
SCHOOL OF STUDIES OF ENGINEERING AND TECHNOLOGY
Scheme of Teaching and Evaluation 2025-2029 (As per NEP-2020)

Choice Based Credit System (CBCS) and Outcome Based Education (OBE)
(Effective from the Academic year 2025-2026)
I-SEMESTER B.Tech. Animation & VFX

S.N. Course Code Course Title Teaching Hours/Week Examination Credits
Theory

Lectures
Tutorial Practical/

Drawing
Examination

in Hours
CIA

Marks
SEA

Marks
Total

Marks
L T P

1 AMUATB4 Engineering Mathematics – B 3 1 - 03 40 60 100 4
2 PPUATB2 Engineering Physics 3 1 - 03 40 60 100 4
3 ITUATL1 Design Fundamentals & Sketching 3 - - 03 40 60 100 3
4 EEUATE1 Introduction to Electrical Engineering 3 - - 03 40 60 100 3
5 ELUATH1 English for Communication 3 - - 03 40 60 100 3
6 ECUATH2 / CSUATH2 / ITUATH2 Human Values & Ethics 1 - - 02 50 - 50 1
7 PPUALB2 Engineering Physics Laboratory - - 2 03 25 25 50 1
8 MEUALL1 Engineering Graphics 1 - 3 03 25 25 50 3
9 ITUATLL1 Visual Sketching & Cinematic Basics 

Lab
- - 2 03 25 25 50 1

10 NSUALS1 NSS - - 2 01 25 25 50 1
Total 17 2 9 27 hrs. 350 400 750 24

Note: AM: Mathematics, PP: Physics, ME: Mechanical Engineering, IP: Industrial & Production Engineering, CE: Civil Engineering, CS: Computer Sc. & Engg., IT: Information Technology, PE: Physical Education, 
NS: NSS, U: Undergraduate, T: Theory, L: Laboratory

BASIC SCIENCE (B)
1. Engineering Mathematics – B
2. Engineering Physics
3. Engineering Physics 
Laboratory

ENGINEERING SCIENCE (E)
1. Introduction to Electrical Engineering

SKILL ENHANCEMENT COURSE 
(L)
1. Engineering Graphics

2. Design Fundamentals & Sketching

3. Visual Sketching & Cinematic Basics
Lab

HUMANITIES SCIENCE (H)
1. Human Values & Ethics

2. English for Communication

MANDATORY COURSE (C) EXTRA-CURRICULAR ACTIVITIES (S)
1. NSS

Credit Definition:
➢1-hour lecture (L) per week per semester = 1Credit
➢1-hour tutorial (T) per week per semester = 1Credit
➢2-hour Practical/Drawing(P) per week per semester = 1 Credit

➢ Four credit courses are to be designed for 50 hours of Teaching-Learning process.
➢ Three credit courses are to be designed for 40 hours of Teaching-Learning process.
➢ Two credit courses are to be designed for 30 hours of Teaching-Learning process.
➢ One credit courses are to be designed for 15 hours of Teaching-Learning process
Note: The above is applicable only to THEORY courses

AICTE Activity Points to be earned by students admitted to B.Tech. programme (For more details refer to Chapter 6, AICTE Activity Point Programme, Model Internship Guidelines):
Over and above the academic grades, every regular student admitted to the 4 years Degree program and every student entering 4years Degree programme through lateral entry, shall earn 100 and 75 Activity Points respectively for the award 
of degree through AICTE Activity Point Programme. The Activity Points earned shall be reflected on the student's eighth semester Grade Card.
The activities can be spread over the years, any time during the semester weekends and holidays, as per the liking and convenience of the student from the year of entry to the programme. However, the minimum hours' requirement should be
fulfilled. Activity Points (non-credit) do not affect SGPA/CGPA and shall not be considered for vertical progression.

 Eligibility for UG Certificate: 
A. Undergraduate Certificate course will be offered by all departments of SoS(E&T), GGV. 
B. For applicability of UG Certificate, the candidate who wants to exit after completing 1st year (02 semesters) BTech degree with 10 credits of skill-based courses lasting two months, including at least 06 credits job specific 
internship/apprenticeship with NHEQF level 5/UCF level 4.5. 
C. A student shall report to the concerned Head on or before the date notified by the Department/School/University, if he/she is interested to exit with UG Certificate 



SCHOOL OF STUDIES OF ENGINEERING AND TECHNOLOGY
Scheme of Teaching and Evaluation 2025-2029 (As per NEP-2020)

Choice Based Credit System (CBCS) and Outcome Based Education (OBE)
(Effective from the Academic year 2025-2026)
II-SEMESTER B.Tech. Animation & VFX

S.N. Course Code Course Title Teaching Hours/Week Examination Credits
Theory

Lectures
Tutorial Practical/

Drawing
Examination

in Hours
CIA

Marks
SEA

Marks
Total

Marks
L T P

1 AMUBTB1 Engineering Mathematics - A 3 1 - 03 40 60 100 4
2 CYUBTB3 Engineering Chemistry 3 - - 03 40 60 100 3
3 ITUBTL1 Storyboarding & Script Writing 3 - - 03 40 60 100 3
4 ECUBTE7 Introduction to Electronics & Communication 

Engineering
3 - - 03 40 60 100 3

5 LAUBTC1 Indian Constitution 1 - - 01 50 - 50 1
6 FOUBTC2 Environmental Science and Ecology 2 - - 03 40 60 100 2
7 CYUBLB3 Engineering Chemistry Laboratory - - 2 03 25 25 50 1
8 IPUBLL2 Engineering Workshop Practices - - 2 03 25 25 50 1
9 ITUBLL1 Storyboarding & Script Writing Lab - - 2 03 25 25 50 1
10 PEUBLS2 Sports and Yoga - - 2 - 25 25 50 1

Total 15 1 8 25 350 400 750 20
Note: AM: Mathematics, PP: Physics, ME: Mechanical Engineering, IP: Industrial & Production Engineering, CE: Civil Engineering, CS: Computer Sc. & Engg., IT: Information Technology, PE: Physical Education, 
NS: NSS, U: Undergraduate, T: Theory, L: Laboratory

BASIC SCIENCE (B)
1. Engineering Mathematics - A
2. Engineering Chemistry
3. Engineering Chemistry 
Laboratory

ENGINEERING SCIENCE (E)
1. Introduction to Electronics & 
Communication Engineering

SKILL ENHANCEMENT COURSE (L)
1. Engineering Workshop Practices
2. Storyboarding & Script Writing
3. Storyboarding & Script Writing Lab

HUMANITIES SCIENCE (H) MANDATORY COURSE (C)
1. Environmental Science and Ecology
2. Indian Constitution

EXTRA-CURRICULAR 
ACTIVITIES (S)
1. Sports and Yoga

Credit Definition:
➢1-hour lecture (L) per week per semester = 1Credit
➢1-hour tutorial (T) per week per semester = 1Credit
➢2-hour Practical/Drawing(P) per week per semester = 1 Credit

➢ Four credit courses are to be designed for 50 hours of Teaching-Learning process.
➢ Three credit courses are to be designed for 40 hours of Teaching-Learning process.
➢ Two credit courses are to be designed for 30 hours of Teaching-Learning process.
➢ One credit courses are to be designed for 15 hours of Teaching-Learning process
Note: The above is applicable only to THEORY courses

AICTE Activity Points to be earned by students admitted to B.Tech. programme (For more details refer to Chapter 6, AICTE Activity Point Programme, Model Internship Guidelines):
Over and above the academic grades, every regular student admitted to the 4 years Degree program and every student entering 4years Degree programme through lateral entry, shall earn 100 and 75 Activity Points respectively for the award of 
degree through AICTE Activity Point Programme. The Activity Points earned shall be reflected on the student's eighth semester Grade Card.
The activities can be spread over the years, any time during the semester weekends and holidays, as per the liking and convenience of the student from the year of entry to the programme. However, the minimum hours' requirement should be 
fulfilled. Activity Points (non-credit) do not affect SGPA/CGPA and shall not be considered for vertical progression.

 Eligibility for UG Certificate: 
A. Undergraduate Certificate course will be offered by all departments of SoS(E&T), GGV. 
B. For applicability of UG Certificate, the candidate who wants to exit after completing 1st year (02 semesters) BTech degree with 10 credits of skill-based courses lasting two months, including at least 06 credits job 
specific internship/apprenticeship with NHEQF level 5/UCF level 4.5. 
C. A student shall report to the concerned Head on or before the date notified by the Department/School/University, if he/she is interested to exit with UG Certificate 











SYLLABUS (SEMESTER-I) Periods/ Week Internal Assessment (IA) ESE Grand

Total

Credits

Subject Code:

ITUATL1 L T P

CT- 1 CT- II Attendance &

Assignments TOTAL

60 100 03

Subject: Design Fundamentals

& Sketching

3 - - 15 15 10 40

COURSE OBJECTIVE:

1. To introduce the basic principles and elements of design

2. To develop observational and manual drawing skills for visual communication

3. To understand form, proportion, and composition through sketching practices

4. To foster creative thinking and conceptual ideation through design exercises

5. To build a strong foundation for further study in design disciplines

COURSE OUTCOME:

By the end of this course, students will be able to:

1. Understand and apply core elements and principles of design.

2. Demonstrate foundational sketching techniques for visual representation.

3. Observe, analyze, and represent objects, nature, and human forms accurately.

4. Conceptualize and communicate design ideas through sketches.

5. Use manual and digital tools for ideation and design visualization.

UNIT I: Elements and Principles of Design

Definition and scope of design, Elements of design: Line, shape, form, space, texture, color, value, Principles of design: Balance,

rhythm, contrast, emphasis, unity, proportion, harmony, Symmetry and asymmetry, Positive and negative space, Composition

basics, Visual hierarchy, Introduction to design thinking.

UNIT II: Fundamentals of Sketching and Drawing

Sketching tools and materials, Holding and control techniques, Freehand sketching: Lines, curves, ellipses, and grids, Contour

drawing and gesture drawing, Perspective drawing: One-point, two-point, and three-point perspectives, Proportions and scale,

Observation drawing and shading techniques, Tonal value and light source rendering.

UNIT III: Object and Nature Study

Study of everyday objects through sketching, still  life composition, Organic and geometric forms, Texture rendering (wood,

metal, glass, fabric, etc.), Sketching natural forms: Leaves, flowers, rocks, trees, and landscapes, Light and shadow application,

Cross-sectional views, Transparency and reflections in sketching.

UNIT IV: Human and Animal Form Sketching

Human body proportions and anatomy basics, Head, face, and expression sketching, Gesture drawing for posture and movement,

Simplified  skeleton  and  muscle  structures,  Animal  forms:  Motion,  anatomy,  and  expression,  Live  sketching  and  rapid

visualization, Sequential movement drawing, Stylization and abstraction.

UNIT V: Design Visualization and Conceptual Sketching

Thumbnail sketching and ideation techniques, Concept development through sketching, Storyboarding and narrative sketching,

Environment and spatial sketches, Product and interface visualization, Mood boards and composition layouts, Use of sketchbooks

and visual journals, Integration of digital sketching tools (e.g., Procreate, Adobe Fresco).



TEXT / REFERENCE BOOKS:

Text Books:

1. David Lauer & Stephen Pentak, Design Basics, Cengage Learning, 9th Edition, 2015.

2. Barrington Barber, The Complete Book of Drawing: Essential Skills for Every Artist, Arcturus Publishing, 2014.

3. Bert Dodson, Keys to Drawing, North Light Books, 1990.

Reference Books:

1. Victor Perard, Anatomy and Drawing, Dover Publications, 2006.

2. Steven Heller & Gail Anderson, The Elements of Graphic Design, Allworth Press, 2016.

3. Thomas C. Wang, Pencil Techniques in Drawing, Van Nostrand Reinhold, 1986.

4. Koos Eissen & Roselien Steur, Sketching: The Basics, BIS Publishers, 2011.

5. Scott Robertson & Thomas Bertling, How to Draw: Drawing and Sketching Objects and Environments from Your 

Imagination, Design Studio Press, 2013.

Course Outcomes and their mapping with Programme Outcomes: Design Fundamentals & Sketching

CO
PO PSO

PO1 PO2 PO3 PO4 PO5 PO6 PO7 PO8 PO9 PO10 PO11 PO12 PSO1 PSO2 PSO3

CO1 3 2 2 1 1 3 3 2

CO2 3 2 2 1 1 3 3 2

CO3 3 2 2 1 1 3 3 2

CO4 3 2 2 1 1 3 3 2

CO5 3 2 2 1 1 3 3 2

Weightage: 1-Sightly; 2-Moderately; 3-Strongly



SYLLABUS (SEMESTER-I) Periods/ 

Week
Internal Assessment (IA) ESE

Grand 

Total Credits

Subject 

Code: EEUATE1 L  T P
CT- 1 CT

- 

II

Attendance & 

Assignments
TOT

AL 60 100 03

Subject:
INTRODUCTION

TO ELECTRICAL

ENGINEERING

3   - - 15 15 10 40

Course Objective:

 To analyze basic concepts of DC and AC circuits.

 To explain construction and operation of transformers,

 To explain the concept and working of DC machines and Induction motor.

 To explain electric installation, wiring, billing and safety measures.

UNIT I: DC CIRCUITS: Electrical circuit elements (R, L and C), voltage and current sources,

Ohms Law, Kirchhoff s‟  current and voltage laws, analysis of simple circuits with dc excitation.

Superposition, Thevenin and Norton Theorems. Time-domain analysis of first-order RL  and

RC circuits. Mesh & nodal analysis, Star- Delta transformation and circuits.

UNIT II: AC CIRCUITS: Representation of sinusoidal waveforms, average and rms values,

phasor representation, real power, reactive power, apparent power, power factor. Analysis of

single-phase ac circuits consisting of R, L, C, RL, RC, RLC combinations (series and

parallel), resonance. Three-phase balanced circuits, voltage and current relations in star and

delta connections. Three-phase power measurement- Two- Wattmeter method.

UNIT III: ELECTROMAGNETISM: Concept of Magnetic effect of electric current,

faraday‟s law of electromagnetism. BH curve, Analogy of Electric and magnetic Circuits.

Concept of flux flow in magnetic circuits. TRANSFORMERS Construction, classification,

ideal and practical transformer, equivalent circuit, losses in  transformers, tests,  voltage

regulation and efficiency. Introduction to three phase transformers.

UNIT IV: DC AND AC MACHINES: Construction, Working Principle, losses and

efficiency of DC Machines and three phase Induction Machine, Torque Equations, DC

motor: Principle of operation, speed control.

UNIT V: ELECTRICAL INSTALLATIONS& SAFETY: Components of LT Switchgear:

Switch Fuse Unit (SFU), MCB, Earthing – Types of earthing and its importance. Electrical

wiring: Conduit and concealed wiring, Two way and Three-way control of lamps. Safety

precautions for electrical appliances. Calculations for energy consumption and billing.

Course Outcome: At the end of the course, the student will be able to :
CO1: Analyse basic DC and AC electric circuits.

CO2: Explain the working principles of transformers and its tests.

CO3: Explain the concepts of DC and AC machines and their applications

CO4: Understand the wiring methods, working principles of circuit protective devices, electrical 

billing and safety measures.

TEXT/ REFERENCE BOOKS:

1.D. P. Kothari and I. J. Nagrath, “Basic Electrical Engineering”, Tata McGraw Hill, 2010.

2.D. C. Kulshreshtha, “Basic Electrical Engineering”, McGraw Hill, 2009.

3.B L Theraja and AK Theraja,” A Textbook of Electrical Technology- Vol-I & II, S. 

CHAND &Co ltd, 2013.

10



4.E. Hughes, “Electrical and Electronics Technology”, Pearson, 2010.

5.P.V. Prasad et al., Basic Electrical Engineering, Cengage 2019

Course Outcomes and their Mapping with Programme Outcomes: INTRODUCTION TO

ELECTRICAL ENGINEERING (EEUATE1)

CO PO1 PO

2

PO3 PO

4

PO

5

PO6 PO7 PO8 PO

9

PO10 PO11 PO12 PSO1 PSO2 PSO3

CO

1

3 3 2 2 3 2 1

CO

2

2 2 3 1 3 2 1

CO

3

2 3 3 2 1 3 2 2

CO

4

1 2 2 2 3 3 2 2 3 2

          Weightage: 1-Sightly, 2-Moderately, 3-Strongly

11

















SYLLABUS (SEMESTER-I)
Periods/

Week

INTERNAL 

ASSESSMENT (IA)

ESE Grand

total

Credits

Subject Code: ITUATLL1 L T P IA MSE TOTA

L
25 50 01

Subject:

Visual Sketching & Cinematic Basics

Lab - - 2 25 -- 25

COURSE OBJECTIVE:

1. To familiarize students with fundamental design tools, materials, and safety practices

2. To develop hands-on proficiency in sketching and rendering techniques

3. To strengthen observational skills through object, nature, and form studies

4. To explore the application of design principles through studio-based exercises

5. To enhance creativity and visual communication through conceptual sketches

COURSE OUTCOME:

At the end of the course students will be able to:

1. Identify and use fundamental drawing tools safely and effectively

2. Demonstrate freehand sketching of geometric and organic forms with proportion and accuracy

3. Render realistic objects using light, shadow, and texture

4. Observe and translate visual details from natural and manmade subjects

5. Create conceptual sketches for basic design problems and communicate ideas visually

List of Experiments/Demonstrations:

• Introduction to drawing tools and studio safety measures; familiarization with sketchbooks, pencils, pens, markers, erasers, 

fixatives, and cutting tools

• Line and shape exercises: straight lines, curved lines, contour lines, geometric and organic shapes

• Freehand sketching of basic 2D and 3D forms: cubes, cylinders, spheres, cones, and pyramids

• Perspective drawing exercises: one-point and two-point perspective with objects and interiors

• Tonal rendering: application of light and shadow using hatching, cross-hatching, and smudging techniques

• Still-life drawing of simple objects and arrangements under various lighting conditions

• Texture study: sketching and rendering of materials such as wood, metal, glass, fabric, and stone

• Nature sketching: observation and drawing of leaves, flowers, and natural compositions

• Human figure basics: sketching head, face, hand, and body posture using live references or mannequins

• Gesture drawing and motion studies: capturing dynamic postures in time-limited exercises

• Conceptual visualization: thumbnail sketching and idea generation for a given design prompt

• Introduction to digital sketching tools (optional): demonstration using tablets and basic digital brushes

Course Outcomes and their mapping with Programmed Outcomes: Design Fundamentals & Sketching

CO
PO PSO

PO1 PO2 PO3 PO4 PO5 PO6 PO7 PO8 PO9 PO10 PO11 PO12 PSO1 PSO2 PSO3

CO1 3 2 2 1 1 3 3 2

CO2 3 2 2 1 1 3 3 2

CO3 3 2 2 1 1 3 3 2

Weightage: 1-Sightly; 2-Moderately; 3-Strongly













SYLLABUS (SEMESTER-II) Periods/ Week Internal Assessment (IA) ESE
Grand 
Total Credits

Subject
Code:

ITUBTL1
L T P

CT-
1

CT-
II

Attendance
&

Assignments
TOTAL

60 100 03

Subject: Storyboarding &
Script Writing

3 - - 1
5

15 10 40

COURSE OBJECTIVE:

1. To develop an in-depth understanding of the visual storytelling process through the fundamentals of storyboarding and 

script writing. 

2. To enable students to conceptualize, visualize, and structure compelling narratives across various media formats 

including animation, film, games, and interactive design.

COURSE OUTCOME:

At the end of the course students will be able to:

1. Understand fundamental concepts and structures of storytelling and narrative design.

2. Write professional-quality scripts for various media formats.

3. Create detailed and visually coherent storyboards.

4. Translate written scripts into visual sequences for production planning.

5. Apply storytelling techniques to interactive and emerging media environments.

UNIT I: Introduction to Storytelling and Narrative Structure

Definition and importance of storytelling, Evolution of narratives in media, Types of narratives: linear, non-linear, and interactive,

Basic elements of a story: character, setting, plot, conflict, and resolution, Three-act structure, Hero’s Journey, Premise, theme, 

and tone, Writing loglines and synopses.

UNIT II: Fundamentals of Script Writing

Script formats: film, television, animation, and interactive media, Scene structure and transitions, Dialogue writing techniques, 

Character development and motivation arcs, Visual vs. verbal storytelling, writing action and description, Screenplay formatting 

standards using software (e.g., Celtx, Final Draft), Writing short scripts and pitching ideas.

UNIT III: Principles of Storyboarding

Introduction to storyboarding: purpose and scope, Visual grammar: framing, shot types, camera angles, and transitions, 

Sequencing of shots, Continuity and flow, Time and motion representation, Composition and blocking of action, Using 

thumbnails, animatics, and mood boards, Storyboarding software tools (e.g., Storyboarder, Photoshop, Toon Boom).

UNIT IV: Application in Media Production

Script-to-screen workflow, Role of storyboard artists and scriptwriters in production teams, Animatics and pre-visualization, 

storyboarding for animation, advertising, video games, and UX storytelling, Integration with sound and dialogue, Budgeting and 

scheduling based on storyboards, Case studies from film, animation, and digital media industries.

UNIT V: Advanced Techniques and Collaborative Story Development

Genre-specific storytelling (e.g., comedy, thriller, sci-fi, drama), Writing for non-linear and interactive platforms 

(AR/VR/Games), Collaborative writing and iterative storyboarding, Feedback and critique techniques, Ethical storytelling and 

inclusive narratives, Adapting stories across cultures and media, Capstone project: development of a complete storyboard and 

script for a short film or animation.



TEXT / REFERENCE BOOKS:
1. Robert McKee, Story: Substance, Structure, Style and the Principles of Screenwriting, HarperCollins, 1997.

2. Syd Field, Screenplay: The Foundations of Screenwriting, Delta Publishing, 2005.

3. David Harland Rousseau & Benjamin Reid Phillips, Storyboarding Essentials, Watson-Guptill, 2013.

4. Christopher Vogler, The Writer’s Journey: Mythic Structure for Writers, Michael Wiese Productions, 3rd Edition, 2007.

5. Mark Simon, Storyboards: Motion in Art, Focal Press, 3rd Edition, 2006.

6. John Hart, The Art of the Storyboard, Focal Press, 2nd Edition, 2007.

7. Michael Rabiger & Mick Hurbis-Cherrier, Directing: Film Techniques and Aesthetics, Routledge, 6th Edition, 2020.

8. Ken Dancyger, Alternative Scriptwriting: Beyond the Hollywood Formula, Focal Press, 5th Edition, 2013.

9. Andrew Glassner,  Interactive Storytelling: Techniques for 21st  Century Fiction,  A K Peters/CRC Press,  2004.Will

Eisner, Graphic 

Course Outcomes and their mapping with Programmed Outcomes: Storyboarding & Script Writing

COs
POs PSOs

PO1 PO2 PO3 PO4 PO5 PO6 PO7 PO8 PO9 PO10 PO11 PO12 PSO1 PSO2 PSO3

CO1 3 1 1

CO2 3 1 1

CO3 3 1 1

Weightage: 1-Sightly; 2-Moderately; 3-Strongly







SYLLABUS (SEMESTER-II) Periods/ Week Internal Assessment (IA) ESE
Grand
Total Credits

Subject
Code:            LAUBTC1 L T P CT

-
1

CT
-
II

Attendance
&

Assignments

TOTAL
- 50      01

Subject: INDIAN
CONSTITUTION 1 - - 20 20 10 50

COURSE OBJECTIVE:
1. To the importance of preamble of the constitution of India.
2. To understand the fundamental rights and duty as a citizen of India.
3. To understand the functioning of union and state government and their inter-relationship.

COURSE OUTCOME: At the end of the course students will be able to:
 Describe the salient features of the Indian Constitution
 List the Fundamental Rights and Fundamental Duties of Indian citizens
 Describe the Directive Principles of State Policy and their significance

UNIT I:  Introduction:  Constitution-meaning of the term, Sources and constitutional theory, Features, Citizenship.

Preamble.

UNIT II: Fundamental Rights and Duties: Fundamental Rights, Fundamental Duties, Directive Principles of State Policy

UNIT III: Union Government: Structure of Indian Union: Federalism, Centre-State relationship President: Role. Power

and position, Prime Minister and council of ministers, Cabinet and Central Secretariat, Lok Sabha. Rajya Sabha

UNIT IV: State Government: Governor: Role and position, Chief Minister and council of ministers, State Secretariat

UNIT V:  Relationship between Centre and  States:  Distribution of  Legislative Powers, Administrative Relations,

Coordination between States

TEXT/ REFERENCE BOOKS:
1. Constitution of India, V.N. Shukla
2. The Constitutional Law of India, J.N. Pandey
3. Indian Constitutional Law. M.P. Jain

Course Outcomes and their mapping with Programme Outcomes: Indian Constitution (Lauatc1)

CO
PO PSO

PO1 PO2 PO3 PO4 PO5 PO6 PO7 PO8 PO9 PO10 PO11 PO12 PSO1 PSO2 PSO3
CO1 2 3 1
CO2 2 3 1
CO3 2 3 1

Weightage: 1-Sightly; 2-Moderately; 3-Strongly


















