BMS COLLEGE OF ENGINEERING, BANGALORE-560 019
(An autonomous institution affiliated to VTU, Belgaum)
Department of Mathematics and Humanities

Topic Simply Pi
Faculty Coordinators | Mr. Anthony Christy Melson and Mrs. Shazia P.A
Date and Time 16th March 2022 to 19th March 2022
REPORT

PENTAGRAM-The Mathematical Society of BMSCE organized “Simply Pi “ on account
of Pi day celebrations from 16th March 2022 to 19th March 2022 under the supervision of
faculty cooordinators Mr. Anthony Christy Melson and Mrs. Shazia P.A. The Core
committees of the previous two batches were the invitees and they were felicitated with
mementos in appreciation for their contribution to Pentagram. Many fun filled interesting
events were conducted to test the wit of the students in collaboration with the Protocol Club,
Team Codelocked, IEEE - PES, IEEE - SB, IEEE - COMPSOC, Inksanity, BMSCE Quiz
club, Photography club, ISE Student club and IEEE — WIE. The event was a great success
where almost 500 students participated. The celebrations culminated with a cultural evening
hosted on 19th March in collaboration with two music clubs - Ninaad and Groove House and

the dance club - Paramvah who put up a great show. The performances were followed by

prize distribution ceremony.




BMS COLLEGE OF ENGINEERING, BANGALORE-560 019
(An autonomous institution affiliated to VTU, Belgaum)
Department of Mathematics and Humanities

Topic UNDER THE HAMMER

Date and Time 27th of May 2022

The event was conducted on the 27th of May 2022. It was an offline event
conducted as a part of Utsav-Envisage 2022. It was an open event to all the
students of various colleges. The organizing committee and the participants
were from all four years (1st, 2nd, 3rd and 4th).

The participants had to take part in a team of 2. An entry fee of Rs. 100
was collected from each team and a total of 24 teams took part in the event.

The event was split into three parts: 2 Preliminary and 1 Main round.

The first Preliminary round began at 12:00 pm at the CSE Seminar Hall,
Platinum Jubilee Block. The participants had to solve a sudoku puzzle and
had to solve the clues for the online treasure hunt which had about 5
questions and the form was floated in the whatsapp group of the
participants. The first round of prelims was for a duration of 50 minutes.
The first round prelims got wrapped up by 1:00 pm and 16 teams were
qualified.

The second Preliminary round began at 1:10. This round consisted of 2
games(flip-tac-toe and straw and thermocol balls) and hangman as the tie-
breaker. One participant of a team had to play flip tac toe where they had
to flip a cup and if that landed on the bottom they could play tic tac toe
with that. The participant of the team who placed their cups in a line would
win the game. The participants had about 1.5 minute for that.

Another participant of the team had to play the second game where they
had to suck thermocol balls in a cup with the help of straws and transfer it
to another cup in the duration of 30 seconds, whichever team had the most
wins would qualify.



A tie-breaker round of hangman was conducted if there was a tie between
two teams. The categories were India, Nature and Monuments. A word was
given to both teams which had few dashes in them. The teams had to guess
the word with the help of clues provided. 3 clues were provided and if both
teams couldn’t guess the word they could guess the letters and the team
who could guess the word with less number of trials qualified to the next
round.

A total of 8 teams were qualified in the second preliminary round and
proceeded to the main round.

The third and the main round was The Auction. It was categorized into 5
sets namely, Batters, Bowlers, Wicket Keepers, All-Rounders and All
stars. Each cricketer in each set had a base price and had the respective
stats of the set. The participants had to make their own team by buying 6
cricketers out of which 4 cricketers should be one of each set and the other
two could be of any set and the team had to also include a captain.

The participants had a purse of 50 crores with which they had to bid and
buy players accordingly. After every purchase, the participants were given
an option where they could answer a math question. If the question was
answered within one minute, they could get the cricketer for 3/4th of the
price they bid for. If they couldn’t answer the question, 1/4th of the price
they bid for would be deducted from their purse and also the player would
remain unsold.If they did not choose to answer the math question then the
player was given to them at the bid price itself.

After every purchase, the price would be deducted from the purses of the
participants.

The stats of every team was tabulated by adding the stats of every cricketer
in the respective team, it was concluded that the team consisting of
Ashutosh Bharadwaj and Ariyan Kumar Saha were the winners and the
team consisting of Sankalp Fattepur and Rakshith S were the runners. In
case of a tie the deciding factor was the remaining amount in the purse.

The event was a successful one. It was concluded by 4.30pm and a group
photograph was taken at the end.
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BMS COLLEGE OF ENGINEERING, BANGALORE-560 019
(An autonomous institution affiliated to VTU, Belgaum)
Department of Mathematics and Humanities

Topic Infinite Amaze
Student Coordinators | Sanath N. U. & Amisha Naik
Date and Time 28t May 2022
REPORT

Infinite Amaze was one of the 3 events conducted by the Pentagram club during the
UTSAV-ENVISAGE 2022. The event was based around mazes and general aptitude. It was
a team event, a total of 70 participants (i.e 35 teams) had registered through online & offline
registrations collectively. The entry fee was Rs. 100/team with a cash prize of Rs. 1500 for
the winners and Rs. 1000 for the runner-ups. The entire event was taken care of by Sanath N.
U. (ECE, 6th Semester) & Amisha Naik (TE, 6th Semester).

The event consisted of 3 rounds, Round 1 was to test the basic logical reasoning and thinking
skills of the participants. Participants were given 30 questions to be solved within 30 mins,
with each question worth 1 point. Out of the 33 teams that had shown up, 18 were selected
for Round-2. Round 2 consisted of 2 sub-rounds, Round 2A required teams to find their path
through the 2 mazes given to them, where they were given +10 for solving the mazes
correctly and round-2B was a buzzer round where participants had to draw the mazes
depicted by the riddles shown on the screen. An online buzzer app CosmoBuzz was used for
this round. All participants were able to solve the first few questions but as the round
progressed, only a handful of teams were able to come up with the correct solutions.The top
8 teams were selected for Round 3. Round 3 had 2 sub-rounds again, in round 3A,
participants were given huge mazes printed on A3 sheets and were awarded points based on
the time taken, round-3B was a Jenga round, participants had to play the Jenga game where
they were given points based upon the number of successful moves made. +5 for each
successful move and a -10 if they tumbled the Jenga tower.

The winning team was Team K Square: Krishn Mallo & Kshitiji S from BMSCE and the
Runners were Team We Win These : Karthik Rajesh M & Prathiksha R Jain from BMSCA.

The volunteers involved were, Umang Goel, Suma Hiremath, Sahaj Shetty from 2nd year,
BMSCE, Kanjika Singh, Kanva and Dyuthi from 1st year, BMSCE and David Stephen from
1st year, BMSCA. All volunteers had collectively designed the questions along with event
POCs.



The event was a grand success, participants had showered the hosts with a lot of praise about
the event and its execution. They had liked the way the event was put up, with the multi-
layered rounds and increasing complexity, and how the questions were designed. The
participants didn’t have any complaints or any negative feedback as such. They had liked the
concept of maze solving and were surprised by the Jenga round and its increasing
complexity.
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BMS COLLEGE OF ENGINEERING, BANGALORE-560 019
(An autonomous institution affiliated to VTU, Belgaum)
Department of Mathematics and Humanities

Topic BATTLE OF BRAINS
Date and Time 28th of May, 2022
REPORT

The event was conducted on the 28th of May, 2022. It was an offline event,
conducted as part of UTSAV-ENVISAGE 2022. It was an open event for
students of all colleges. The organizing committee and the participants were
from all years.

The event was split into three parts: The Preliminary Round, the Immunity
round, and the Main Round and the participants had to take part in a team of 2 or
3.

The Preliminary round began at 3 PM at CR-504, 5th floor, ISE Department,
Platinum Jubilee Academic Block with a total of 20 teams taking part (50-55
participants). The participants had to answer a total of 15 questions (logical and
mathematical) along with a crossword puzzle and a mega question, answering
which would add a bonus to their scores and increase their chances of qualifying
to the main round. The prelims was for 20 minutes. The prelims was wrapped up
by 4 PM and the 14 qualifying teams were announced.

The Immunity Round consisted of 3 games - “Tarsia Puzzles” , “Word Game”
and “Grab the Immunity”.

In the Tarsia Puzzles game, the participants had to solve the puzzle and they
were awarded immunity based on the time taken to complete the game.

The Word Game was a one on one game. Opponents were decided randomly.
The objective of the game is for the spymasters to send clues to the other players
on their team and to help them decode all of their team's words without
uncovering the 3rd color words. The team that decodes all of their words first,



wins; if a team uncovers the 3rd color words, they are awarded with negative
immunity.

The Grab the Immunity game consisted of balloons and paper cups. The
participants had to move the inverted paper cups forward with the help of the air
they filled in the balloons. The farther they reached, the more immunity they
would get.

The main round started at 5:30 PM at CR-505, 5th floor, ISE Department,
Platinum Jubilee Academic Block. This was a map-based game similar to the
Greed Island Arc game with modifications to accommodate the theme of
UTSAV-ENVISAGE - ‘ENTWINE’.

The map was divided into 3 parts - the main map having the Air, Water and
Earth elements. The Fire and Space elements had individual maps which were
connected with the main map.

The teams had to travel across the map collecting cards and battling others.
The cards were divided into 4 types

1. special/power cards.

2. attack cards.

3. move/travel cards.

4. peek cards.
The players start at a starting point and, according to their immunity gained in
the second round, choose different paths in the game. The teams could choose a
different path or the same path as the other teams and move using the travel
cards. For normal card zones, the teams had to answer a question in 30 sec to get
an attack card. There were special zones - Wind, Earth and Water where there
was a chance to get higher power cards. If two or more teams arrived at a zone
at the same time, they had to battle using the other attack cards. The teams could
buy a maximum of 2 attack cards at a time from the card collector which could
be used to battle for special cards. Further there were two other zones - Fire and
Space, where the cards had the highest powers.

The criteria for choosing the winners were based on the total value of the power
of the cards and the immunity each team had at the end of the game. The team -
Saatvik S, Rushil Bindroo, and Vismay Rallabandi won first place and a cash
prize of Rs.2000. The 1st runners - Pranav Deepak and Kushal Kumar Potta won
a cash prize of Rs.1000. And the 2nd runners - Priyanshu Kumar, Rudra Pranav,
and Rahul Rathod were awarded Rs.600 as the prize money.



The event was concluded by 7 pm and a group photograph was taken at the end.
The event turned out to be a very successful one.




BMS COLLEGE OF ENGINEERING, BANGALORE-560 019
(An autonomous institution affiliated to VTU, Belgaum)
Department of Mathematics and Humanities

Topic “Gamer Acre”
Date and Time 12th November 2022
REPORT

Pentagram — The Mathematical Society of BMSCE conducted an event titled
“Gamer Acre” on Saturday, 12th November 2022 from 1:30 PM to 5 PM. The
event was limited to the Pentagram club members and comprised of 3 rounds

with 45 participants. It was a great success and concluded with the

announcement of the new core committee 2022-2023.







