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OUR
MISSION

M1: To provide a strong foundation in computer science and
engineering and in problem solving techniques to become
successful professionals in the field of computing and prepare
them for higher education. 

M2: To Provide students with the latest skills in the field of
computer science and engineering and realize the importance of
life-long learning. 

M3: To produce graduates with the ability to participate in
interdisciplinary collaborations and apply recent computing
tools and technologies in domains and industry. 

M4: To Produce Graduates capable of ethically and responsibly
approaching and committing themselves to the social impact of
computing. 

M5: To prepare students to communicate effectively and exhibit
leadership qualities to work on diverse project teams. 

M6: To Provide a research environment for students and faculty
to undertake interdisciplinary research in emerging areas. 
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PROGRAMME
EDUCATIONAL
OBJECTIVES

PEO1: Graduates will possess the ability
to think logically and have the capacity to
understand technical problems and to
design optimal solutions for a successful
career in industry, academia, and
research.

PEO2: Graduates will have a foundation
in mathematical, scientific, and computer
science and engineering fundamentals
necessary to formulate, analyze, and
solve engineering problems.

PEO3: Graduates will have the potential
to apply their expertise and current
technologies across multiple disciplines
to solve real-world challenges and
research issues.

PEO4: Graduates will have the ability to
work as a team and will be able to
promote the design and implementation
of products and services with an
understanding of their impact on
economical, environmental, ethical, and
societal considerations through their
strong interpersonal skills, leadership
quality, and entrepreneurial skills.

PEO5: Graduates will possess an urge to
learn continuously and to be responsive
to the demands of the progressive
industrial world by carrying out research
in frontier areas of computer science and
engineering.

VISION
To impart quality education in the field of
computer science and engineering and to
provide graduates with technical skills
enabling them to contribute to society by
solving real-world problems and to
become a center of excellence for
advanced computing.

PSO1: Analyze, design, and develop
computing solutions by applying
foundational concepts of computer
science and engineering.

PSO2: Apply software engineering
principles and practices for developing
quality software for scientific and
business applications.

PSO3: Adapt to emerging information
and communication technologies (ICT) to
innovate ideas and solutions to existing
or novel problems.

PROGRAMME
SPECIFIC
OUTCOMES 

“Science can amuse
and fascinate us all,
but it is engineering

that changes the
world”

                        -Isaac Asimov
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PROGRAMME
OUTCOMES
Engineering knowledge: Apply the knowledge of
mathematics, science, engineering fundamentals,
and an engineering specialization to the solution
of complex engineering problems.
Problem analysis: Identify, formulate, research
literature, and analyze complex engineering
problems reaching substantiated conclusions
using first principles of mathematics, natural
sciences, and engineering sciences.
Design/development of solutions: Design
solutions for complex engineering problems and
design system components or processes that
meet the specified needs with appropriate
consideration for public health and safety, and
cultural, societal, and environmental
considerations.
Conduct investigations of complex problems:
Use research-based knowledge and research
methods including design of experiments,
analysis and interpretation of data, and synthesis
of the information to provide valid conclusions.
Modern tool usage: Create, select, and apply
appropriate techniques, resources, and modern
engineering and IT tools including prediction and
modeling to complex engineering activities with
an understanding of their limitations.

The engineer and society: Apply reasoning
informed by contextual knowledge to assess
societal, health, safety, legal, and cultural issues
and the consequent responsibilities relevant to
professional engineering practice.
Environment and sustainability: Understand
the impact of professional engineering solutions
in societal and environmental contexts, and
demonstrate the knowledge of, and need for,
sustainable development.
Ethics: Apply ethical principles and commit to
professional ethics and responsibilities and
norms of engineering practice.
Individual and team work: Function effectively
as an individual, and as a member or leader in
diverse teams, and in multidisciplinary settings.
Communication: Communicate effectively on
complex engineering activities with the
engineering community and with society at large,
such as being able to comprehend and write
effective reports and design documentation,
make effective presentations, and give and
receive clear instructions.
Project management and finance:
Demonstrate knowledge and understanding of
engineering and management principles and
apply these to one’s own work, as a member and
leader in a team, to manage projects and in
multidisciplinary environments.
Life-long learning: 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.

CONNE CT R IX  V OL UME  1  |  ISSUE  5 3



INTERNSHIPS
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The Department of Computer Science and Engineering hosted
Kratos 2K24, its annual symposium, on the 26th of October 2024.
The event brought together students from various disciplines to
participate in a diverse range of technical, non-technical, and
playground events, fostering innovation, creativity, and teamwork.

The symposium featured Technical events such as Paper
Presentation, SQL Code Off, Bid for Code Wars, Logic Break,
Technical Fued, UI/UX Design Battle, Code Relay, Bid to Predict,
The Code Gambit, and Cyber Heist, challenging participants in
coding, problem-solving, and technical expertise.

SYMPOSIUM



INTERNSHIPS
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 The non-technical events, including Channel Surfing, Title
Event, Fem Screen, Green Screen, and FIFA, encouraged
participants to showcase their creativity and spontaneity.
Adding to the excitement, the Playground events, Futsal and
Box Cricket, provided a platform for students to engage in
sportsmanship and teamwork.
Kratos 2K24 served as a dynamic hub for knowledge exchange,
skill development, and entertainment, leaving participants with
valuable experiences and memories. The symposium
successfully blended technical excellence, creative expression,
and competitive spirit, making it a memorable event for all
attendees.

SYMPOSIUM



INTERNSHIPS
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The Department of Computer Science and Engineering, in
association with the Computer Society of India, organized a guest
lecture on The Future of Product Design: Trends, Tools, and
Technologies on the 7th of October 2024 at Gallery Hall - Civil.
The session was led by Mr. Rajesh Sankar, Ambassador of
Madrasters Creative Community and Associate Manager - Product
Design at M2P Fintech, who provided valuable insights into the
evolving landscape of product design. He discussed emerging
trends, advanced tools, and the latest technologies shaping the
industry, offering students a deeper understanding of the field.

EVENTS



INTERNSHIPS
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The session also featured an engaging activity where students,
divided into groups, were tasked with designing an app along
with its user interface. This hands-on exercise encouraged
creativity and teamwork, allowing participants to apply the
concepts discussed during the lecture. Mr. Rajesh Sankar
provided guidance and feedback, helping students refine their
ideas and understand the practical aspects of product design.
The activity fostered an interactive learning experience, giving
attendees a glimpse into the challenges and considerations
involved in designing user-friendly applications.

EVENTS



INTERNSHIPS
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The Department of Computer Science and Engineering at Easwari
Engineering College conducted a Guest Lecture on Industrial Data
Structures on 3rd October 2024, featuring Mr. Arun Raj, Senior
Software Engineer at Google India, Bangalore, as the guest
speaker. The session aimed to provide students with insights into
data structures and their practical applications in the software
industry. The event commenced with a welcome note by Dr. S.
Ahamed Ali (AP, CSE), followed by the keynote speech from the
guest speaker.

EVENTS



INTERNSHIPS
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Mr. Arun Raj emphasized the critical role of data structures in
problem-solving and software development, highlighting their
importance in technical interviews at leading tech companies like
Google, Amazon, and Microsoft. He also discussed how efficient
data structure selection impacts system performance, resource
optimization, and scalability in real-world applications. The lecture
concluded with a feedback session and a vote of thanks delivered
by Dr. A. Arockia Abins (AP, CSE), leaving students with valuable
industry-oriented knowledge.

EVENTS



INTERNSHIPSEVENTS

The Department of Computer Science and Engineering at
Easwari Engineering College successfully hosted a National
Level Coding Contest on 26th October 2024, exclusively for
school students, aiming to enhance their coding proficiency,
logical reasoning, and problem-solving skills. A total of 106
students from various schools participated, with teacher
coordinators ensuring the smooth execution of the event. 

The contest was structured into two rounds—Round 1
featured eight challenging coding problems, and the top 21
performers advanced to Round 2, held in the IT Lab, where
they tackled two advanced-level problems. Simultaneously, a
learning session in the AIDS Lab provided participants with
insights into emerging technologies. The event served as an
excellent platform for young minds to experience
competitive coding, engage in intellectual challenges, and
gain valuable exposure to the field of computer science.
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National Level Coding Contest



CONNE CT R IX  V OL UME  1  |  ISSUE  5 11

INDUSTRIAL
VISIT

The students of II-year (A, B & C) from Easwari Engineering
College visited the Tamil Nadu Smart and Advanced
Manufacturing Centre (TANSAM), Chennai, on 28th and 29th
October 2024, accompanied by faculty members. The visit aimed
to provide hands-on exposure to cutting-edge technologies in
Industry 4.0, digital transformation, and smart manufacturing.
TANSAM, established by TIDCO in collaboration with Siemens,
serves as a Center of Excellence focusing on product innovation,
industrial IoT, AI, and augmented reality. During the visit,
students attended an introductory session on TANSAM’s role in
advancing manufacturing and witnessed live demonstrations of
Digital Twins, 3D Printing, and Augmented Reality (AR)
applications in industrial processes. 

They also interacted with advanced systems like the Siemens
Xcelerator portfolio and explored real-time industrial solutions.
Additionally, insights into Mendix low-code app development,
smart factory operations, internships, and certification programs
were shared. The visit enriched students’ understanding of
Industry 4.0, real-world industrial applications, and emerging
career opportunities in digital manufacturing and automation.



INTERNSHIPSSTUDENT
ACHIEVEMENTS
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The students of the Computer Science and Engineering
Department at Easwari Engineering College showcased their
coding excellence in Codeathon 2K24, organized by the TechSaavy
Club of the Department of Information Technology. Abuthahir S
(Third Year) secured First Place, while Prathik R Krishnan (Second
Year) achieved Third Place, demonstrating their technical
proficiency and problem-solving skills in this competitive event.



Creating a seamless and user-friendly experience for the Kratos2k24 event was
a challenge we eagerly took on. We built a platform where attendees could
easily explore different events, register, and make payments—all while
maintaining a clean and intuitive design. Our solution was a website that uses
React for the frontend and Django for the backend, ensuring smooth
functionality and responsiveness.
The frontend is hosted on Vercel, offering high performance and scalability. It
provides a dynamic and engaging user experience, enhanced by GSAP for
smooth transitions. This library allowed us to create stunning animations that
improve the site's flow, keeping users engaged throughout their journey. The
React components are designed with simplicity in mind, making it easy for users
to navigate event details without clutter.
On the backend, we used Django to handle the server-side logic and database
management. One key feature we integrated was the automatic dumping of
event signups into a well-structured Google Form, which simplifies the process
for organizers to track and manage participants. This automation allows
organizers to focus on other aspects without worrying about manual signups.
Hosting the backend on PythonAnywhere.com provided a reliable, cost-effective
deployment solution, allowing the site to run smoothly without extensive server
management. The event enables attendees to view event details, sign up for
activities, and make payments securely, streamlining the entire process for
everyone involved. Overall, it was a rewarding experience working on this
project, and we’re excited to see how the website contributes to the success of
Kratos2k24.
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BUILDING 
KRATOS24.COM

How we built CSE Symposium’s official
website.

-Kevin Denzl (III CSE B)
- Pradish Vaidhya (III CSE B)



In October 2024, Meta entered its first major AI partnership by signing
a multi-year agreement with Reuters. This deal allows Meta's AI chatbot
to utilize Reuters' content to answer news-related queries across
platforms such as Facebook, Instagram, WhatsApp, and Messenger. The
partnership enables the chatbot to provide news summaries and direct
links to Reuters' articles, enhancing users' access to reliable
information. While the specific terms of the agreement remain
confidential, this move signifies Meta's strategic shift towards
integrating current events into its AI offerings. Previously, Meta had
been cautious about including news content, especially on platforms
like Threads. 

This collaboration reflects a broader industry trend, with other media
organizations, including The Atlantic and The Wall Street Journal, also
partnering with AI companies like OpenAI to license their content.
However, challenges persist, as some outlets, such as The New York
Times, continue to address copyright concerns with AI firms. 

Notably, while Meta is compensating for news content in this instance,
it continues to resist legal mandates in regions like Canada that would
require social media platforms to pay publishers, opting instead to
restrict news access in those areas.
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META'S AI
PARTNERSHIP WITH

REUTERS
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