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(PAPER PRESENTATION)
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WORD 2 WORLD IS A TECHNICAL PAPER PRESENTATION COMPETITION
DESIGNED TO ENCOURAGE STUDENTS TO SHOWCASE THEIR RESEARCH,
INNOVATIVE IDEAS, AND TECHNICAL EXPERTISE. PARTICIPANTS WILL
PRESENT ORIGINAL PAPERS ON TOPICS RELATED TO COMPUTER
SCIENCE, ARTIFICIAL INTELLIGENCE, MACHINE LEARNING, DATA
SCIENCE, ROBOTICS, I0T, CYBERSECURITY, AND EMERGING
TECHNOLOGIES.

THE EVENT PROVIDES A PLATFORM FOR YOUNG MINDS TO ENHANCE
THEIR PRESENTATION SKILLS, GAIN CONSTRUCTIVE FEEDBACK, AND
INSPIRE OTHERS WITH INNOVATIVE PROBLEM-SOLVING APPROACHES.

o Team Size: Each team must consist of 4 participants.

¢ Platform: The quiz will be hosted on Kahoot. Teams must join using the
unique game PIN.

 Devices: Each team will use one device (phone/laptop/tablet) to
answer questions.

e Scoring: Points are awarded based on correctness and speed (faster
correct answers = higher score).Wrong answers get O points (no
negative marking).

 Fair Play: Teams cannot open external tabs, search, or use other devices.

o Time Limit: Each question will have 20-30 seconds to answer.

» Selection: Top teams after each round qualify for the next stage.

 Decision: The quiz master’s (organizer’s) decision is final.
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S, (IDEA PITCHING)

DESCRIPTION

SHARK PODIUM IS AN IDEA PITCHING COMPETITION WHERE PARTICIPANTS
STEP INTO THE SHOES OF ENTREPRENEURS AND INNOVATORS. TEAMS WILL
PITCH THEIR STARTUP CONCEPTS, PRODUCT DESIGNS, OR INNOVATIVE
SOLUTIONS IN FRONT OF A PANEL, MUCH LIKE REAL-WORLD “SHARK TANK.”
THE EVENT FOCUSES ON CREATIVITY, FEASIBILITY, AND IMPACT,
ENCOURAGING STUDENTS TO THINK LIKE PROBLEM-SOLVERS AND FUTURE
INDUSTRY LEADERS.

RULES & REGULATIONS

o Team Size: 2-4 participants per team.
e Pitch Duration:
o Each team will get 5-7 minutes to pitch theiridea.
o Followed by 3 minutes Q&A with judges.
e Idea Format:
o Title & Problem Statement
o Proposed Solution
o Target Audience & Market Need
o Feasibility (Technical/Financial)
o Innovation & Uniqueness
o Future Scope / Scalability
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e Presentation Medium: PPT or prototype demo (if
available).

o Eligibility: Ideas can be based on technology, social
impact, sustainability, or business innovation.

e Originality: Submissions must be the team’s own work.
Plagiarism will lead to disqualification.

e Decision: Judges’decision is final and binding.
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QUEST ARENA

(TECHNICAL QUI2Z)

DESCRIPTION

EACH TEAM WILL CONSIST OF 4 MEMBERS. THE QUIZ WILL BE CONDUCTED IN
MULTIPLE ROUNDS, GRADUALLY INCREASING IN DIFFICULTY AND TESTING
TECHNICAL,ANALYTICAL,AND PRACTICAL SKILLS

THE TECHNICAL QUIZ COMPETITION IS DESIGNED TO TEST PARTICIPANTS’
KNOWLEDGE IN COMPUTER SCIENCE, ARTIFICIAL INTELLIGENCE, ROBOTICS,
ELECTRONICS, AND GENERAL TECHNOLOGY. IT ENCOURAGES TEAMWORK,
PROBLEM-SOLVING, AND QUICK THINKING, WHILE ALSO PROVIDING A FUN
AND COMPETITIVE ENVIRONMENT FOR INNOVATION-DRIVEN STUDENTS.

RULES & REGULATIONS

e Team Size: Each team must consist of 4 participants.

¢ Platform: The quiz will be hosted on Kahoot. Teams must join
using the unique game PIN.

o Devices: Each team will use one device (phone/laptop/tablet) to
answer questions.

¢ Scoring: Points are awarded based on correctness and speed
(faster correct answers = higher score).Wrong answers get
O points (no negative marking). The final rounds may have the
negative markings as well.

¢ Fair Play: Teams cannot open external tabs, search, or use other
devices.

¢ Time Limit: Each question will have 20 seconds to answer.

¢ Selection: Top teams after each round qualify for the next stage.

o Decision: The quiz master’s (organizer’s) decisio
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ROUND 1-TECH BASICS (PRELIMINARY ROUND)

e Format: 20 Kahoot MCQs.

e Content: Covers fundamentals of programming, databases, robotics,
electronics, and Al.

e Scoring: Automatic by Kahoot (accuracy + speed).

¢ Time: ~20-25 minutes.

» Selection: Top 6-8 teams qualify for Round 2.

ROUND 2 - CONNECTIONS & FUN ROUND

e Format: 10-12 Kahoot puzzles, matching, and fun MCQss.

e Content:
1. Identify tech logos (Google Al, Arduino, TensorFlow, NVIDIA, etc.).
2.Match “inventor - invention” (e.g., Guido van Rossum - Python).
3.Connection questions (e.g., What connects Alexa, Siri, and Google

Assistant? » Voice Al).

4.Funny/fun trivia (e.g., First computer virus was named?).

e Objective: Test presence of mind, team discussion, and observation
skills.

e Selection: Top 3-4 teams move to Round 3.

ROUND 3 - ADVANCED TECH ROUND (FINALE)

Format: 10-15 tough MCQs + true/false + image questions.
Content: Advanced Al/ML, robotics sensors, algorithms, cloud
computing, cybersecurity, and current tech trends.

Objective: Decide the winners with challenging problem-based

questions.
Winner: Team with the highest points at the end.
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— VISION CRAFT

(POSTER MAKING)
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DESCRIPTION

VISION CRAFT IS A CREATIVE POSTER-MAKING COMPETITION THAT
COMBINES ART, DESIGN, AND TECHNICAL KNOWLEDGE. PARTICIPANTS WILL
DESIGN POSTERS ON THEMES RELATED TO TECHNOLOGY, INNOVATION, AND
SUSTAINABILITY, CONVEYING STRONG IDEAS THROUGH VISUALS. THE EVENT
ENCOURAGES STUDENTS TO THINK CREATIVELY AND PRESENT COMPLEX
CONCEPTS IN ASIMPLIFIED, EYE-CATCHING FORMAT.

RULES & REGULATIONS

e Team Size: Individual or team of 3.

e Theme: Participants must design posters based on given themes/topics
announced before the event (e.g., Al for Good, Future of Robotics,
Sustainable Tech, Cybersecurity Awareness).

e Medium:

Digital posters: Designed using software (Canva, Photoshop,
lllustrator, Figma, etc.).

e Submission:

Digital posters must be submitted in JPEG/PNG/PDF format.

e Originality: The work must be original. Copying from the internet will
lead to disqualification.

e Time Limit: On-spot poster making must be completed within 2 hours.
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(AUCTION)
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DESCRIPTION

BIT-O-SCOPE IS A THRILLING AUCTION-STYLE EVENT WHERE PARTICIPANTS
COMPETE TO BUILD THE BEST VIRTUAL TEAM OR COLLECTION OF ASSETS
WITHIN A GIVEN BUDGET. JUST LIKE A REAL AUCTION, TEAMS MUST BID
SMARTLY, PLAN STRATEGIES, AND MANAGE RESOURCES EFFECTIVELY TO
OUTPLAY THEIR COMPETITORS. THE EVENT TESTS DECISION-MAKING, RISK-
TAKING,AND STRATEGIC PLANNING SKILLS IN AFUN AND COMPETITIVE WAY.

RULES & REGULATIONS

o Team Size: 4 participants per team.

e Budget: Each team will be provided with a virtual wallet of credits
(e.g.,10,000 points).
Auction Items:

e Items could be players or any themed assets (depending on the event
theme).

e Each item has hidden values (strengths/weaknesses) revealed only
after the bid.

» Bidding Process:
Auctioneer announces items one by one.
Teams raise bids until the highest bidder wins the item.
No team can exceed its wallet budget.

* Restrictions:
Once purchased, items cannot be exchanged or returned.

Teams must balance between spending high early vs. saving for later
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o Evaluation: At the end, each team’s collection is scored based on:
Item strength (predefined points).
Team balance & strategy.
Remaining budget (bonus points).

 Fair Play: No external help, signals, or unfair practices allowed.
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(MEME CREATION COMPETITION)
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DESCRIPTION

MEME MADNESS IS A FUN-FILLED EVENT WHERE CREATIVITY MEETS HUMOR.
PARTICIPANTS WILL CREATE MEMES BASED ON GIVEN THEMES RELATED TO
TECHNOLOGY, COLLEGE LIFE, OR TRENDING TOPICS. THE EVENT
ENCOURAGES STUDENTS TO EXPRESS THEIR WIT AND ORIGINALITY THROUGH
VISUALSTORYTELLING WHILE KEEPING IT RELATABLE AND ENTERTAINING.

RULES & REGULATIONS

Participation: Individual event.

Theme: Topics will be announced at the start of the competition

Format:

Memes must be created digitally.
Both image memes only allowed

Content Rules:

No offensive, vulgar, or disrespectful content.

Memes must be original (plagiarized content will be disqualified).
Language used must be clean and audience-appropriate.
Submission:

Digital memes must be submitted in JPEG/PNG/GIF format.

Only one final meme can be submitted.

Time Limit: 1-2 hours (on-spot creation).
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_nle (HYPOTHETIC GAME)

DESCRIPTION

BE THE HERO IS THAT ALLOWS STUDENTS TO PRESENT INNOVATIVE
SOLUTIONS, SOCIAL IDEAS, AND CREATIVE APPROACHES TO REAL-WORLD
PROBLEMS. UNLIKE TECHNICAL PAPER PRESENTATIONS, THIS EVENT FOCUSES
ON SOCIETAL IMPACT, LEADERSHIP, AND CREATIVE PROBLEM-SOLVING,
GIVING PARTICIPANTS A PLATFORM TO SHOWCASE HOW THEIR IDEAS CAN
MAKE THEM THE “HERO” SOCIETY NEEDS.

Rules & Regulations

e Team Size: Individual participant.
e Format:
e Participants will be given a scenario/problem statement (either on the
spot or chosen from a pool).
e Example scenarios:
1.“You are the mayor of a city during a flood crisis—how will you help your
people?”’
2. “You are a superhero in a tech-driven world facing a cyber-attack—
what’s
your plan?”
e Each participant must think, act, or narrate how they would be the hero
in that situation.
e Time Limit: 3-5 minutes per participant.
e Fair Play: No offensive language, sensitive content, or disrespectful

behavior.
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(PHOTOGRAPHY COMPETITION) &/

DESCRIPTION

THROUGH THE LENS IS A PHOTOGRAPHY COMPETITION THAT CELEBRATES
CREATIVITY, PERSPECTIVE, AND STORYTELLING THROUGH IMAGES.
PARTICIPANTS WILL CAPTURE MOMENTS THAT REFLECT THE THEME GIVEN
FOR THE EVENT, SHOWCASING THEIR ABILITY TO SEE THE WORLD
DIFFERENTLY. THIS EVENT IS PERFECT FOR THOSE WHO LOVE TO EXPRESS
IDEAS, EMOTIONS, AND STORIES THROUGH THE ART OF PHOTOGRAPHY.

RULES & REGULATIONS

e Participation: Individual event.

e Theme: Announced on the day of the competition.

e Submission:

e Each participant must submit 1 original photograph based
on the theme.

o Format: JPEG/PNG, high resolution (minimum 1080p).

» No watermarks or name tags on the photo.

e Editing Rules: No Editing

e Device: Any device may be used (DSLR, phone camera,
mirrorless, etc.), but originality matters more than
equipment.

e Ownership: The submitted photo must be the participant’s
own work. Plagiarized or stock images will be disqualified.
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(CONNECTION GAME)

DESCRIPTION

PARTICIPANTS CONNECT IDEAS, OBJECTS, OR THEMES CREATIVELY. THE
AIM IS TO DISCOVER RELATIONSHIPS BETWEEN SEEMINGLY UNRELATED
THINGS, ENCOURAGING IMAGINATION, TEAMWORK, AND PROBLEM-

SOLVING WITHOUT TECHNICAL KNOWLEDGE.

RULES & REGULATIONS

o Materials Needed:
1. Cards or slips with words/phrases (e.g.,“Sun,”‘Music,”“Friendship,
“Water,”“Dreams,”“Bird,” etc.)
2. A board or wall to display connections.
3. Markers, strings, or stickers to show links.
e Game Setup:
Prepare around 30-40 cards.
Participants are grouped into teams (2-4 members each).

Each team draws 3 random cards from the pile.

e Challenge:
Teams must create a‘“‘connection map” that shows how their 3 words

are linked together.
They can explain the link verbally or through drawings.
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