
Activity report for Scientific games based on Genetics 
 

Name of activity Scientific Games based on Genetics 

Objectives of the activity 
(maximum 40 words) 

1.​ To convey concepts of basic genetics in a creative and 
engaging way 

2.​ Learn with fun: enhance the knowledge through games 
considering possible visit from different age groups including 
school children and visitors from non-science background  

Organizing department/s Department of Biotechnology & Microbiology  
Collaborative institute VPM’s College of Engineering, Thane 

Date 
( DD / MM / YYYY ) 25th, 27th and 28th February 2025 

Venue Janandweepa campus, Chendani Bunder Road, Thane 
Mode Offline 

Details of Resource 
person 

(name, designation, 
institution) 

Volunteers of FYBSc Biotechnology class 

Key Participants Visitors from the other colleges on the VPM campus and schools 
in Thane 

Remarkable outcomes/ 
key take-away messages 

(max. three) 

Students were able to: 
1.​ Enjoy and learn at the same time through games based on 

genetics  

Details of participants  
Total Number 441 

Outsiders  
In-house  

 Faculty members:                        |Students:  
 Male:                  Female:             Others: -- 

Additional information The activity was appreciated and enjoyed by students and faculty 
members from campus as well as other visitors.  

 
Name of Coordinator/ teacher in-charge: Department of Biotechnology and Microbiology 
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