GAMIFICATION OF LEARNING ACTIVITY REPORT
Topic- Build Your Own Compiler

Department of Computer Science and Engineering

GAMIFICATION OF LEARNING ACTIVITY REPORT

Topic: Build Your Own Compiler
Date: 15/04/2025

Venue: Room No. 410
Instructor: Mr. Vipin Rawat
Total Teams: 4

Total Participants: 12

Activity Description:

As part of the Gamification of Learning approach, the students participated in a challenge-based activity
titled "'Build Your Own Compiler™. The activity aimed to simulate a game-like environment that
encouraged learning through engagement, competition, and rewards.

Each team was given a set of tasks related to the components of a compiler, such as:

Lexical Analysis

Syntax Parsing

Semantic Analysis
Intermediate Code Generation
Code Optimization

Code Generation

Participants List:

Chandan Kumar Thakur
Balram Kumar

Ankit Kumar

Ankit Kumar (duplicate name, assumed different individuals)
Ayush Singh

Diwakar Kumar Ojha
Ayush Kumar

Asmit Mal

. Ayush Dubey

10. Ashih Gupta

11. Anant Shrivastava

12. Ayush Bhatt
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Team Distribution:

Team 1
o Chandan Kumar Thakur
o Balram Kumar
o Ankit Kumar
Team 2
o Ankit Kumar (second)
o Ayush Singh
o Diwakar Kumar Ojha
Team 3
o Ayush Kumar
o Asmit Mal
o Ayush Dubey
Team 4
o Ashih Gupta
o Anant Shrivastava
o Ayush Bhatt
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Attendance Sheet

ANBAUKA INSTITUTE OF MANAGEMENT & TECHNOLOGY, LUCKNOW
Gamitication o Learning
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Glimpses of Roleplay Activity













EVALUATION OF THE ACTIVITY
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Gamlfication of Learning
Evaluation Sheet

AMBALIKA INSTITUTE OF MANAGEMENT & TECHNOLOGY, LUCKNOW
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Learning Outcomes:

Improved understanding of compiler design principles

Hands-on experience in implementing compiler phases

Enhanced teamwork, time management, and problem-solving skills
Increased motivation and enthusiasm through gamified elements
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