
  

 

2.3.1 - STUDENT CENTRIC METHODS 
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1. Experimental learning 
Mini project 
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EXTERNAL EXAMINER     INTERNAL EXAMINER 

 



 

 

 

 
Date:07.07.2021 

 
ASSIGNMENT  MINIPROJECT 

 

SUBJECT CODE: IT1201 

SUBJECT NAME: PROBLEM SOLVING USING PYTHON PROGRAMMING 

 
 

PROJECT TITLE: 

GAME APPLICATION - CANDY CRUSH 
 
 

TEAM MEMBERS: 

R.SRIDEVI_20UIT02

1SRIVASI_20UIT017 

 
OBJECTIVE: 

To join the three matched colours of the candies. 
 
 

DESCRIPTION: 

A python bot that plays Candy Crush. 

Due to lack of time when I coded this I warn you that it's full of 

hardcoded stuff :). This is how it works: 

1. Take a screenshot of the desktop 

2. Extract the game board from it 

3. From that game board extract each cell 

4. Using a classification algorithm determine what candy is in each cell 

5. Compute the best move using a greedy-like algorithm 



 

6. Send Inputs to the browser window 

7. Wait for the board to stabilize and all the movement to stop 
 
 

The main problem now is the fact that I hardcoded the position of the board in the 

screenshot. You need to adjust the offsets of it in order to match the ones for your 

browser and screen size. 

 

CODING: 
 

OUTPUT: 

 



 

 
 
 

TEST CASES: 

 
Test Case 

No. 
Input Expected Output 

1 Three jelly make a blast 3 

2 
Four jelly make a row 
blast. 4 

3 
Five jelly make a colour 
ball. 5 

4 
L shaped jelly make a 
sugar candy 6 

5 Bomb blast 0 

Total Test Cases 5 

Number of Test Cases Passed 5 
 
 
 
 
 

RESULT: 

Thus, the Python project twas developed and executed successfully. 
 

 



 

Internship 

 



 

 

 

 

 

  

 

 

 



 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 



 

 
Kamaraj College of Engineering and Technology  

Department of Electronics and Communication Engineering  
Students Internship 2020-2021  

S. No.   Roll. No.   Student Name   Company   Days   
1   17UECE105   G. Rajesh Mani   Data Pattern,   

Bangalore   
6 Months   

( With stipend amount of Rs 
15,000)   

2   17UECE091   M. Sriram   MyDBOPS,   
Bangalore   

6 Months   
( With stipend amount of Rs 

15,000)   
3   17UECE054   N. Muhammed 

Anve Ayaz   
Promantus,   

Chennai   
3 Months   

( With stipend amount of Rs 
15,000)   

4   17UECE065   P. Aprana   Kaashiv 
Infotech,   
Chennai   

15 Days   

5   17UECE062   G. Hemalatha   Kaashiv 
Infotech,   
Chennai   

15 Days   

6   17UECE070   D. Nitharshana   Kaashiv 
Infotech,   
Chennai   

15 Days   

7  18UECE004   Vigneshwari N   Megara Robotics 
Pvt. Ltd.   

15 Days   

8   18UECE024   Yamini @ 
Meenalochini K   

Megara robotics 
pvt ltd   

15 Days   

9   18UECE031   Sakthi Krishnaa 
V   

Pantech 
Solutions   

30 Days   

10 18UECE031  Sakthi Krishnaa 
V   

III - ECE - B   

Zoho Corporation, 
chennai   

15,000 Per 
Month   

  

 

 

 

 

 

 



 

Professional chapter activity 

 

 



 

 



 

 



 

 

 



 

 



 

 

 

 

 

 

 

 

 

 



 

 

Hands on training 

 

 

 



 

 

 

 

 

 

 
 
 

 
 
 
 

 

Recorded link: 

https://web.microsoftstream.com/video/65596d89-1ba6-4f46- 
ad5a-77923fb9f408 

 



 

 

 

 

 

 



 

 

 



 
 

DEPARTMENT OF INFORMATION TECHNOLOGY 

SEMINAR/WORKSHOP/SYMPOSIUM/CONFERENCE/CONTESTS ORGANIZED 

WORKSHOP cum TECHNICAL CONTEST on “VIDEO MAKING” 

___________________________________________________________________________ 

Coordinator Name : Dr. R. ARTHY 

Audience (Our Students / Faculty /Other College)  : III IT 

No of Participants : 48 

Date of the Event : 17.04.2021 

__________________________________________________________________________________ 

Circular : 

 



Snap: 

    

 

 

 



 

 

 

 

 

 

Certification courses 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 
 

2. Participative learning 
Seminars 
 

 



 
 

 
 

 

 

 

 



 
 

 

 

 

Guest lecture 

 
 
 
 

 



 
 

 

 

 

Activities 

 

ACTIVE LEARNING METHODS FOLLOWED IN CLASS ROOM 
TEACHING 

Name of the Faculty M.Geetha 

Sub Code / Name MA1373 Transforms and Partial Differential Equations 

Year / Branch II BT 

Date / Period 29.12.2021 

Number of Participants 42 students 

Pedagogic Tool used Group Activity  Power Point Presentation 

Purpose of the Tool used 

To improve the creativity and interest among the students towards the 
subject by giving a group activity called power point presentation on 

. 

Remarks  effectively 
through their presentations. 



 
 

Proof 

                             

   
 
 
 
 

   
    

Conference  

 

 



 
 

 

 

 

3.Problem solving methods 

Assignments 



 
 

 



 
 

 



 
 

 



 
 

 



 
 

 

 

 



 
 

 



 
 

 



 
 

 

 

  

 

 

 

 



CASE STUDY



 
 

REAL TIME PROJECTS 

 



 
 

 



 
 

 

 

 

 

 

 

 

 



 
 

E BOX 

 

 

 



 
 

 

 

 



 
 

 

APTITUDE AND LOGICAL TRAINING 

 

 

 



 
 

 


