
  

 

 

 



 

FLIPPED CLASS ROOM 
 

 Students are required to engage with lecture materials 

(videos, readings, or presentations) before attending class. 

 

 Class time is dedicated to interactive, hands-on activities 

such as discussions, group work, problem-solving, and 

practical exercises, allowing students to apply concepts 

and engage more deeply with the material. 

 

 Students collaborate with their peers in class to work 

through challenges, share insights, and strengthen their 

understanding of the material through group discussions 

and cooperative learning. 

 
PROJECT-BASED LEARNING (PBL) 

 

 PBL engages students in projects that address real-world 

problems, allowing them to apply theoretical knowledge 

in practical, meaningful ways. 

 

 PBL promotes teamwork and collaboration, as students 

often work in groups to complete projects. 

 

 Through PBL, students develop essential skills such as 

critical thinking, problem-solving, time management, 

and presentation 

 



 

GAMIFICATION 
 

 

 

 By introducing game-like elements such as points, leader 

boards, and badges, gamification significantly boosts 

student engagement and motivation. 

 

 It makes learning more enjoyable and can lead to 

improved academic performance, increased retention 

rates, and a heightened interest in the subject matter. 

 
COLLABORATIVE LEARNING 

 

 

 
 

 Students learn to work effectively in teams, which is a 
critical skill in the tech industry. 

 

 They develop interpersonal skills, learn to respect 

diverse perspectives, and become more proficient at 
communicating technical concepts clearly. 

 
 Collaborative learning also promotes a shared 

responsibility for success, leading to stronger outcomes 

for all group members. 



 
 

HACKTHONS AND CODIND COMPETITIONS 
 

 
 

 Enhances coding skills, problem-solving ability, and 
improves chances of placements and internships. 
 

 Builds the college's reputation through student 
achievements and increases visibility in academic and 
tech communities. 
 

 Encourages innovation, startup ideas, teamwork, and 
leadership through real-world project experience. 

 
 

PEER-TO-PEER LEARNING 
 

 

 

 

 Increased collaboration and communication skills. 

 Enhanced learning through teaching and group 

discussions.       

 Students gain different perspectives and methods of 

understanding. 

 Builds a supportive learning environment. 

 



 

 

 

INDUSTRY COLLABORATIONS AND INTERNSHIPS 
 

 Real-world industry experience. 

 Enhanced employability and career-readiness. 

 Direct feedback from industry professionals. 

 Networking opportunities 

 
 

E-LEARNING / DIGITAL LEARNING METHODOLOGIES 
 

 

 

 Increases accessibility to quality education anytime and 

anywhere, supporting flexible learning. 

 

 Enhances student engagement through interactive 

content, multimedia tools, and virtual simulations. 

 

 Promotes personalized learning and improves academic 

performance using data-driven teaching approaches. 

 

 



MOOCs AND ONLINE COURSES 

 
 Expands learning opportunities beyond the regular curriculum with access to global content. 

 

 Helps students gain in-demand industry skills and certifications that enhance employability. 

 
 Supports self-paced learning, improving student engagement and academic performance. 

  
 

 

 

 

 

 

 

 


