorming :Session encourages participation, it also. promotes involvement and active
learning,
B'e__n‘_efi'ts! OBj_'ectii/es' of the session:
Problem Identification: To identify potential challenges, risks, or obstacles that may arise
and to devise strategies to mitigate them.
Problem Solving: Theobjective could bé to generate creative solutions to a specific problem
or challenge faced by the team or organization.
Knt}wledgeJSharing: To share expertise, experiences, and insights among team members to
collectively generate 1deas and solutions.
Goal Setting: To set specific, measurable, achievable, televant, and time-bound (SMART)
-goals for the team or organization and brainstorm strategies for achieving them.
Team Building: To foster collaboration, communication, and teamwork among team
‘members by engaging them in a creative and open discussion.
Innovation: To generdte new ideas, concepts; or products that.could lead to innovation within

the company or industry.




Course Qutcome:

C505.2: To identify Intercultural Communication, Non-verbal Communication to eluc:ldate
translations as problematic discourse.

Session Objective:

To explore the importance:of intercultural communication in diverse workplace environment.

Reason for this topic:
» Intercultural communication seems to be challenging at workplace.

n  For effective commuinication rlght understanding of Intercultural commumcatlon is
required :

®  Team goals or Organizational Objectives can easily be achieved through rlght
Intercultural communication

v [tfosters understanding, collaboration, and preductivity in diverse workplaces

Methodology/Instructions:
1. Introduction (5 minutes): |

Start the session by providing a brief overview of interciltural communication and its!
significance in today's globalized world. Emphasize how effective intercultural comr_nunié:ation‘
fosters understanding, collaboration, and productivity in diverse workplaces. |
2. Brainstorming (20 minutes): o

Divide participants into small groups of 3-5 individuals. Assign each group a s;:i;eciﬁc
aspect or scenario rélat_ed to intercultural communication in the workplace. Examples é_co_ul_d
include:. |

» Communication barriers faced by multicultural teams

s Benefits of cultural diversity in decision-making processes

e Strategies for resolving conflicts arising from cultutal differences

e Importance.of non-verbal communication cues in cross-cultural interactions :

Instruet each group to brainstorm ideas, solutions, and insights related to their aSSIgned
aspect. Encourage them to think creatively and draw from personal experiences or ob_servat;ons.
3. Group Discussion (15 minutes):

After the brain‘stOrmin_'g‘.session_, reconvene as a whole group. Invite each group to share
their ideas and insights with the rest of the participants, Use the whiteboard ot tlip chart to céa'pture
key points and common themes_eme_rgin_g from the: discussions. :

4. Reéflection and Analysis. (10-minutes):




Facilitate a reflective discussion on the importance of intercultural communication in the
workplace. Prompt participants to-considet:
o Howdoes effective intercultural communication contribute to organizational success?
e What are the potential challenges or pitfalls of intercultural communication,.and how can
they be addressed?
e How can individuals and organizations promote a culture of inclusivity and respect for
diverse perspectives?
5. Action Planning (10 minutes):
Encourage participants to identify specific actions or strategies they can implement to

enhance-intercultural communication within their teams or organizations. Encourage. thein o set

- SMART goals and establish accountability mechanisms to track progress.
6. Conclusion (5 minutes):.

Summarize the key takeaways from the brainstorming session. and emphasize the:
importance of ongoing efforts to improve intercultural communication skills. Thank. the
patticipants for their contributions and encourage them to apply the insighits gained in their daily
interactions.

‘Optional:

-Ad_c}itional. elements be incorporated such as role-playing exercises, case _stud:ies_-, or
multimedia resources to further illustrate the concepts discussed during the brainstorming session..
Addiﬁonall'_y, consider assigning a facilitator or note-taker to capture important points and action

— items for future reference.

Comunittee Members: Di. Rajiv Junne, Course: Coordinator
Total No. of Student Benefited:
68 students“part_i'éipated-.

Learning Outcomes of Activity:
Increased Awareness: Participants develop a deeper understanding of the importance of
intercultural communication in today's diverse workplace environments. They recognize how

cultural differences impact communication styles, norms, and perceptions..




Identification of Challenges: Through group discussions and brainstorming, part-idipants 1dent1fy
common challenges and barriers to effective intercultural communication, such as la'négu'a_g'e
barriers; cultural stereotypes, and misinterpretation of non-verbal cues. ..

Recognition of Benefits: Participants acknowledge the benefits of embracing cultural’ dwer51ty
in the workplace, such as enhanced creativity, innovation, and problem-solvmg_cap_ab1_11t1es.;They

understand that diverse perspectives eontribute to mote robust decisit)n—making_ processes. |

Generation of Strategies: The brainstorming session generates a variety of strategies -and-

approaches to improve intercultural communication within teams and organizations. Th'e_s’tiz may
include cross-cultural training programs, mentorship initiatives, creation of i_nclz'usive
communication channels, and fostering a culture of empathy and réspect. i
Action Planning: Through collaborative brainstorming, participants develop actionable plaJéls angd
poals to implement within their teams or organizations. These may involve setting up (é:ross~
cultural communication workshops, establishing buddy systems for cultural 'exchmée, or

integrating intercultural competence into performance evaluations.

Commitment to Inclusivity: The brainstorming activity fosters a shared commitment aimong'-

participants to promote inclusivity and diversity in their wotkplace cultures. They -l'mderstzm:d that
creating an environment where everyone feels valued and respected is essential for org'an_i'z_aiti'o'nal

SUCcess.

Continuwed Learning: Participants express a desire for ongoing learning and :d‘ev_eloiament.

opportunities in intercultural communication. They recognize that building eultural co_rr_lpfé:tenc_:e

is a lifelong journey that requires curiosity, openness, and a willingness to learn from _other_is;

Overall, the brainstorming activity serves as a c_ataiyst for raising awareness, fostering

dialogue, and inspiring concrete actions.to enhance intercultural communication within”téarrfis_ and
organizations; It lays the groundwork for creating more inclusive, collaborative; and cultéurally'
competent work environments,

Pre-implementation Reflection:

[T Hesitation to participate.

0 Less confidence,

Post Implementation reflection: _
0 Students learned to collaborate, coordinate’to be a part of team.
C They delved deeper the concept thoroughly..



00 Their feedback reflected that they have understood the concept.

Learning Outcomes/ Program Qutcomes _ POS POY PO10 PO12

LO: The students will be able to discuss about the Role _
of Tntercultural Communication at Workplace 1 3 3 3

POs M'a_pp‘ed’: P08, PO9, POI10, POI2

JUSTIFICATION FOR MAPPING

PO/PSO MAPPED

JUSTIFICATION

PO

Ethics: Participants apply ethical principles and remain committed to professional
ethics and responsibilities and norms during the activity.

PO9

Individual and team work: Participants function effectively as an individual, and as.

a member or leader in diverse teams, and in multidisciplinary settings during the
activity.

PO10

Communication: Participants communicate effectwely on comiplex engineering.
activities with the engineering community and with society at large, such as, being
able to compiehend and write effective feports and design documentation, make
effective presentations, and give and receive clear instructions during the activity.

PSO12

Life-long learning: Participants 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 during the activity.

PO Attainment:

Rubrics for Attainment:

| Attainment Level

Descrlptlon o Ty

Level 1 : Low

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

Level 2 ; Medium

70% of students scoring mote than setattainment 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: POS, POY, PO10, PO12

References:

1. International Business Communication by Aradhana Malik, IIT Kharagpur




2. Sharma, Sangeeta and Binod Mishra, Communication Skills for Engineers and Scientists,

PHI Learning Pvt. Ltd., New Delhi.
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Fig. PreTest and PostTest Poll Before & After of Event

Questionnaire for Test: (On the scale of 1 —3. 1-Low:3 High)

Q1) Do you know the concept of intercultural Communication?

Q2) Do you know the significance of intercultural Communication?

Q3) Are you aware about the role of interpersonal Communication at workplace?

W
Dr. Makarand Shahade
HOD, Computer Engineering

&

Dr. R @ Junne
Session Coordinator
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Name of Event : INNOVATIVE PRACTIC
Dates : 15 April 2024

Time 05:00 pm

Venue :  Classroom: 209

Course Code & Title : BTCOC603 Machine Learning

Learning Strategy  t 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 undersiood by them to.be able to fill the squares

with

the suitable words too.

The benefit of the Crossword Puzzle:

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, '

Tt can be useful for students to memorizeterminology, definitions, spelling, and pairing
key concepts. '

It.hélp.s students to Improve -Co_gnitive Adbilities.

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

Course Qutcome:.

co2;

To.recognize the characteristics of machine learning that make it useful 10 real-world

problems and Use different linear inethods for regression and classification with their
optimization through different regulariz_afﬁion technigues..

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




Reason for choosing the particular topic (Method): |
First, crossword puzzles motivate students to remember and understand-a word's meamng
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 10
empower, engage, and stimulate a classroom by putting students at the Centre of the leammg
process. -

How we implemented Crossword Puzzle: -
* At the end of the chapter or module faculty developed a crossword grid with clues
using the online platform. -
o A crossword puzzle of 20 to 25 clues was given to the students.
s The students discussed with their ‘peers and completed the puzzle. !
¢ After completion of the puzzle activity, the faculty member discussed the- answer

to make the students aware of the correct answer.

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

61 students participated from the Final Year B. Tech Computer Engineering De_partment.é

Léarning Outcomes of Activity: =
The students wete able to improve. their machine-fearning: concepts vocabulary, analytical
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 Implemientation reflection: -

* Thecrossword puzzle activity was very interesting and' students were able to identify- the
_approprlate Jargon in machine learning. :

» Vocabulary of the terms related to machine leammg 1s improved.

 Student’s understanding of basic machine learning concepts is. 1rnproved

« This activity helps to test the level of understanding of the students.

Learning Qutcomies/ Program Outcomes| PO1 | PO2 | PO3 | PO9 | PO10O P012

LOI: ToRecognize the chatacteristics of
machine learning that make it useful to real-
| world problems.




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

JUSTIFICATION FOR MAPPING.

PO/PSO JUSTIFICATION
MAPPED: _
POI Students will be able to understand the concept of charactetistics
o of machine learning
Students will be able to choose the approprlate machine learning
PO2
type while approaching the problem.
Students will be able to apply machine learing concept while
PO3
- bmldmg model.
- Students communication skills will be improved as they discuss
PO10 _ o . - -
the answers with peers.
i | The problem=solving skill earned through this activity hielps'the
PO12 e
students in motivating life long learning.
PO Aftainment:

Rubrics for Attainment:

Attainmient 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, PO10, PO12

References: http

s://puzzlemaker.discoverveducation.com/eriss-cross
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Name of Event : INNOVATIVE PRACTICES

Dates 27 April 2024
Time : 05:00 pm
Venue :  Classroom: 209

Course Code & Title : BTCOC603 Machine Learning
L_eaming--Strate_gy :  Crossword Puzzle

Topic

Cros

Machine Learning Jargons

sword Puzzle:

Crossword puzzle is a suitable game used to help studenits 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:

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

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

It can be useful for students to memorize terminology, definitions, spelling, and pairing
key cornicepts. - '

It helps students to Improve Cognitive Abilities.

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

Course. Outcome:

02:;

To récagnize the characteristics of machine learning that make it useful to real-world

problems and Use different linear methods for regression .and class;;ﬁcarfon with their
optimization through d_!':ﬁ“ef-'enr--regu!ari_zarion technigues;

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




Reason for choosing the particular topic¢ (Method): :
First, crossword puzzles motivate students to remember and understand a word's meanmg _
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 clagsroom by putting students at the Centre of the: learmng-
process. -

How we implemented Brainstorming:
e At the.end of the.chapter or module faculty developed a crossword grid with-clues
using the online platform. ?
o A crossword puzzle of 20 to 25 clues.was given to the students.
« The students discussed with théir peers and completed the puzzle.
s After completion of the puzzle é_iCtiVity-, the faeulty'member-'discussed the answer: |
to make the students-aware of the correct answer.

Committee Merbers: Prof. Ashish Awate, Coordinator
Dr. Makarand Shahade, Convener
‘Total No. of Student Benefited:

61 students participated from the Final Year B. Tech Computer Engineering Department.

Learning Outcomes of Activity:
The students were: able to improve their machine-learning concepts, vocabulary, analytzcal
skills, and memory. :

Pre-implementation Reflection:

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

Post Tmplementation reflection:.

s The crossword puzzle activity was very interesting and students were able to identify the
appropriate jargon in machine learning: :

s Vocabulary of the terms related to machine. leammg is improved.
» Student’s understanding of basic machine Jearning concepts is improved.
¢ This activity helps to test the level of understanding of the students.

Learning Outcomes/ Program Outcomes | PO1 | PO2 | PO3 | PO% | POLO P012

LO1: To Recognize the characteristics of ]
machine learning that make it useful to real- 2 2 2 2 1 2
warld 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
C of machine learning
PO2 Students will be able to choose the appropriate machine léarning
i type while approaching the problem.
- Students will be able to apply meéchine learing: concept while
PO3 o e : '
building model.
PO10 Students. communication skills will be improved as they discuss
T the answers with peers
PO12. The problem-solving skill earned through this activity helps the
- students in motivating life long learning.
PO Attainment:

Rubrics for Attainment:

Attainment L_evel. 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 seoring mote than set attainment level in the Poll. |

Overall Attainment; Level 3(high)

PO’s Attained: PO1, PO2, PO3, PO10, PO12

References: hitps://puzzlemaker.discovervedication.com/criss-cross
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Name of Event : INNOVATIVE PRACTICES

Dates : 12 April 2024
Time : 11:00 am
Venue :  Class Room 208

Course Code:& Title : BTHM402 Universal Human Values-II
Learning Strategy ¢ Brain Storming
Topic ¢ Self-Exploration, Prevention of Food Wastage
Brain Storining:
Brainstorming is a group creativity technique that is often used to find a solution to a
specific problem by gatheting and recording new ideas from team members

Course Qutcome:
CO1: To become more aware of themselves, and their surroundings through self-exploration

Committee Members: Mr. Khalid Alfatmi, Coordinator.

Total No, of Student Benefited:

Total 38-students 'pattidipated from S.Y. B. Tech Computer Engineering Departmeént.
Learning-O’ut_c_qmes._'of Activity: . _

The students will comé up with different ideas to overcome wastage of food
Pre-implementation Reflection:

o Students were not aware-about the quantity of food waste across the globe, the
environmental hazards due to it and the importance of methods to avoid wasting
food.

Post Implementation refléction:
« The students came up with atleast five different ideas to. overcome wastage of food

end.




Learning Outcomes/ Program Qutcomes PO7 PO12

TLO7: To self-explore by understanding value education

1 ' 3

POs Mapped: PO7, PO12

JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
MAPPED.
PO7 Student will understand the importance of professional engineering

solutions in -s_oc_:'iet_al‘ and environmental contexts
Student will adapt to self-exploration in every situation and adhere to-|
POI12 T
- natural acceptance =

PO Attainment:

Rubrics for Attainment:

“Attainment Level | Description

Level 1 : Low

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

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

Level 3 : High

80% of studerits scoring more than set attainment level in the P:oll..g

Overall Attainment:

PQ’s Attained: PO7,

100
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20

Level 3(high)

PO12

9% of PreTest & PostTest Poll

WPreTest = PostTest

Fig: PreTest and PostTest Poll Before & After the event -:
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Name of Event :  INNOVATIVE PRACTICES
Dates : 12 April 2024

Time :  03:00pm to 03:00pm

Venue :  Class room ; 208

Course Code & Title : BTHMG605 (B) & Empleyability and Skill Development
Learning Strategy: :  Group Discussion
Recourse. person :  Prof. Rinku Sharma

‘Group Discussion

A group discussion (GD) is a technique for exchanging ideas and viewpoints. It is commonly
imiplemented in professional ot educational contexts. The main goal of a group discussion is to
provide each participant with an opportunity to express their thoughts and ideas on a particular
topic, as well as to encourage listening and learning from other members of the group. Group talks-
may be helpful for idea generation, information sharmg, connection development, -and issue-
solving: -

Objectives of Online Compiler:

Y

Encourages the development of Critical Thinking

¥

Enhances Communication
Enhances Problem Solving Skills:

Promotes Involvement of the Participants

vy v

Helps in gaining Depth of Knowledge
Helps to Boost Confidence

N



e Activity Details:

‘The:class is divided into 5 groups..

Everyone is allowed to introduced themiselves.

The topic-was explained and time was given to prepare.
Open ended questions were asked to begin the discussion.
Randomly opinions were put forth by the students.

ek W e

Total No. of Student Benéfited:
69 students participated from T.Y. B. Tech Computer Engineering Department.

‘Learning Outcomes of Activity:
The students were able to discuss and analyze the topics given.

Pre-implementation Reflection:
« Soirie students were not willing to participate which was actual necessary for the
execution of activity.

o Lessnumber of students-was involved in the activity.

'Post Implementation reflection:

Students actively participated in the group discussion.

¢ Counter ques_ﬁo;l_ingWaS' also done by the students.

« All the students enjoyed the activity.

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

1. Learning Outcories/ Program POG | POS | POY PO10 | PO12
QOutcomes :
g

LO4: The students will be able to analyze 2 2 2 3 2
and enact the topics accordingly.

POs Mapped: POG, PO, PO9, PO10, PO12.

JUSTIFICATION FOR MAPPING.

PO/PSO MAPPED | JUSTIFICATION :
PO6 The students ‘able to analyze and discuss the toplcs given effectwely

The students wére-able to apply ethical principles and commit to professmnal
PO8 ethics during the discussion

The students were able to function effectively as an individual, and as.a
PO9 member of the diverse teams.




_ The students were able to. communicate effectively during the activity and
PO10 were able to comprehend aind give effective presentations.
" The students were able to recognize the need for effective presentation and.
PO12 have the preparation and ability to engage in independent and life-long.
o learning in the broadest context of technological change
PO Attairimhernit:

Rubrics for Attainment:

Aftainment Level

Deseription

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 fevel 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: POs Mapped: POG,POSPO9,PO10,PO12.

Plioto’gra_‘_ph ‘of Activity:
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INNOVATIVE PRACTICES
13“‘_ April 2024

05:00 pm

Classroom: 209

Course Code & Title : BTCOC601 Compiler Design

Learning Strategy  : Onlin¢ Platforms demeonstration

Topic

Bottom-Up Parser /Shfit Reduce Parser

Crossword Puzzle:

QUIZ mentimeteis a suitable game used to hélp 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 o fill the squares with the

suitable words too.

The benefit of the Crossword Puzzle:

The QUIZ meritimete is a kind of word game that can help students to extend their
vocabulary knowledge.

From exam point of view it plays an impor,tant role in'solving multiple-choice type
guestions. '

It can be nseful for students to memorize terminology, definitions, spelling, and pairing
key concepts. o i

It helps students to Improve Cognitive Abilities.

QUIZ for studeiits can improve their vocabulary, analytical skills, and memory.

Course Outcome:
€01: To understand Bottom up parsers, and use appropriate parser to produce parse tree

representation of the input.

‘Gzoal:

The

students will be-able to compare the level of Bottom —up parser.




Reason for choosing the particular topic (Method):
Fitst, QUIZ rhentimete motivate students to remember and undeérstand a word's meamng :
Second, students needed to understand the words.given in each chue in addition to the Word-
in the grid, resulting in increased vocabulary. In addition, a QUIZ mentimete is used o
empower, engage; and stimulate a classroom by putting students at the Centre of the Ieammg_
process. -

How we implemented Brainstorming:
o Atthe end of the chapter or module faculty developed a crossword grid with clues
using the online platform.
» A QUIZ mentimete of 20 to 25 clues was given to the students.
¢ The students discussed with their peers and completed the quiz.
o Aftercompletion of the quiz-_ac_tivit_y_', the faculty member discussed the answer
to make the students aware of the correct answer. T

Committee Members:
Prof. Kiran Somwanshi, Coordinator
Dr. Makarand Shahade, Convener

Total No. of Student Benefited: _
55 studenits participated from the Third Year B. Tech Computer Engineering Department.
Percentage of Students participated : 80.88%

‘Learning Outcomes of Act1v1ty :
The students were able to improve their level of compiler parser, vocabulary, analytical slcllls
and memory. =

Pre-implementation Reflection:

» Few students found it difficult to complete the quiz :
¢ Students just might not have the necessary knowledge to.complete Quiz mentlmeter

Post Implementation reflection: -

» The Quiz Mentimeter activity was very interesting and students were able to comapre 1 the
level of Bottomup parset . ;

¢ Vocabulary of the terms related to compiler Bottom up parser is improved.

s Student’s understaniding of basic compiler cotistruction concepts is improved.

s This activity helps to test the level of‘understan'ding_ of the students.



Learning Oufcomes/ Program Qutcomes| PO1 | PO2 | PO3 | POY | POI1O

PO12

LOI: To Define compiler and To Understaiid
the Language Processing System.

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

JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
MAFPPED
POl Students will be able to understand the concept.of characteristics
- of compiler
Students will be able to choose the-appropriate level of bottom
PO2 up parser of compiler construction while approaching the
problem. '
P03 Students .wil'l be able to level of Bottom parser while compiler
construction.
PO10 Students communication skills will be improved as they diseuss
the answers with peers
PO12 The problem-solving skill éarned through this activity helps-the
students in motivating life long learning.
PO Attainment:

Rubrics for Attainment:

Attainment Level | Description

Level 1 : Low

60% of students scoring thore than set attainmeént level in the Poll.

Level 2.: Medium

70% of students scoring more than sct.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, PO10, PO12

References: https:/p uzzlemaker.discoverveducation.cony/criss-cross
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“‘Name of Event : INNOVATIVE PRACTICES

Dates 13t -April 2024
Time 10:00 to 11:00 am

Venue

Course Code & Title

Class room : 208
BTHM401 Constitution of India

Learning Strategy  : BRAIN STORMING
Recourse person :  Prof. Amirkhan Pinjari

Objectives :

> Brainstormingis a problem-solving activity where students build on or develop higher

order thinking skills. Encourages creative thought.

> Brainstorming encourages students to think creatively, encouraging all studentsto share

their ideas, no matter how fat “out thers™ they may seem.

» A key goal of brainstorming is to encourage the free flow of ideas without judgment

or critique,

¢ Activity Details/Rules:.

1.
2.
3.

4.

b

The class will be divided into different groups.
Each group has to come fotward and select the topic randomly. _ o
The students. will be not allowed to use any type of electronic device such as mobile,

laptop.

Each group will present the solution based on-the topic allotted.
The students are free to use any language.
'Finally_, the group has to perform before the Evaluators.




e Committee Members:
Coordinator: Prof. Amirkhan Pinjari
Conveéner: Dr. Makarand Shahade
Student Coordinators: SY studenis:

Total No. of Student Benefited:
58 students participated from-S.Y. B. Tech Computer Engineering Department..
s Outeome of Activity:

1. Students will be able to Analyse and provide solutions.
2. effective presentation and communication skills will improve.

Learning Outcomes of Activity:
The students were able to provide various solutions on the given topics.

7. Learning Outcomes/ Program | PO6 | PO8 | PO9 PO10 P012
Qutcomes
LO4: The students will be able:to analyze 2 1 1 1 ' 5
Topic and give solution on the topics.
accordingly.

Pre-implementation Reflection:

¢ Some students were not willing to participate which was actual necessary for the
execution of activity..
e Léss number of students was involved in the activity.

Post Implementation reflection:

» Students were able to Analyze and ¢réate solution on topics given.

» All the group demonstrate solution for topic and enjoyed.

s Studenfs’ feedback reflected that they have understood the concepts.

POs Mapped:
JUSTIFICATION FOR MAPPING
PO MAPPED JUSTIFICATION




{

~ Student will Apply the knowledge of various acts of fundamental rights to assess in
PO6 N P -. » _
societal, health, safety, legal and cultural issues
" Student will apply the Ethical principle méntion in Constitution, while
POS L e
demonstrating the ideas.
PO9 Student will be Team member and leader of team for the while demonstrating their
' solution.
POL0 _StUdex_it_s will use effective communication on activities with the class, and with
o Team..
- Student can solve the any Problem using various Brainstorming and Examine the
. PO12 . i A -
best suitable solution for given problem.

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 scoting more than set attaininent 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: PO6, POS, POY, PO10, PO12

- ioo
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Feedback of Activity

Percentage of Activity Feedback

Excellent  Very Good.

% Feedback ':

Good Average  Not Satisfied
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‘Name of Event : INNOVATIVE PRACTICES

Dates : 15 April 2024
Time : 10.00 am
Venue :  Classroom: 209

Course Code & Title : BTCOC604 Internet of Things.

Learning Strategy : Animation

Topic : MQTT
Animation:
An’im‘ati_qn has-emerged asa powerful tool for enhancing the learning experience.across
variousthe learners. Animation benefits the learnerto visualize the abstract concepts, to
demonstrate execution, simulating real-word applications and enhance motivation for learning
more complex. subjects

The benefit of the Animation:
¢ Animated videos are an effective way to communicate information.
» Animating yourinfographics invites audiences to have a deeper understanding.
» A ot of information can be communicated visually in an animation. '
o Animation deepens visual understanding much more than traditional diagrams.

Goal:

The goal of introducing innovative practice animation can be -multifaceted, depending on the
specific.context. -

Reason for choosing the particular topic (Method): _
The sample topics selected under the animation among the one of the topic is MQTT.
How we implemented Animation as instructional material :
» The concept deliverd to the students through animation,




e« Due to animation the Publish=Subscribe model easily understood.

s The message delivery from publisher to subscriber explained through topics through
anirnations.

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

64 students participated from the Third Year B. Tech Computer Engineering Department.

Learning Outcomes of Activity: =,
The students were able fo improve their concepts on message delivery using Publish- Subscrlbe
model. '

Pre-implementation Reflection:

o Students just might not have the necessary knowledge about topics and message transfer
using Pub-Sub model. ;

Post Implementation reflection:

o Students found that animation on topic enhance their learning skills.
« Studerts understood the cocepts as PUB,SUB and topic.

e This activity helps to test the level of understanding of the students.

Learning Qutcomes/ Program POL | PO12 | PSO1 | PSO2
Outcomies

o 1 1 1 1
TLOS5 : To discuss différent protocols in IoT :

POs Mapped: PO1,PO12,PSO1,PSO2

JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
MAPPED i
-Apply the knowledge of Publish-Subscribe model to transfer message. usmg
PO1
MQTT. _
PO12 Ability to recognize publish-subscribe model for real time appllcatlons
PSOL Student ability to analyze message transfer using MQTT. ;
PSO2 Students will provide the solution to real world problem using MQTT

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,PO12,PSO1.PSO2

% of Pre Test & Post Test Poll
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Fig. PreTest and PostTest Poll Before & After showing Animation
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Name of Event

-

Dates. . 15“‘ Aprll 2024

Time 1 -10:00 AM

Venue :  Class room : 208

Course Code & Title : BTCOC402 Operating System
Learning Strategy’ : Role Play

Topic :  CPU Scheduling Algorithms

Role play:
Role play enicourages participation among passive learners, adds dynamism to the ¢lassroom
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.

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.,

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

Cot_lrs'e-.(_)u_tcome:i _ o
€02: To lllustrate concepts of Process as well:us Thread Management along with Implement
concepts of CPU Scheduling algorithms.

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

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



discussed. Role play helps the students to visualize the functioning of CPU schedulmg
algorlthms 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:

‘o The faculty has 'diScu"s'sefi' the concept of FCFS and SJF on the previous day and
askedwillingness from the students to role play the concepts on the next day.

+ The students formed groups and prepared for the role play. |

¢ The students enacted CPU scheduling: algorithms like FCFS and SJF. ,

e Three processés with different burst time and arrival time are to be executed by
theprocessor using FCFS. and SJF.

» Students have taken the role of processes and processor.

Committee Members: Dr. Makarand Shahade, Coordinator and Convener

Total No. of Student Benefited:
45 students participated from S.Y. B. Tech Computer Engineefing Departmenit.
Learning Outcomes of Activity:
The students were able o demonstrate various scheduling algorithms:
Pre-implementation Reflection:
0 Some students were not willing to participate which necessary for the execution of
therole 15 playing activity.
00 Less nurnber of students was involved in the activity.
Post Implementation reflection:
o Students were able to identify and apply the working of scheduling algerithm o
» All the students enjoyed the activity. N
e Students’ feedback reflected that they have understood the concept.
s A scheduler can be added in the next role play in addition to the processor and
processesto depict ¢loser to the real scenario in CPU scheduling algorithms.
Learning Qutcomes/ Program | PO1 | PO2 | PO5S | PO9. | PO10 | PO12 I’SOI PSO2
Outcomes
LO4: The students will beableto | o | 2 | 1 | 2 1 2 | 2 5

Implement and Examine concepts.
of CPU Scheduling algorithms.




POs Mapped: PO, PO2, PO3, PO9, PO10, PO12, PSO1, PSO2

JUSTIFICATION FOR MAPPING

PO/PSO JUSTIFICATION
MAPPED
POL ‘Student will Apply the knowledge of mathematics to. solve the
' CPU.Scheduling algorithms
PO2 Student will analysis the CPU Scheduling Problem
PO3 :._Stu_de'nt will Draw Grant Chart for CPU Scheduling Problem
PO3 _Studént’s ‘will use modern IDE tools like NetBeéans, Code
Blocks, Notebook to solve CPU Scheduling problems
- Students teams demonstrate how to solvie the CPU Scheduling
PO9 o . Taxr
algorithms using role play
Students Can Communicate working of CPU Scheduling
PO10 T o
algorithms using role play
POI2 Student can solve the CPU Scheduling Problem using ‘various
' ) algorithims and Examine the best algorithms for given set of data
_ ‘Student ability to analyze and implement the CPU Scheduling
PSO1 P
algorithms
PO Students will provide the solution to CPU Schedulinig
problems by applying standard CPU Scheduling algerithms |
PO Attainment;

Rubrics for Attainment:

Attainment Leve] { Description

Level 1 : Low

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

Level 2 : Medium | 70% of students scoring more than set attainrhent 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, POS5, PO9, PO10, PO12; PSOI, PSO2

Refeérences:

https://serc.carleton.edu/introgeofroleplaying/whatis.htm|
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