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5.5 Innovations by the Faculty in Teaching and Learning

The institution has effectively implemented student centric learning strategies like experiential,
participative and problem-solving methodologies. Our Institute encourages intensive use of ICT enabled
tools including online resources for effective teaching and learning process. Professional development
programs on LMS tools, Innovation and design Thinking, Effective class room management etc., are
regularly being conducted by the Outcome Based Education coordinator for the faculty members to
diversify their teaching strategies to cater the different learning styles. All these innovative
methodologies adopted have made an impact in the academic performance of the students. Activities of
the department towards improvement in teaching-learning are indicated in the office records as well as

on college website.

The innovative teaching—learning techniques adopted by the department are presented in the table
below.

Mode of
S.No | Innovation Method Teaching/Learning Objective

Process

To  simplify the  creation,

distribution, and grading of

OnlineTool/Blended assignments, and to facilitate

1. |GoogleClassroom . . . .

learning effective sharing of learning

materials between faculty and
students.

To help students visually organize
2. |Mind Mapping Tools: GitMind, Draw.io concepts, improve understanding,
and enhance memory retention.

To enhance student knowledge
3. |Video Class Platforms: YouTube through visual learning and enable
faculty to deliver content.

To improve students’ problem-
4. Skillrack Online Coding Platform solving ability and programming
skills through continuous practice.




To assess students’ understanding

5. |Quiz Tools: Quizizz, Nearpod at the end of each topic and
provide immediate feedback.
To enhance practical knowledge
6. Working Model Demonstration of Project and understanding of hardware
Models components and real-world
applications.
. Online Simulation-Based To provide hands-on experience
7. |Virtual Lab through  remote  access to
Labs - . .
experiments and simulations.
INPTEL, Coursera, Udemy, To upgrade the quality of
3 E-Learning Spoken Tutorial, engineering education by utilizing
" |Platforms L&T Edutech, and ICT resources beyond the prescribed
Hackathon curriculum.
To expose students to industry-
9. le-Programs Training Programs oriented skills and emerging
technologies.
Project-Based To encourage experiential learning
10. |Learning /Problem [Practical Implementation by solving real-world problems
based Learing through mini projects/ projects.
To strengthen conceptual
11. [Tutorial Classes Interactive Sessions understanding through problem-
solving and discussion.
Webinars / . To br}dge the gap between
12. . .. Expert Sessions academia and industry by
Industrial Training 1 .
providing real-time exposure.
To improve communication skills,
13. [Role Play Activity-Based Learning teamwork, and understanding of

real-life scenarios.




To analyze and understand
14. Simulation Tools Tools: NS2,Star UML complex systems and processes
through simulation.

To facilitate course delivery,

assignment management,

15. |Moodle -LMS Learning Management Systern assessments, and  continuous
interaction between faculty and
students

1.Google Classroom
Google Classroom is a free blended learning platform for educational institutions that simplifies
creating, distributing, and grading assignments. It enables seamless communication and resource sharing
between faculty and students.
Utilization of Google Classroom for Students
1. Course materials such as PDFs, PPTs, and documents are uploaded for all courses.
Question banks, previous year question papers, and solutions are shared.

2

3. Assignments are given, evaluated, and graded through the platform.
4. Lecture videos are uploaded for better understanding of concepts.

5

Used for communication of academic and departmental information.

2. Mind Mapping
Mind Mapping is a visual learning technique used to organize information in a structured and
interconnected manner using tools like GitMind and Draw.io.
Utilization of Mind Mapping for Students
1. Helps students visually represent concepts and relationships.
2. Used for summarizing topics and quick revision.
3. Enhances creativity and critical thinking skills.
4. Improves memory retention through diagrammatic representation.
5. Useful for planning projects and organizing ideas.
3. Video Class
Video classes use platforms like YouTube to deliver content in a visual and interactive format, making
learning more engaging.
Utilization of Video Class for Students

1. Lecture videos are shared to explain complex topics.



Helps students learn at their own pace.

2
3. Visual demonstrations improve conceptual understanding.
4. Recorded sessions can be revisited anytime.

5

Supports blended learning along with classroom teaching.

4. Skillrack
Skillrack is an online coding platform used to enhance programming and problem-solving skills through
continuous practice.
Utilization of Skillrack for Students
1. Students practice coding problems regularly.
2. Helps in improving logical thinking and programming skills.
3. Tracks student performance and progress.
4. Provides instant feedback on coding exercises.
5

Prepares students for technical interviews and placements.

5. Quiz
Quiz-based learning uses platforms like Quizizz to assess student understanding in an interactive way.
Utilization of Quiz for Students

1. Conducts quizzes after each topic for assessment.

2. Provides immediate feedback to students.

3. Makes learning interactive and engaging.

4. Helps in identifying learning gaps.

5. Encourages healthy competition among students.
6. Working Model
Working Model involves demonstration of functional project models to provide hands-on understanding
of concepts.
Utilization of Working Model for Students

1. Students design and develop working prototypes.

2. Helps in understanding real-time applications.

3. Enhances practical and technical skills.
4. Encourages innovation and creativity.
5

Bridges the gap between theory and practice.



7. Virtual Lab
Virtual Labs provide simulation-based learning environments where students can perform experiments
remotely.
Utilization of Virtual Lab for Students
1. Students perform experiments through online simulations.
Provides practical exposure without physical lab constraints.

2
3. Helps in understanding complex engineering concepts.
4. Enables repeated practice for better learning.

5

Accessible anytime and anywhere.

8. E-Learning Platforms
E-Learning platforms such as NPTEL, Coursera provide online courses beyond the curriculum.
Utilization of E-Learning Platforms for Students

1. Students enroll in certification courses.

2. Enhances knowledge in emerging technologies.

3. Provides industry-relevant skills.
4. Encourages self-paced learning.
5

Improves employability and career opportunities.

9. e-Programs
e-Programs include online training sessions, certification programs, conducted by institution.
Utilization of e-Programs for Students
1. Students can utilize the program of their choice in an extremely competitive learning
environment with E-Program.
2. Students can easily access them through online round the clock, this practice inculcated to

students to develop their knowledge on latest programming Languages.

10. Project-Based Learning
Project-Based Learning focuses on learning through real-world problem-solving and project
implementation.
Utilization of Project-Based Learning for Students
1. Students work on real-time projects.
2. Encourages application of theoretical concepts.

3. Enhances problem-solving and analytical skills.



4. Promotes teamwork and collaboration.

5. Prepares students for industry requirements.

11. Tutorial Classes

Tutorial classes are interactive sessions conducted to strengthen understanding of concepts through

discussion and problem-solving.

Utilization of Tutorial Classes for Students

A

Clarifies doubts and reinforces concepts.

Focuses on problem-solving and application.
Helps slow learners to improve understanding.
Provides additional support beyond regular classes.

Improves academic performance.

Group Learning

Group Learning is an effective instructional approach widely used in engineering education to promote

collaborative learning and enhance problem-solving skills. It plays a key role in developing technical

knowledge, communication abilities, and teamwork, which are essential for professional practice. In this

method, students work in small groups to solve problems, develop programs, and generate innovative

solutions. It encourages both individual understanding and collective knowledge building through active

interaction, idea sharing, and collaboration, creating a meaningful and engaging learning experience.

Group learning aims to help students understand concepts easily, actively participate in
discussions and seminars, and develop communication and teamwork skills.

Students are divided into small groups (3—4 members), assigned topics in emerging IT areas, and
engage in discussions guided by a student coordinator and monitored by faculty.

This approach promotes a democratic learning environment, builds confidence, enhances

communication and leadership skills, and supports deeper understanding through peer learning.



Following group learning practices by the faculty members for improving teaching and learning

experience.
S.No BestPractices Goals Description Relevanceto
T Pos&PSOs
¢ Provides opportunities to explore
To enhance technical theoretical concepts PO1, PO3, POS5,
understanding e Encourages research and PO9, PSO1,
through the analytical thinking PSO2
i Mini and Major development of e Facilitates design and
Projects software and development of solutions
hardware  solutions | eEnables application of technical
for industrial and knowledge
societal problems. e Strengthens problem-solving and
technical skills
¢ Enhances communication
through regular practice
Aptitude  Training To imp?ove‘: Ver‘pal OBu'il.ds vocabulary and speaking
o communication skills ability
and Communication .
) and prepare students e Develops aptitude and problem-
2 [Skill Development . . PO2, PO10
. for placements and solving skills
(Employability . )
. .. competitive e Prepares students for real-time
Skills Training) .. - )
examinations. decision-making
e Supports career readiness and
opportunities
eHelps students gain diverse
erspectives
To develop II) P listeni d
interpersonal o .mproves '1sten1ng an
communication skills interpersonal skills
3 |Group Discussion and enable students e Encourages learning from peers’ PO9, PO10
to  express their experiences
views clearly and | ¢gpaples  identification  and
concisely. . oL
resolution of communication
barriers.
¢ Improves oral communication and
presentation skills
To motivate students o Etrﬁlcourage’s "cle.amwork and a sense b0, PO10
4 Student Seminars for self-learning and of responsibility Pbll ’

group learning.

¢ Develops time management abilities

¢ Enhances confidence through
seminar presentations




PPT PRESENTATIONS FOR TEACHING

Description

PowerPoint presentations are used as a primary teaching aid across IT
department subjects. Faculty prepares structured slide decks that cover
theory, diagrams, case studies, and examples to support classroom
instruction. The visual format helps students follow complex technical
concepts step by step.

Usage/ Application

Classroom instruction for all year levels in IT department, covering
subjects such as Cloud Computing, Operating Systems, Data
Structures, and more.

Outcomes

—

EJ) oPs Map camera

Kalitheerthalkuppam, Puducherry, India
WJICG+XMH, Kalitheerthalkuppam, Puducherry 605108, India

1 Lat 11.922489°

Usage of PPT’s for Teaching

1. Students gain structured visual understanding of technical topics.

Improved attention and retention due to organized, visual delivery.

2
3. Faculty can integrate diagrams, code snippets, and multimedia for richer learning.
4

Consistent curriculum delivery across all batches.



GOOGLE CLASSROOM

Category: Learning Management & Assignment Tool

Description Google Classroom is used by IT faculty to post assignments, share
learning materials, and manage student submissions digitally. It enables
paperless assignment workflows and real-time communication between
students and faculty. It is actively used for subjects like Cloud Computing
and Operating Systems.

Usage / Assignment posting, material distribution, and student submission
Application tracking for III Year IT-A students in Cloud Computing (2025-26) and
IIT Year IT-A students in Operating Systems (2023-24).

# New announcement

E] New assignment via
Wayground (formerly Quiziz...

Oct &

Add class comment

o»
—

People

Usage of Google Classroom for posting assignment in subject Cloud Computing for third year
IT-A Students handled by B.V.Saranya AP/IT in 2025-26
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Usage of Google Classroom for posting assignment in subject Operating Systems for third year
IT Students —A (2023-24) handled by Mrs C.Kavitha
Outcomes
1. Students access materials anytime, supporting self-paced learning.

2. Improved faculty-student interaction through comments and notifications



MIND MAPPING
Category: Concept Visualization Tool

Description Mind mapping is used as a pedagogical technique to help students
visually organize and connect concepts. Faculty use tools to create and
demonstrate mind maps during lectures, encouraging students to develop
their own conceptual maps for subjects like Data Structures and OOAD.

Usage / Used in Data Structures for II Year IT-A students (2023-24); Draw.io
Application used for ER diagrams in OOAD for III Year IT students (2023-24).
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Usage of Mind Map in subject Data Structures for second year IT —A students handled by Mrs
V.Abirami 2023-24



DRAWIO

Draw ig tool is used to create entity relationship diagram. Students can

understand the concept easily by using this platform. They can able to create new
entity relationship diagram using this tool.

Usage of Drawio tool to ER diagrams in subject Object Oriented Analysis and Design for Third

year IT Students by by Dr A.Meiappane (2023-24)
Qutcomes

1.
2.

Students develop stronger conceptual linkages between topics.
Improved visual thinking and problem-solving skills.
3. Draw.i0 provides hands-on experience with industry-standard diagramming.

4. Facilitates better understanding of abstract data relationships through ER diagrams.



SKILLRACK
Category: Online Coding Practice Platform

Description SkillRack is an online competitive programming and skill assessment
portal used by IT students to practice coding problems, participate in
tests, and track their performance. The platform provides a dashboard for
students to monitor progress and a portal for faculty to evaluate
participation and performance.

Usage / AlLIT students enrolled in the SkillRack portal; used for coding
Application practice, programming assessments, and skill evaluation.
Skillrack
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Top Scoring Batsman Name
max_runs

The runs scored by N batsmen of a cricket team is passed as the input to the top_batsman

Ambiance Python3 (3.12) v
strip())

program. The m must print the name of the batsman who scored the i range(n):

highest run: n assume that no two batsmen will be the top sa data - input().

name, runs - data.split(",")
Input Format: runs o max_runs:
The first line d < the value of N.

Next N lines contain the name of the batsman and the runs score (both

max_runs - runs
top_batsman - name

(top_batsman)
separated by a comma)

Screenshot of students solving program in skill rack portal

QOutcomes
1. Students improve problem-solving and coding skills through consistent practice.
2. Competitive environment encourages continuous learning and self-improvement.
3. Faculty can monitor individual student progress through the dashboard.
4. Prepares students for campus placements and coding interviews



NEARPOD (QUIZ)

Category: Interactive Assessment Tool

Description Nearpod is used for conducting interactive online quizzes and formative
assessments within classroom sessions. Faculty integrates quizzes into live
lessons, enabling real-time student responses and instant feedback, making
evaluation more engaging and immediate.

Usage / Application | Online quiz conducted for Theory of Computation for II Year IT-A students
in 2024-25 by Ms. A. Punitha AP/IT.

TOE QUIZ -Unit 1 &2 (@) nearooo Post Session Report

- assor Slides  Author Teacher Data Time
TOC QUIZ -Unit 1 & 2 1 Punitha Angetchan Punitha Aneetchan 0407 14:57
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1 Alswarya lakshmi  Alshu  52% 2 Akshita 8%
3 Amalraj G Amal 0% 4 Anandakumar Anand 44
5 Arunj Al 64%  © Ashe marie Ashs  amm
7 Ashvitha Ashvith  64% & Oharshini Oharshi - 60%
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% Dhatchayanis Dhatcha 0% 1 Dhivylakshmi Dhivya a4

yanis 0
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som
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"

Kanishka 0% 2 Kinuthik Balaje RS Wiruthik  64%
0

Swm

Usage Of Nearpod For Conducting Online Quiz in Subject Theory Of Computation for Second Year IT —A
students in 2024-25 by Ms A.Punitha Ap/IT

Outcomes
1. Real-time assessment of student understanding during or after lessons.
2. Instant feedback enables faculty to address gaps immediately.
3. Increased student engagement through gamified quiz formats.
4

Data-driven insights into class performance help improve teaching strategies.



WORKING MODEL
Category: Project-Based & Experiential Learning

Description Students build working IoT mini-projects and demonstrate them to evaluators as
part of their lab and project curriculum. This hands-on approach bridges
theoretical knowledge with practical application, developing students' ability to
design, build, and present functional prototypes.

Usage / Application | III Year IT students demonstrated IoT mini-projects to evaluators in 2024-25.

Students demonstrating their [OT Mini project to the evaluator(2024-25)



Outcomes
1. Students acquire practical skills in IoT hardware and software integration.

2. Develops critical thinking, teamwork, and project management abilities.
3. Enhances communication skills through project demonstration and Q&A.

4. Prepares students for industry expectations of applied technical competency

VIRTUAL LAB
Category: Simulation & Digital Lab Tool

Description Virtual labs allow students to perform experiments and draw diagrams in
a simulated digital environment, supplementing physical lab sessions.
Used for OOAD subjects where students draw Use Case Diagrams
virtually, and for Google Cloud Platform activities.

Usage / Use Case Diagram drawing for III Year IT students in OOAD (2023-
Application 24); Google Cloud Platform used for Cloud Computing Lab for III IT-
A students (2025-26).
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o
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Manager Customer

User autherization )
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Demo on drawing the Use case diagram, for the specified problem in subject Object Orlented
Analysis and Design for III IT students Handled by Dr A. Meiappane in 2023-2024
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Signing in of Google Cloud Platform



x

0 google cloud cli - Search X i Dashboard - My Firt Project -G X - g

- 1 . 3 2 a 2 i g SECTAR F .
& O O ntps/foonsole.cloud.google.com/mome/dashboard?hi=eniny=1&invt=Ab31_w&project=festive-kayak-465708-g6 s 9 @ B ',71

Microsoft Edge
c Would you like to set Microsoft Edge as your default browser? m e
X

zo0gle Clouc 85 Swrtyour Free Trial with $300 in credit. DTt WorTy—yoU WOITE D& CRarges 1 ¥ou un out of Credits. Laorm more 4 DIELECIN  START FREE
Gaugle Cloud i
= -~ \ - 4 — N .
3 Cloud Hub 4 = Google Cloud 2 My First Project i Search (/) for rescurces, docs, products, and more | Q Search B [Z] @ @ : o
Ij!  Cloud overview >
b DASHBOARD ACTIVITY RECOMMENDATIONS Z CUSTOMIZE
28 Solutions >
®©  Recently visited [ 2# Project info H PT APls H & Google Cloud Platform status  }
Project name Requests (requesta/sec) all services normal
PINNED PRODUCTS My First Project
Pin your top products here Project numbser
203125611471 - Goto Cloud status dashboard
PRODUCTS Project 1D
festive-kayak-465708-96 A Nodata iz available for the selected
& Biling n time frame Z= Monitoring
ADD PEOPLE TO THIS PROJECT - e
e 1AM & Admin q 3 Create my dashboard

ject i Setup alerting policies
Marketplace o =3 Go to project settings > =

Create uptime chacks

§ 1w

APIs & Services a >

& Resources
NEW g - G010 API3 averview
VIEW ALL PRODUCTS View all dashboards

@ BigQuery

-4 " - - =~ Nt %
n L Type here to search il ¢ " s 28°C Cloudy A G Q)T

Creating a project in Google Cloud Platform in cloud computing lab for III IT-A students in 2025-
26 handled by B.V.SARANYA AP/IT

Outcomes

1. Enables practical experience without physical hardware constraints.

2. Students gain cloud computing skills through hands-on GCP sessions.
3. Simulated environments allow safe experimentation and repetition.
4

Bridges gap between theoretical concepts and real-world technical implementation.



E-LEARNING PLATFORMS (Coursera, NPTEL, Udemy)

Category: Online Learning & Certification Platform

Summary

Description

and Udemy to access high-quality online courses,
supplementary learning content beyond the classroom curriculum.

Usage / Application

completed Udemy courses (2024-25).

E-Learning Platform

" e 2:03 & D N W 27% M)

Dashboard n

=%

My Courses

Completed

Upcoming
Courses

and Ongoing

L <L

Course Catalog
o\ Search Courses

P
oo
Categorie

e~ Q

Home Search Course

Dashboard of students using Coursera

Students and faculty leverage MOOC platforms including Coursera, NPTEL,
certifications,

Students accessing Coursera; S. Logaram (II Year) acquired NPTEL
certificate in Python for Data Science (2024-25); Sumaiyah A and Ashvitha V
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This certificate is awarded to
LOGARAM

for successfully completing the course

Python for Data Science
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| Online Assignments | 23.42/25 | Proctored Exam ‘ 45175 ‘

Total number of candidates certified in this course: 11133
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Indian Institute of Technology Madras
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Our second year student S.Logaram acquired NPTEL certificate in Python for Data Science
(2024-25)
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Udemy Home page(Sample) used by our IT student Sumaiyah A (2024-25)



udemy

CERTIFICATE OF COMPLETION

Learn HTML and CSS from
Beginning to Advanced

Instructors Marcus Menti, Zechariah Tech

Ashvitha.v

Date May 29, 2025
Length 5 total hours

Certificate of completion acquired by third year student(Ashvitha.V) in Udemy

Outcomes
1. Students gain industry-recognized certifications enhancing employability.
2. Exposure to global faculty and diverse learning content.
3. Self-paced learning cultivates autonomous study habits.

4. Supplementary knowledge strengthens understanding of core curriculum topics.



¢-PROGRAMS

Category: Online Events & Enrichment Programs

Description

e-Programs are structured online enrichment activities and webinars
organized for IT students. They expose students to emerging technologies,
industry practices, and expert insights through virtual participation,
complementing classroom learning.

Usage / Application

II Year IT students attended e-Programs in 2024-25.

e-Programs

Outcomes

eProgram

eProgram

Kalitheerthalkuppam, Puducherry, India
I Wijcg+xmh, Kalitheerthalkuppam, Puducherry
605108, India
Lat 11.92252° Long 79.626738°
18/12/24 02:10 PM GMT +05:30

Second Year IT Students attending E-Program(2024-25)

1. Students gain awareness of emerging technologies and industry trends.

2. Exposure to expert practitioners and domain specialists.
3. Develops online participation and digital communication skills.
4. Enhances overall academic and professional development.




Project-Based Learning (PBL)
Category: Active Learning Methodology

Description

Project-Based Learning involves students working on mini-projects and|
experiential learning reports as part of the curriculum. Students present posters
for mini-projects and prepare structured experiential learning reports, developing
research, design, and presentation skills.

Usage / Application

Poster Presentation for mini-projects by II Year IT students (2023-24);
Experiential learning report index prepared by Final Year IT students (2023-

24).

Project-Based Learning
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Poster Presentation For Mini Project Done By IInd Year IT Students in 2023-24
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Index of Experiential learning report done by final year IT students(2023-24)

Outcomes

1.

2.
3.
4

Students develop end-to-end project execution skills.

Research, documentation, and presentation abilities are strengthened.

PBL encourages creativity, teamwork, and real-world problem-solving.

Improves student readiness for capstone projects and industry work.




TUTORIAL CLASSES

Category: Supplementary Academic Support

Description Tutorial classes are conducted as additional academic support sessions for

students struggling with complex subjects. Faculty conduct focused, small-group
or class-level tutorial sessions to reinforce concepts and provide personalized
guidance.

Usage / Application | Tutorial class for Java Programming conducted by Mrs. J. Prabhavathi for II

Year IT students on 06.02.2024.

Kalitheerthalkuppam, Puducherry, India

WJIFG+8G7, Kalitheerthalkuppam, Puducherry GOG107, India
Lat 11.922876*

Long 79.026809"

06)02/2024 01:52 PM GMY +05:30

Tutorial Class conducted for the subject Java Programming by Mrs J. Prabhavathi for Second

year IT students on 06.02.2024

Outcomes

1.

2.
3.
4

Targeted support reduces knowledge gaps in difficult subjects.

Students benefit from focused, topic-specific reinforcement.

Improved student performance and confidence in complex subjects.
Faculty identify and address common learning difficulties across batches.



WEBINARS / INDUSTRIAL VISITS
Category: Industry Exposure & Training

Description Webinars and industrial visits provide students with direct exposure to industry
environments, practices, and professionals. These experiences bridge academic
knowledge with real-world applications, enhancing students' understanding of

industry expectations.

Usage / Application | Industrial visit to Lenovo India Private Limited, Pondicherry, attended by IT
students in 2023-24.

Webinars / Industrial Training

Students Attended Industrial Visit at Lenovo India Private Limited, Pondicherry-605007 in 2023-24

Outcomes
1. First-hand exposure to industry work environments and processes.
2. Students gain insights into real-world applications of academic knowledge.
3. Networking opportunities with industry professionals.
4. Motivates students to align their skills with current industry requirements.



ROLE PLAY
Category: Active Learning & Soft Skills Development

Description Role play activities are used as an active learning strategy where students enact
scenarios related to subject topics, promoting deeper understanding through
experiential participation. It is used in subjects like User Interface Design,
System Software, and Operating Systems.

Usage / Application | Role play for User Interface Design (23.4.2024 by Mrs. J. Prabavathi);
System Software (26.4.2024 by Mrs. V. Vimala Dheekshanya); Operating
Systems (24.7.2024 by Mrs. B.V. Saranya). All for III Year IT students.

Role play

sy Kalitheerthalkuppam Puducherry 32°C
India
¥ WIFG+6G7, Kalitheerthalkuppam, Puducherry
> 605107, India
Lat: 11.92 | Long: 79.63
23/04/2024 934 AM, GMT+05:30
Tue, 23 Apr

Role Play was conducted by 3" Year IT students for Subject User Interface Design handled by
Mrs J.Prabavathi on 23.4.2024

ﬂ GPS Map Camera

Kalitheerthalkuppam, Puducherry, India
2 WJICG+XMH, Kalitheerthalkuppam, Puducherry 605108, India
Lat 11.92262°
< Long 79.626709°
- 48 26/04/24 GMT +05:30

Role Play was conducted by 3" Year IT students for Subject system software
handled by Mrs V.Vimala Dheekshanya on 26.4.2024



i % L ' g GPS Map Camera

Kalitheerthalkuppam, Puducherry, India

WIFG+8G7, Kalitheerthalkuppam, Puducherry 605107, India
Lat 11,82283°

Long 79.626907°

24/07)24 GMT +05:30

Role Play was conducted by 3" Year IT students for Subject Operating Systems handled by Mrs

B.V.Saranya on 24.7.2024

Outcomes

1.

2.
3.
4

Promotes active learning through student participation and enactment.
Improves understanding of user-centric and system-level concepts.
Develops communication, teamwork, and presentation skills.

Makes abstract technical concepts more relatable through simulation



SIMULATION TOOLS (NETWORK SIMULATOR)
Category: Technical Lab Simulation

Description INetwork simulation tools are used in the Computer Networks Lab to simulate
network topologies, protocols, and behaviours in a controlled virtual
environment. These tools help students practically explore networking concepts
without requiring physical hardware.

Usage / Application | Network Simulator used in Computer Networks Lab for III Year IT students
in 2024-25.

nam: ofcl.nam

Hie Vews Analysis |
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Network Simulator Tool Used In Computer Networks Lab for III year IT students in 2024-25



Network Simulator Tool Used In Computer Networks Lab for IT-III year students 2024-25

Outcomes

1.

2.
3.
4

Students gain practical exposure to network configuration and troubleshooting.
Safe simulation environment allows trial-and-error learning.

Reinforces theoretical networking concepts through hands-on practice.
Prepares students for networking certifications and industry tool.



MOODLE — LMS

Category: Learning Management System

Description Moodle is the institution's primary Learning Management System (LMS),
accessible at http://elearn.mvit.edu.in. Faculty use Moodle to post course notes,
conduct online quizzes, and run surveys, creating a centralized digital repository
for all course activities.

Usage / Application | Faculty post notes, quizzes, and surveys; students log in through the

institutional Moodle portal for all IT subjects.

Moodle - LMS

MANAKULA VINAYAGAR /\&3
INSTITUTE OF TECHNOLOGY "

Forgotten your usermame or password?

Cookies must be enabled in your browser

_ Remember username Some courses may allow guest access

MOODLE-LOGIN PAGE

HEIT (IT-T61 Computer Networks)

Moodle Usage for posting notes, quiz and survey



Outcomes
1. Centralized platform for all course materials, assessments, and communications.

2. Faculty can administer quizzes and surveys with automated grading.

3. Students have 24/7 access to notes and resources.
4. Supports blended learning by integrating online and offline components.



