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ABSTRACT 

 

In the present era technology has been the main concern because it is the one which connect one 

to other and has changed the lives of our and for this we need software and applications to run on 

platform. Here I have assigned as Software Engineer Intern. My Internship is basically divided 

into two phases phase 1 and phase 2 and right now my phase-1 training is going on in which I 

have learnt about different modules which form the key components to build any software and 

then in phase-2 training I will undergo the process to learn advance module and then the project 

will be allocated. 

 

 

 

  



TABLE OF CONTENTS 

 

TITLE                 PAGE NO. 

 

Internship Certificate from Industry                                                                 3 

Institute Internship Certificate                                                                                4 

Declaration                                                                                                                 5 

Acknowledgement                                                                               6 

Abstract                                           7 

List of figures                                                                  10 

 

Chapter 1: Introduction                                                                11 

1.1 Internship Overview                                                  11 

Chapter 2 Technologies Studied                                                                              12 

 

2.1 Back-End Technologies                                                                           12 

2.1.1 SQL                                                                                          12 

2.1.2 OOPS                                                                                        15 

2.1.3 GIT and GITHUB                                                                     17 

2.1.4 JAVA                                                                                         22 

2.1.5 MAVEN                                    29 

 

2.2 Framework                                          32 

2.2.1 SPRING                       32 

 

2.3 Front-End Technologies          33 

2.3.1 HTML           33 

2.3.2 CSS           33 

2.3.3 JS            33 

 

 

 



FPR                  34                                         

Conclusion                                       41 

Reference                                                                                    42 

Progress Report                                                                                                            43 

     

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  



LIST OF FIGURES 

 

 

Figure Number         Figure caption               Page 

No. 

1                             JOINS                                                                      14 

2                                                 OOPS                                                                        15 

3                                                 Objects                                                                      16 

4                                                 Workflow of Git                                                       17 

5                                                 Working of Remote Git                                            21 

  



Chapter 1: INTRODUCTION 

 

ABOUT THE COMPANY 

 

Persistent Systems is an Indian multinational technology services company 

which was found in 1990 by Anand Deshpande. The current CEO of the 

company is Sandeep Kalra. Headquarters are located in Pune. It is providing 

it’s services in Digital Strategy and Design, software product Engineering, 

Cloud & Infrastructure and many more to different domains life science, 

healthcare, financial , telecom & Media and working with the mission of 

“Complete Client Success”. 

Some of there partner are IBM, MICROSOFT, REDHAT, AWS etc. 

 

 

MY ROLE IN COMPANY 

 

As I Intern as Software Engineer I have to undergo through learning process 

which includes 8 modules to learn that are Git, SQL , OOPs , HTML, Spring , 

Maven , Java and JavaScript. After which I will be allocated to advance training 

phase and a project.



Chapter 2: Technologies used 

 SQL ( STRUCTURED QUERY LANGUAGE ) 

what is SQL 

• SQL stands for Structured Query Language. It is a special purpose language 

designed for managing data in Relational database managements systems 

(RDBMS). 

• It is a common language for variety of relational databases. 

• It is basically used to communicate with a database. 

• It is ANSI standard language; however there are variations that extend the ANSI 

subset. They are T- SQL, PLSQL, Sybase, Ingres, MySQL etc. 

4.1.1 Advantages of SQL 

• Efficient • Easy to learn and use • Scalable 

• Functionality complete(With SQL, user can define, manipulate, retrieve data in the 

tables) 

• Data integrity (SQL has many functionalities to maintain the integrity and consistency 

of data 

Types of SQL Statements 

1. DATA RETRIEVAL :- Retrieves 

data from the database Statement :- 

- SELECT. 

2. DATA MANIPULATION LANGUAGE (DML) :- used to manage data 

within schema objects Statement :- 

- INSERT : insert data into a table 

- UPDATE : updates existing data within a table 

- DELETE : deletes records from a table, the space for the records remain. 

3. DATA DEFINITION LANGUAGE (DDL) :- used to define the database 

structure or schema. Statement :- 

- CREATE :- to create objects in the database 

- ALTER :- alters the structure of the database 

- DROP :- delete objects from the database 

4. TRANSACTION CONTROL (TCL) :- Used to manage the changes made by DML 

statements. Changes to the data can be grouped together into logical transaction. 

Statement :- 



 

- COMMIT : - To save work done 

- ROLLBACK :- restore database to original since the last COMMIT 

- SAVEPOINT :- identify a point in a transaction to which you can later roll back 

5. DATA CNTROL LANGUAGE (DCL) :- Gives or removes access rights to both 

the oracle DB and structures within it.Statement :- 

- GRANT : - gives user's access privileges to database 

- REVOKE :- withdraw access privileges given with the GRANT command 

Joins in SQL 

• When data from more than one table in database is required, a JOIN condition is used. 

Rows in one table can be joined to rows in another table according to common values 

existing in corresponding column, usually, primary and foreign key columns. 

• Syntax: 

SELECT 

table1.column, 

table2.column 

From table1, 

table2 

Where table1.column1=table2.column2; -- WHERE clause contains 

the condition that joins the tables together. 

• Guidelines: - When writing the SELECT statement that joins the tables, precede the 

column name with table name for clarity and enhance database access. - If same column 

name appears in more than one table, column name must be prefixed with table name. - 

To join n tables, you need minimum of n-1 join conditions. This rule may not apply if 

your table has composite primary key. 

Types of Join 

There are 4 types of join:- 

1. Inner join 

2. Left outer join 

3. Right outer join 

4. Full outer join 



 

These type of join are explain with the help of diagram given 

below:- 

 

Fig 4.3.1 Types of joins 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

2.1.2 OOPS 

 

 

OOPs (Object-Oriented Programming System) 

 

The meaning of Object is real-world entity such as a pen, table, computer, watch, 

etc. Object-Oriented Programming is  methodology or say  paradigm to design an program 

using classes & objects. It simplifies software development and maintenance by providing 

some concepts: 

  

 



 

 

Object 

 

 

 

 

 

 



 

2.1.3 GIT and GITHUB 

 Introduction to Git : 

Git is a open source and  distributed version control system which is designed to handle 

everything from small to very large projects with speed and efficiency. 

Git has a tiny footprint with lightning fast performance  and is easy to learn. 

It outclasses SCM equipment(tools) like Subversion, CVS, Perforce, and Clear Case with 

functions like multiple workflows , convenient staging areas  and cheap local branching.  

Git comes with Integrated GUI tools (git-gui, gitk), however there are several third-party tools 

for users seeking for a platform--specific experience. 

 

 Benefits of Git : 

•Git is distributed  

• Most operations in Git only need local files and resources to operate, every operation in Git 

is local.  

• Everything in Git is check-summed before it is stored i.e. It has integrity.  

• The Three States – The Git working directory, The staging area and Repository.  

• Everyone has the complete history.  

• Everything is done offline.  

• No central authority.  

• Changes can be shared without a server.  

 

 



 

 

 Version Control System(VCS) : 

Version control system also called  as source control,  it is the practice of managing changes   

and tracking of the software code. Vcs  are software tools manage changes to source code 

over time which  help software teams. As development environments have accelerated, vcs  

help in  work faster and smarter. They are especially DevOps teams since they help them to 

increase successful deployments and reduce development time. 

Vcs has a special kind of database in which they  keeps track of every modification to the 

code . 

 

 Working with Git Local :  

Following are the actions Git is able to Perform locally :- 

• Creating local repository, adding files, and committing changes  

• Viewing log and differences  

• Staging changes as multiple changes  

• Deleting and renaming files o Ignoring Files  

• Undoing/redoing changes to the local copy and repository  

• Cleaning the working copy 

 

Git Commands: 

git --version  

 Prints the Git suite model(version) that the git program got here from. 

git –help 

Prints the synopsis and a listing of the maximun used commands. If the option --all or -a is 

given then all to be had commands are printed.  

 

 Git Local  Commands :  

 

(i)Git init : 

git init 

this command is the first command that we use in Git. This command is used to creates a  

new blank repository and it is used to make existing project as a git project. 

  

(ii)Git clone : 

git clone <url>  



 

this command can clone a repository from URL hosted location . 

 

(iii)Git Config : 

git config --global user.name “<firstname lastname>”  

This command is used to set the user name of the  user globally . 

 

git config --global user.email “<valid-email>” 

This command is used to set the email addfress of the  user globally . 

 

 

(iv)Git add :  

git add <directory> 

Stage all changes in <directory> for the next commit. Replace directory> with a <file> to 

change a specific file. 

 

 

(v) Git Commit : 

git commit -m *<message" 

Commit the staged snapshot, but instead of launching a text editor, use <message> as the 

commit messag 

(vi) Git Status :   

git status 

List which files are staged, unstaged, and untracked 

 

(vii) Git log: 

• git log -n - git log -n 3 → this command display only 3 commits .  

• git log –oneline → this command show  each commit to a single line.  

• git log --author=“” → Search for commits with a specific  author. The argument may  be a  

regular expression  or normal  string .  

• git log --grep=“” → Search for commits with a dedicated message that matches , which can 

be a regular expression  or a string.  

• git log - →this command  display commits that include the specified file. This is an  simple 

way to see the history of a specific file. 

 

 



 

(vii)Git diff : 

git diff HEAD → this command is used to Show difference between last commit and working 

directory.  

git diff –cached → This command is used to Show difference between staged changes and 

last commit. 

 

 

 

BRANCH & MERGE  

git branch → This Command is used to get all the branch present in currently active bramch 

git branch [branch-name] → This command will create the branch [bramch-name] locally in 

Git directory. 

git checkout →this is used to switch to another branch in a repository.  

git merge [branch] →this command is used to merge the current branch to specified branch’s 

in the repository. 

 

 

Working with Git Remote (Github): 

• GitHub is how developers(peoples) build software  

• With a network(community) of million people, developers can use, discover, and contribute 

to projects using a effective  collaborative development workflow.  

• GitHub is used as code hosting platform for  version-control system and collaboration.  

• GitHub helps  you and others developers to  work together on Same projects from 

anywhere.  

•Nowdays  GitHub is  the most important online storage space of collaborative works that 

withinside  the world. 

Commands : 

git remote add <name> <url>→ this command is used to Create a new connection in a remote 

repository. After adding connection to a remote, you can make shortcut for  <url>  as  

<name>. 

 

git fetch <remote> <branch> → this command is used to  Fetches a specific <branch>, from 

the repository  And  leave off <branch> to fetch all the remote refernces. 

 



 

git pull <remote> → this command is used to  Fetch the Particular  remote’s copy of 

workin(current) branch and directly  merge it into the local copy of repository. 

 

git push <remote> <branch> → this command is used to  Push the specific branch to 

<remote>, along with important objects and commits ,Also Create named branch in the 

remote repository  if it does not exist. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

    

2.1.4 JAVA 

What is Java?  

Java is a platform in addition to a programming language. Java is a high-degree 

programming language this is additionally robust, object-oriented, and secure. Java changed 

into created in 1995 via way of means of Sun Microsystems (that's now a department of 

Oracle). James Gosling is famend as Java's father. It changed into referred to as Oak 

earlier than Java. Because Oak changed into already a recognized business, James Gosling 

and his group determined to adjust the call to Java. Platform: A platform is any hardware 

or software program surroundings wherein a programme runs. Java is known as a 

platform as it has a runtime surroundings (JRE) and API. 

5.1.1 Java Features • Easy to Learn • Compiled and Interpreted 

• Platform agnostic 

• Portable 

• Architectonic Neutrality 

• Object-Oriented 

• Robust 

• Secure 

• Distributed 

• Interactive and multi-threaded 

• High Efficiency 

• Extensible and dynamic                                    

Object oriented program (OOPS)  

What is OOP?  

An Object-Oriented Program (OOPS) consists of a bunch of messages exchanging  and co-

operating between objects, to achieving a common objective.  

Benefits of OOPs: -  



 

• Real-global(world) programming  

• Reusability of code  

• Modularity of code  

• Information hiding 

 

 Encapsulation 

Encapsulation is the technique of hiding all the information of an item that don't make 

contributions to its crucial characteristics. 

Abstraction  

An Abstraction denotes the important traits of an item that distinguishes it from all 

different forms of gadgets and for that reason offers crisply described conceptual 

boundaries, relative to the attitude of the viewer. 

 Inheritance 

• Inheritance is the functionality of a category to apply the residences and strategies of any 

other magnificence even as including its personal capability.  

• Enables you to feature new capabilities and capability to an current magnificence with 

out editing the present magnificence.  

• Superclass and Subclass 

 - A superclass or figure magnificence is the only from which any other magnificence 

inherits attributes and conduct.  

–A subclass or infant magnificence is a category that inherits attributes and conduct from a 

superclass.  

    

 

 

.Polymorphism  

• Derived from Latin words - Poly, this means that many, and morph, this means that 

forms. • It is the functionality of an movement or technique to do various things primarily 

based totally at the item that it's miles performing upon. • In item-orientated 



 

programming, polymorphism refers to a programming language's capacity to procedure 

items otherwise relying on their facts kind or class.  

Two varieties of polymorphism are 

 • Compile time polymorphism  

• Runtime polymorphism 

Class  

• A class is a blueprint or prototype that defines the variables and the strategies not 

unusualplace to all gadgets of a sure kind.  

• blueprint: A magnificence can not do something on its own.  

• defines: A magnificence affords some thing that may be used later.  

• objects: A magnificence(object) can best be used, if it had been "introduced to life" 

through instantiating it 

. Object  

• An item is a software program assemble that encapsulates data, along side the capacity to 

apply or regulate that data, right into a software program entity.  

• An item is a self-contained entity which has its very own personal series of properties (i.e. 

data) and methods (i.e. operations) that encapsulate capability right into a reusable and 

dynamically loaded structure. 

Methods  

• An operation upon an object, described as a part of the assertion of a class.  

• The methods, described in a class, indicate, what the instantiated gadgets are capable of 

do.\ 

Constructors  

• A constructor is a unique(special) method that initializes the Instance variables. The 

approach  

(method) implicitly when an instance(object) of class is created. 

 • A constructor approach has the identical call because the that of the magnificence.  

• A constructor continually returns items of the magnificence kind as a result there's no go 

back kind laid out in its definition.  



 

• A constructor is most usually described with the accessibility modifier “public” in order 

that each software can create an example however isn't always mandatory.  

• A constructor is supplied to initialize the example variables withinside the magnificence 

whilst it's far referred to as. 

 • If no constructor is supplied, a default constructor is used to create times of the 

magnificence. A default Constructor initializes the example variables with default values of 

the information type 

• If as a minimum one constructor is supplied , default constructor isn't always supplied via 

way of means of JVM. 

this reference 

• “this”  represent the  reference of  the current object.  

• This is used to - refer to the object who called it, when it must be surpassed as a parameter 

to a method.  

 

 

 

 

 

 Fundamental Class 

 Object Class  

• Every magnificence(Object) that we create extends the magnificence Object with the aid 

of using default. That is the Object magnificence is at the best of the hierarchy. This allows 

to byskip an item of any magnificence to be handed as an issue to methods. Every 

magnificence that we create extends the magnificence Object with the aid of using default. 

That is the Object magnificence is at the best of the hierarchy. This allows to byskip an item 

of any magnificence to be handed as an issue to methods. 

• Some of the methods in this class are:  

Method name                                                                      Description  

equals(Object ref)                                                 returns true if both objects are equal  



 

finalize( )                                                                 method called when an object’s memory is 

destroyed  

toString()             return the string equivalent of the object name  

notify( )               method to give message to a synchronized 

methods  

notifyAll( )                                                              method to give message to all synchronized 

methods  

wait()       suspends a thread for a while  

 

 Math Class 

• Support basic  mathematical functions. 

• Can now no longer be instantiated.  

• Round off  Functions 

• Exponential Functions  

static double pow(double d1, double d2) :- This Is Explonential  static function and return 

value in  double. 

•  Trigonometric Functions  

static double sin(double d)  :- This Is Trignometric  static function and give  angle value 

in  double. 

• random function generator 

static double random() 

 Wrapper Class 

• Are used to control primitive values as objects.  

• Are final. 

 • Objects of wrapper instructions are immutable  

• static String toString( kind v )  :- returns the string similar to the primitive fee of kind 

handed as argument. 

int compareTo(WrapperType obj2) 



 

type parseType(String s) 

 AutoBoxing and Autounboxing 

 Autoboxing  

 Auto Boxing is the process where the primitive data member automatically gets 

converted into its respective wrapper object. No need of explicit conversion by the 

programmer. 

Integer intObj1 = new Integer(10); //boxing                            Integer intObj2 = 10; //auto 

boxing 

  Autounboxing 

 Auto unboxing is the process of automatically extracting the primitive value wrapped 

inside the object. No need of calling any method explicitly to fetch the primitive value. 

int num1 = intObj1.intValue(); //unboxing   int num2 = intObj2; //auto unboxing 

 Exception Handling  

What is Exception Handling? 

Exception Handling is a mechanism to deal with runtime mistakes including 

ClassNotFoundException, IOException, SQLException, RemoteException, etc. 

Types of Java Exception  

 There are in particular kinds of exceptions: checked and unchecked. An blunders is 

taken into consideration because the unchecked exception. However, in step with Oracle, 

there are 3 kinds of exceptions namely: 

1. Checked Exception  

2. Unchecked Exception 

3. Error 

 Checked Exception  

The lessons that at once inherit the Throwable elegance besides RuntimeException and 

Error are referred to as checked exceptions. For example, IOException, SQLException, 

etc. Checked exceptions are checked at compile-time.  



 

 Uncheked Exception 

The lessons(class) that inherit the RuntimeException are referred to as unchecked 

exceptions. For instance, ArithmeticException, NullPointerException, 

ArrayIndexOutOfBoundsException, etc. Unchecked exceptions aren't checked at 

compile-time, however they may be checked at runtime.4.6.1.3 Error 

Error is irrecoverable. Some instance of mistakes are OutOfMemoryError, 

VirtualMachineError, AssertionError etc. 

Java Exception Keywords  

Java offers 5 key phrases which can be used to deal with the exception. The following table 

describes each. 

Keyword Description 

try try key-word is used to specify a block 

wherein we must location an exception 

code. It way we cannot use attempt block 

alone. The attempt block have to be 

observed through both seize or sooner or 

later. 

catch Catch is used to deal with the exception. It 

have to be preceded through attempt block 

this means that we cannot use seize block 

alone. It may be observed through sooner 

or later block later. 

finally finally is used to execute the important code 

of the program. It is performed whether or 

not an exception is treated or not. 

throw Throw key-word is used to throw an 

exception. 

throws Throws  key-word is used to claim 

exceptions. It specifies that there can also 

additionally arise an exception withinside 

the technique. It does not throw an 

exception. It is usually used with technique 



 

signature. 

 

 

2.1.5 MAVEN 

 

 What is Maven  

Apache Maven is a software program assignment control and comprehension tool. Based at 

the idea of a assignment item model (POM), Maven can manipulate a assignment's build, 

reporting and documentation from a primary piece of information.  

 

Some Features:  

• Simple assignment setup  

• Consistent utilization throughout all tasks (project)  

• Dependency control  

• Able to without problems paintings with a couple of initiatives on the equal time  

• Instant get admission to to new functions with very little more configuration  

• Web web website online or PDF technology inclusive of any documentation  

• Release control and distribution publication 

 

 Broader pictures 

• Lifecycle - broadest unit  

• Phase - A stage in the lifecycle.  

• Goal - A plugin goal represents a specific task 

 

Lifecycles in maven 

• default - handles your project deployment  

• clean - handles project cleaning  

• site - handles the creation of your project's site documentation 



 

 

 

 

 default Lifecycle phases 

• validate - validate the project is correct and all necessary information is available  

• compile - compile the source code of the project  

• test - test the compiled source code using a suitable unit testing framework. These tests 

should not require the code be packaged or deployed  

• package - take the compiled code and package it in its distributable format, such as a JAR.  

• verify - run any checks on results of integration tests to ensure quality criteria are met  

• install - install the package into the local repository, for use as a dependency in other 

projects locally  

• deploy - done in the build environment, copies the final package to the remote repository for 

sharing with other developers and projects 

 

Maven Coordinates 

• The Archetype plugin created a assignment(project) with a document named 

pom.xml.  

• This is the Project Object Model (POM), a declarative description of a assignment  

• Maven coordinates outline a hard and fast of identifiers which may be used to 

uniquely become aware of a assignment .  

• groupId  

• artifactId  

• Version (Snapshot/1.x/2.x)  

• Packaging (jar/war/ear/pom)  

• Packaging – (Jar/war/ear/pom) Represent the package for the  Project in which we 

work. 

• artifactId – Represent the name of the Project .  

• groupId – it is the combination of packaging and artifactid to get unique groupis. 

• Version – represent the current version of the project. 

 



 

 

 

 

 

 Maven POM 

• Stands for Project Object Model  

• Describes a assignment (project)  

- Name and Version  

- Artifact Type  

- Dependencies  

- Plugins  

- Profiles  

• By default They uses Xml file. 

 

Project Object Model 

• Maven projects, dependencies, builds, artifacts: all of those are items to be modeled and 

defined withinside the POM report.  

• The POM tells Maven what type of project  it is.  Also managing modifying default 

behaviour to bring out output from source. 

• Maven project is described via way of means of the presence of a pom.xml 

• It is a descriptive announcement of a project for Maven; it's far the figurative “map” that 

Maven desires to understand  

• • Somewhat analogous to the construct report in ant. 

 

 

 

 

 

 



 

 

 

2.2 Framework  

2.2.1 SPRING 

 

“Spring is one of the most popular frameworks for Java enterprise 

edition.” 

“It was developed by Rod Johnson in 2003.” 

Spring framework makes the development easy of 

JavaEE application. 

Developers all over the world use Spring for developing reliable 

and high-quality applications. 

It is basically platform where we can find the solution to technical problems. 

Advantages of Spring Framework 

are— These frameworks have 

loose couplings. 

These frameworks have predefined templated that is we do 

not need to write the whole code. 

It is easy to test the 

application here. It 

provides the powerful 

abstraction. 

It is lightweight frame work because of its POJO implementation. 

 

 

In this module I basically learnt about the basics of Spring framework. 

 

 

 

 

 



 

 

 

 

2.3 Front-End Technologies 

2.3.1 HTML 

2.3.2 CSS 

2.3.3 JS 

 

 

 

 

HTML, CSS, & JavaScript: A Tutorial 

An overview: 

HTML provides the basic structure of sites, which is enhanced and modified by other 

technologies like CSS and   Java Script. 

CSS is used to control presentation, formatting, and layout. 

JavaScript is used to control the behavior of different elements. 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 



 

 

 

 

 

 

 



 

 

 

 

 

 

 



 

 

CONCLUSION 

 

The work experience I encountered during the internship allowed me to develop technical 

skills such as Git, SQL, HTML, JAVA and more also I have learned soft skills such as 

Communication, leadership skills and management through the power skills sessions which 

were held every Friday also there were ELC sessions on alternate weeks which helped to 

learned and enhance our creativity level and team management skills as we were divided into 

teams and work together this helped us to gain better understanding and increase our 

capability to listen , communicate and work in more efficient way. 
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