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MESSAGE

Chev.S.Paramesvaran

| deem it a great pleasure and privilege to congratulate the
faculty members as they bring out their magazine.This
magazine represents the newest channel to showing out
the talents of our students.

We hope that this magazine will become the ultimate focus
for your partcipation as we seek to strengthen and
enhance our collaboration of knowledge.

Dr.S.Ramabalan
My Heartfelt congratulations for this new

release of magazine.A milestone achievement
indeed! There is no doubt in my mind that it will
serve as a beacon to the future generations.|
wish you success in all your endeavours.

Dr.M.Chinnadurai

| congratulate the members for releasing their
magazine.This magazine is started with view to broadcast
the various events for the student intelligence.
Individually and collectively,this magazine is a measure
of our success and foundation of our future.l wish you all
the very best.




VISION

o To produce globally competont computor professionals capable of adaptive
to the ever-changing technological tronds of Industry and Society

MISSION

o To bulld the core compeotence desirable for a computer profossional such as
design, development, testing and maintenance of software systems 1o work In
real world projects oxceolling the expected standards of industries.

o To train the students to acquire high demand skills of emerging technologies
to make them preferable for employers,

o To provide state-of-the-art learning facilities for effective implementation of
larmer centric teaching-learning process to develop professional skills,
soifdoarning and lifolong learning capabilitios

PSOs

The graduates will have

PSO1: The ability to apply software engineering principles and practices to

design and develop software systoms that meet the automation noods of Indus-
trial and societal problems,

PSO2: The abliity to demonstrate the technical skills and knowledge gained In
the fields such as Artificial intelligence, Data Sclence, Cloud Computing, Soclal
Network Analysis SMoblie Application devolopment to build succossful caroer
and pursue higher education,

PEOs

PEO1Y: Graduates will have successful carcers in the fiold of computer sclence
and enginoernng as computer professionals or entreprenours,

PEOZ: Graduates will have desirable knowledge on core competencies and
emerging technoiogies to pursue highar aducation and research

PEOJI: Graduates will continue to learn and adapt to the world of constantly
evolving technology.




Graduates will be able to

PO1: Apply the knowledge of mathematics, science, engineering
fundamentals, and an engineering specialization to the solution of
complex engineering problems.

PO2: Identify, formulate, research literature, and analyze complex
engineering problems reaching substantiated conclusions using
first principles of mathematics, natural sciences, and engineering
sclences,

PO3: Design solutions for complex engineering problems and
design system components or processes that meet the specified
neads with appropriate consideration for the public health and
safety, and the cultural, societal, and environmental considerations.
PO4: Use research-based knowiedge and research methods includ-
ing design of experiments, analysis and interpretation of data, and
synthesis of the information to provide valid conclusions.

POBS: Create, select, and apply appropriate techniques, resources,
and modem engineering and IT tools including prediction and mod-
elling to complex engineering activities with an understanding of
the limitations.

POG: Apply reasoning informed by the contextual knowledge to
assess societal, health, safety, legal and cultural issues and the con-
sequent responsibilities relevant to the professional engineering
pracuce.

PO7: Understand the impact of the professional engineering solu-
tions In societal and environmental contexts, and demonstrate the
knowledae of, and need for sustainable development.

POB: Apply ethical principles and commit to professional ethics and
responsibilities and norms of the engineering practice.

PO9: Function effectively as an individual, and as a member or leader
in diverse teams, and in multidisciplinary settings.

PO10: Communicate effectively on complex engineering activities
with the engineering community and with soclety at large, such as,
being able to comprehend and write effective reports and design doc-
umentation, make effective presentations, and give and receive clear
instructions.

PO11: Demonstrate knowledge and understanding of the engineering
and management principies and apply these 10 one's own work, as a
member and leader in a team, to manage projects and In multidisci-
plinary environments.,




PO12: Recognize the need for, and have the preparation and ability to
engage in independent and lifelong learning in the broadest context
of technological change.




New trending in 2016-2017:

1.1oT and Smart Home Tech. We've been hearing about the
forthcoming revolution of the Internet-of-Things (loT) and resulting
interconnectedness of smart home technology for years. So what'’s
the holdup? Why aren’t we all living in smart, connected homes by
now? Part of the problem is too much competition, with not
enough collaboration there are tons of individual appliances and
apps on the market, but few solutions to tie everything
together into a single, seamless user experience. Now that bigger
companies already well-versed in uniform user experiences (like
Google, Amazon, and Apple) are getting involved, | expect we'll
see some major advancements on this front in the coming year.

2. AR and VR. We've already seen some major steps forward for
augmented reality (AR) and virtual reality (VR) technology in 2016.
Oculus Rift was released, to positive reception, and thousands of VR
apps and games followed. We also saw Pokémon Go, an AR game,
explode with over 100 million downloads. The market is ready for AR
and VR, and we'’ve already got some early-stage devices and tech for
these applications, but it's going to be next year before we see things
really take off. Once they do, you’ll need to be ready for AR and VR
versions of practically everything—and sample marketing opportunities
to follow.

3. Machine Learning. Machine learning has taken some massive
strides forward in the past few years, even emerging to assist
and enhance Google’s core search engine algorithm. But again, we've
only seen it in a limited range of applications. Throughout 2017, |
expect to see machine learning updates emerge across the board,
entering almost any type of consumer application you can think of, from
offering better recommended products based on prior purchase history
to gradually improving the user experience of an analytics app. It won’t

be long before machine learning becomes a kind of “new normal,” with

people expecting this type of artificial intelligence as a component of

every form of technology.



4. Automation. Marketers will be (mostly) pleased to
learn that automation will become a bigger mainstay
in and throughout 2017, with advanced technology
enabling the automation of previously human
exclusive tasks. We've had robotic journalists
in circulation for a couple of years now, and | expect it
won’'t be long before they make another leap into
more practical types of articles. It's likely that we’ll
start seeing productivity skyrocket in a number of
white-collar type jobs—and we’ll start seeing some
jobs disappear altogether. When automation is
combined with machine learning, everything can
improve even faster, so 2017 has the potential to be a
truly landmark year.

5.Humanized Big Data. ( empathetic, qualitative ) Big
data has been a big topic for the past five years or so,
when it started making headlines as a buzzword. The
idea is that mass quantities of gathered data which we
now have access to—can help us in everything from
planning better medical treatments to executing better
marketing campaigns. But big data’s greatest strength
its quantitative, numerical foundation is also a
weakness. In 2017, | expect we’ll see advancements
to humanize big data, seeking more empathetic and
qualitative bits of data and projecting it in a more
visualized, accessible way.



6. Physical-Digital Integrations.Mobile devices have
been slowly adding technology into our daily lives. It's
rare to see anyone without a smartphone at any given
time, giving us access to practically infinite information
in the real-world. We already have things like site
to store purchasing, enabling online customers to buy
and pick up products in a physical retail location, but
the next level will be even further integrations between
physical and digital realities. Online brands like
Amazon will start having more physical products, like
Dash Buttons, and physical brands like Walmart will
start having more digital features, like store maps and
product trials.

7. Everything On-Demand. Thanks to brands like
Uber (and the resulting madness of startups built on
the premise of being the “Uberof "), people are
getting used to having everything on demand via
phone apps. In 2017, | expect this to see this develop
even further. We have thousands of apps available to
us to get rides, food deliveries, and even a place to
stay for the night, but soon we’ll see this evolve into
even stranger territory. Anyone in the tech industry
knows that making predictions about the course of
technology’s future, even a year out, is an exercise in
futility. Surprises can come from a number of different
directions, and announced developments rarely
release as they're intended.















Revenue — US$ 6.035 billion
Operating incomv$ 0.86 billion
Total assets — US$ 15.216 billion
?tal equity —~US$ 7.586 billion

Top 10 IT companies

HP's $111 billion in annual revenue barely grew last year, which is why CEO ggf:,_“,‘t’.: L’;‘W""’""" $40 Doy v prtis. thaeber (e n e Torkine

Meg Whitman has announced plans to split HP into two separate businesses:
HP Enterprise, which will sell enterprise infrastructure, software and services to
businesses, and HP Inc., a consumer-facing seller of printers, computers and
software. HP is large enough that both entities will remain in the top 50 Fortune
500 companies after the split, which is scheduled to occur by the end of fiscal
2015.

—
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IBM has hit some struggles transitioning its on-premise server business Amazon's momentum was called into doubt last year, for the first time in

to the cloud, watching its its $94 billion in revenue shrink 5.6% last year years, after it posted its biggest loss in years. Making matters worse, the
with profits falling by 27%. In a Fortune profile last year, CEO Ginny company’s Fire phone was a massive disappointment, its cloud services
Rometty outlined her pian for the company'’s transformation, which in- faced competition from Microsoft, and the company got into a messy fight
cludes a push into cloud, mobile, and Watson. with book publisher Hachette. Still, with $89 billion in revenue, the company

jumped six spots to number 29 on the Fortune 500 list this year

-

Jumping six spots to number 40, the search giant-tumed-moonshot-compa-
Microsoft's Azure cloud business has been a key eamings driver for the ny grew revenue by 17.9% to $71 billion. Like all incumbent Internet play-

company as its software licensing and computing revenue declines. With ers, Google's core business is racing to catch up to the shift to mobile. But

361!7 billion in annual revenue, the company jumped three spots to number iy $14 billion in annual profits, the company has plenty of wiggle room.
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CSE Project #12: Dialog System for Academic Advising
Faculty Mentor: Emily Mower Provost (emilykmp@umich.edu)

Prerequisites: EECS 280

Project Description: We are researching how students advisees and faculty advisors interact and coordinate
their behaviors. The goal of this project is to develop an interactive dialog system for student advising. We are
looking for students interested in working on speech recognition, dialog management, behavior recognition,
natural language processing, and/or system infrastructure.

PEER DEVELOPMENTAL
MENTORING ADVISING

ADVISOR

CSE Project #13: Coronary Angiogram Segmentation
Faculty Mentor: Kayvan Najarian (kayvan@umich.edu)

Prerequisites: Calculus, Programming (Basic knowledge)

Description: The goal of this project is to develop an automated system to analyze video angiograms
to detect stenosis and measure the extent of stenosis using image and video processing techniques.
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CSE Project #11: Intelligent Interface Prototyping Tools
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Faculty Mentor: Walter Lasecki (wlasecki@umich.edu)

Prerequisites: Proficiency in javascript / web programming; Experience using design tools / collaborative online editors; Experi-
ence developing with Meteor, SVG canvas (svg-edit), or related frameworks preferred

Description: Prototyping systems allows designers and developers to quickly get their ideas in front of real users, get feedback,
and iterate on their designs. However, this is often itself a time-consuming process. This research project aims to develop a system
that lets designers and developers prototype functional systems as quickly as they can describe them aloud, providing unparal-
leled ability to quickly iterate on designs, even during live trials.

Students will help design and develop novel features to add to a prototype platform that we have previously developed (see:
http://cs.rochester.edu/hci/pubs/pdfs/apparition.pdf), and test their results with real end users.

Possible extensions of interest are related to using machine learning to understand and general from human examples, adding
new types of interaction (e.g., via video + a physical whiteboard with projected interfaces), and more.

CSE Project #12: Dialog System for Academic Advising

Students' Use Of Technology
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Outside of School

10 percent of 9th 10 12th graders have Taeeted
about an academic topse that interested them

46 percent of high school students have used
Facebook os a collaborative leaming tool

Faculty Mentor: Emily Mower Provost (emilykmp@u-
mich.edu)

Prerequisites: EECS 280

Project Description: We are researching how stu-
dents advisees and faculty advisors interact and co-
ordinate their behaviors. The goal of this project is to
develop an interactive dialog system for student ad-
vising. We are looking for students interested in work-
ing on speech recognition, dialog management, be-
havior recognition, natural language processing,
and/or system infrastructure.
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