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1. INTRODUCTION 

Teaching-Learning Process is the cornerstone of any Educational Institution. At 

Dnyanprassarak Mandal’s College the faculty members pay utmost attention for an 

effective implementation of teaching methods and creation of a conducive learning 

environment for students to develop their intellectual ability. Teaching-Learning 

process is continuous and composite in nature. The success depends on effective 

curriculum delivery through implementation of various teaching methods and 

creation of dynamic learning environment. For an effective curriculum delivery, 

faculty members have used different teaching methods such as chalk-board, group 

discussion, role play, guest lectures, management games, surveys, online trading, 

flipped classroom, digital storytelling, etc.  

The introduction of newer methods of teaching over a period is an essential 

phenomenon. It creates curiosity and interest among the students and in process it 

develops the professional skills among faculty members. Along with teaching 

methods, it is equally imperative to create conducive environment for learning. The 

success of teaching also depends on the learning environment. 

The assessment of teaching and learning is the cornerstone of Dnyanprassarak 

Mandal’s College to fulfill its vision and mission. The assessment of teaching will 

help to understand, effectiveness of the curriculum delivery, while, the learning 

assessment will enable us to understand the motivation and the commitment of the 

students. Students need energetic environment to learn their course effectively and 

the college provides them the best suitable environment to learn and grow. 

With this backdrop in mind the IQAC of the college decided to prepare a Teaching-

Learning and Assessment handbook wherein an attempt is being made to streamline 

and standardized well known time tested and accepted Teaching-Learning and 

Assessment methodologies that the College faculty members have used successfully. 

The handbook largely describes the various Teaching-Learning and Assessment 

methodologies by elaborating mechanism, processes and situations in which each 

teaching-learning assessment methods can be applied. 
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2. TEACHING-LEARNING METHODS 

The college being multi faculty, different faculties adopt different types of Teaching-

Learning methods in order to create a well round wholesome and enjoyable 

classroom teaching experience. The criteria used for selection of teaching-learning 

method for a given class are based on the background of the student, percentage of 

slow and advanced learners in that particular class and to arrive at suitable teaching 

approach detailed background data of every student is collected during admission 

process. An introductory surprise test or quiz is held in order to obtain the data of 

slow and advanced learners in a given class. In addition to the conventional teaching 

aids, the faculty adopts innovative teaching-learning models. The following are the 

approaches followed by the faculty in the various departments of the college. Over 

30 methods of teaching were identified and the comprehensive list is explained in a 

template given below. 

 

TEMPLATE OF PRESENTATION 

 

 

 

 

 

 

 

 

 

 

 

 

 

NAME OF THE TEACHING METHOD: 

DESCRIPTION: 

OBJECTIVES: 

WHEN TO USE IT: 

HOW TO USE IT / IMPLEMENTATION/WORKING: 

REFERENCES: 
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2.1. FLIPPED CLASSROOM 

2.1.1. DESCRIPTION 

The process of introducing to the students new content at home and then 

practicing it in the classroom. It is the inverted form of the common practice of 

introducing new topic in the classroom and then assigning home-work or 

assignments at home. 

 

2.1.2. OBJECTIVES 

Flipped Classroom will provide the students the opportunity to: 

 Be at the center while the teacher guides. 

 Actively involve the students in the teaching-learning process. 

 Learn at one’s own pace. 

 Utilize the expanded time for interaction with the teachers. 

 

2.1.3.  WHEN TO USE IT 

 Flipped Classroom would prove effective to: 

 Fill-in for absent teachers. 

 Help slow learners and also busy students. 

 Improve the student-teacher interaction.  

 Increase the interest in the course. 

 

2.1.4. HOW TO USE IT/IMPLEMENTATION/WORKING: 

The following steps can be used: 

1. Planning which particular lesson you want to flip.  

2. Assign the lesson with the learning outcomes and/or Record/make a video 

which contains the ideas discussed in the classroom. 

3. Share the video with your students informing them that the contents would be 

discussed later. 

4. Form groups to discuss the topic.  
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5. Groups can be formed wherein students can be given a task to perform like 

writing a poem, essay, making a video etc. 

6. Conduct discussions or debate, encourage questioning. 

7. Review, Revise, and Repeat! 

2.2. DIGITAL STORY TELLING 

2.2.1. DESCRIPTION 

Digital Storytelling is considered as the modern version of the ancient art of 

storytelling, which is refined by the utilization of digitized, still and moving 

images, sound and graphics thereby producing a short movie. 

 

2.2.2. OBJECTIVES 

Digital Storytelling would provide the students with the opportunity to: 

 Use DST in sharing experiences and narratives creatively. 

 Combine storytelling and technology in artistic form. 

 Make effective presentations. 

 Enhance the students’ creativity and artistic caliber. 

 

2.2.3. WHEN TO USE IT 

Digital Storytelling can be creatively used to bridge the gap between storytelling 

and technology by using it to recount: 

 Personal Tales 

 Historical Events 

 Arts, Science and Literature 

 Tales of travel and adventure 

 Any topic worth making into a movie 

 

2.2.4. HOW TO USE IT/IMPLEMENTATION/WORKING 

In order to acquaint the students to the process of Digital Storytelling, the 

students should be encouraged to write their own story and also draw, paint or 



A Guide to Teaching-Learning-Evaluation 

 

 

  5 

 

use their own photographs for the movie. Workshops can be conducted for 

students in batches, where the basics and software needed for DST can be 

communicated. Students can then create a DST and present it in the class. 

The following steps may be followed while making the DST movie: 

 Working with an Idea 

 Researching the topic 

 Writing the script 

 Preparing the Storyboard 

 Gathering images, audio and video 

 Creating the DST movie 

 Sharing and obtaining feedback. 

 

2.3. READING SESSIONS 

2.3.1. DESCRIPTION 

Reading independently without scaffolding to encourage reading and improve 

vocabulary. 

 

2.3.2. OBJECTIVES 

The Reading sessions will help the students to: 

 Develop interest for reading. 

 Improve their vocabulary. 

 Understand the covert meaning through close reading of the texts. 

 Evaluate their learning style. 

 

2.3.3. WHEN TO USE IT 

The reading sessions would be advantageous to: 
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 Promote the love for reading and literature. 

 Prepare the students for their exams. 

 Evaluate the students’ level of comprehension. 

 Assess the students’ preference of reading content. 

 

2.3.4. HOW TO USE IT/IMPLEMENTATION/WORKING 

The students could be given suggested reading list and taught close reading skills 

 Making annotations. 

 Coining new words. 

 Searching for meanings of difficult words. 

 Highlighting heading and sub-headings. 

 Summarizing paragraphs. 

The students could be guided to have reading goals and later assessed their skill 

of comprehension and understanding by conducting group discussion or writing 

a book review or essay. 

 

2.4. MANAGEMENT GAMES 

2.4.1. DESCRIPTION 

These are activities that are structured, lively and fun. They help in learning by 

focussing on real, relevant workplace issues. 

 

2.4.2. OBJECTIVE  

Major objective of these games is to: 

 Enhance the eye for details. 

 Improve analysing skills. 

 Enable quick decision making, make students cooperative and team players. 

 Give long lasting impressions of the subjects, which they learnt inside 

classrooms. 
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2.4.3. WHEN TO USE IT  

It has been psychologically proven that a fun factor added to your professional 

learning has the tendency to double your efficiency and make you a quick 

learner. So here the best time to use it is when there is a limited time frame and 

you need to cover the entire topic through a game. It makes the learning fun and 

at a quicker pace. 

 

2.4.4. HOW TO USE IT 

 The trainer’s gives an idea of what the game is about and how to run it. 

 The facilitator needs to see if the learning objectives fit into the game. 

 Give a brief to the participants on the game. 

 The students are to be monitored in action and where help is required give them 

the right direction. 

 Debrief - listen to the students’ experiences; involve them in discussion; note the 

key learning points; relate it to the real-world experiences. 

 

2.5. CASE STUDY 

2.5.1. DESCRIPTION 

A case study is an in-depth study of one person, group, or event. In a case study, 

nearly every aspect of the subject's life and history is analysed to seek patterns 

and causes of behaviour. Case studies can be used in a variety of fields including 

psychology, business, education, political science, and social work. 

 

2.5.2. OBJECTIVE 

The general purpose of a case study is to:  

 Describe an individual situation (case), e.g. a person, business, organisation, or 

institution, in detail. 

 Identify the key issues of the case (your assignment question should tell you 

what to focus on). 

 Analyse the case using relevant theoretical concepts from your unit. 
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2.5.3. WHEN TO USE IT 

A case study is an appropriate research design when you want to gain concrete, 

contextual, in-depth knowledge about a specific real-world subject. It allows you 

to explore the key characteristics, meanings, and implications of the case. 

 

2.5.4. HOW TO USE IT 

 Case studies are a proven and well-established technique. They enable students 

to apply theoretical concepts in real world situations. Cases come in numerous 

formats - from a simple “What would you do in this situation?” question to a 

detailed description of a situation with accompanying data to analyse. Most case 

assignments require students to answer an open-ended question or develop a 

solution to an open-ended problem with multiple potential solutions. 

 

2.6. FIELD TRIPS / INDUSTRY VISITS 

2.6.1. DESCRIPTION 

A trip made by students to study something at first hand. A field trip is an 

excretion by students and teachers. Students are taken on such trips to make 

them familiar with the concepts that they study in the classroom in realistic 

manner. It’s a method of learning away from the class room. The students are 

shown different practical aspects that they study in theory. They are made to 

interact and talk to personnel. The students can observe many things first hand 

and satisfy their curiosity. 

 

2.6.2. OBJECTIVE 

The primary aim of a field visit is to gather geographical details. Reinforcing 

experiential and relational learning is the key goal of conducting a field trip for 

students. Field trips are a way of improving learning in the classroom by creating 

links to the real world. Field trips are aimed to: 

 Make students gain practical knowledge of the subject. 

 Help the students to make their own observations. 
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 Help the students relax, enjoy and build team spirit with the class. 

 Enjoy learning experience away from the classroom environment. 

 

2.6.3. WHEN TO USE IT 

An educational field trip can be an integral part of the instructional program. 

Good field trips provide participants with first-hand experience related to the 

topic or concept being discussed in the program. They provide unique 

opportunities for learning that are not available within the four walls of a 

classroom. 

This method is used when the topic is tedious and difficult to understand only on 

the basis of theory. This method is also used when the subject matter is career 

oriented and the students require focus and motivation to understand the entire 

functioning. For example, under the subject of service marketing: showing the 

students working of a TV or Radio. It helps them to understand the functioning 

and it motivates the students to think of varied career options. 

 

2.6.4. HOW TO USE IT 

Field trips can be fun, and this hands-on learning makes the concepts and 

learnings more memorable. Some of the students hardly have the experience of 

seeing places and meeting people, as such when they go on field trips they enjoy 

and learn a lot through interaction and practically observing. This learning 

cannot be replicated by the internet or in a classroom or through a lecture. This 

learning experience creates a sense of enthusiasm towards learning and as 

teachers, we need to try and make it possible. The trip is usually of six to seven 

hours or sometimes of four hours. The field trip is usually of six to seven hours or 

sometimes of four hours. 

The following steps may be followed: 

 A place for visit is finalized and list of students interested in participating in this 

field trip is drawn. 

 Formal permission from the Principal is taken. 
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 The permission is taken from the authority of the visit. 

 Arrangement of the trips are made. 

 Students are asked to give letter of undertaking. 

 Depending on number of students, number of accompanying teachers are 

decided. 

 

2.7. GROUP DISCUSSION 

2.7.1. DESCRIPTION 

GD is a discussion that tests the students’ skills, such as leadership skills, 

communication skills, social skills and behaviour, politeness, teamwork, listening 

ability, general awareness, confidence, problem-solving skills, etc. 

 

2.7.2. OBJECTIVE 

Group discussion serves the purpose of: 

 Getting data collected. 

 Encouraging fresh thoughts and taking ideas from a group. 

 Find out perception of people on a topic. 

 Detect solutions to specific problems or issues. 

 Using it to select candidate after their preliminary test / interview. 

 Choosing students for admission in an educational establishment. 

 

2.7.2.1. Benefits of Group Discussions 

 Involves the students in fruitful discussions. 

 Group discussion helps students in being creative and come up with innovative 

and think faster and handle tricky situations. 

 It expands analytical ability to think on a given topic 

 Helps in in-depth learning and understanding of the topic 

 Gives the facilitator a chance to use a different approach to a given topic 

 Students will be in a position to find a solution or come to a conclusion. 
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 Students have the opportunity to listen, know and understand varied opinions 

on a given topic 

 Helps in building confidence to speak in front of public. 

 Group discussion can change the perception of the facilitator also. 

 

2.7.2.2. Areas of Evaluation in Group Discussion 

 Understanding of the Subject. 

 Assertiveness. 

 Team Work.  

 Willingness to Take the Initiative. 

 Listening Skills. 

 Adaptability. 

 Leadership Qualities. 

 Communication Skills. 

 

2.7.3. WHEN TO USE IT 

It helps in generating more ideas about a topic. You may also need to acquire 

learning from other sources to understand a topic fully. Different sources of 

learning are available to different students. Hence, during group discussions, the 

students come across new ideas gained from different sources by the students. 

 

2.7.4. HOW TO USE IT 

You can do this by asking the students to make a study-group and to select a 

topic for discussion at least once or twice a week. Every student participating in 

the discussion should prepare the topic before the group discussion. Every 

student should be given an opportunity to express their views on the topic. 

 

 

 

 



A Guide to Teaching-Learning-Evaluation 

 

 

  12 

 

2.8. ROLE PLAY 

2.8.1. DESCRIPTION  

Role-play is a technique that allows students to explore realistic situations by 

interacting with other people in a managed way in order to develop experience 

and trial different strategies in a supported environment. 

 

2.8.2. OBJECTIVE  

Role Play, or Role Playing, allows a learner to assume the role or tasks of a job by 

practicing or simulating real working conditions. The objective of role playing 

is to learn, improve or develop upon the skills or competencies necessary for a 

specific position. 

 

2.8.3. WHEN TO USE IT  

Role playing are effective in a classroom when the facilitator can: 

1. Get the students motivated and engage all the students. 

2. Boost the current strategies used in teaching. 

3. Give the students real-world scenarios to help them learn. 

4. Try and inculcate and help students learn skills that are used in real-world 

(negotiation, debate, teamwork, cooperation, persuasion). 

 

2.8.4. HOW TO USE IT 

Instruct students that the purpose of the role play is to communicate a message 

about the topic and not focus as much on the actual person acting the role. Tie 

role plays to learning objectives so students see their relevance to course 

content. 

 

2.9. PRESENTATIONS 

2.9.1. DESCRIPTION  

A presentation conveys information from a speaker to the audience. 

Presentations are typically demonstrations, introduction, lecture, or speech 
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meant to inform, persuade, inspire, motivate, build goodwill, or present a new 

idea/product. Presentations in certain formats are also known as keynote 

address. 

 

2.9.2. OBJECTIVE 

By doing presentations, students learn how to: 

 Speak in front a group, a broadly applicable professional skill. 

 Prepare material for public presentation, and practice (especially with feedback) 

improves their speaking skills. 

 

2.9.3. WHEN TO USE IT 

Presentation skills are extremely useful both in and outside the classroom. After 

completing a project, a presentation is a channel for students to share with 

others what they have learned. It is also a chance to challenge and expand on 

their understanding of the topic by having others ask questions. 

 

2.9.4. HOW TO USE IT 

Presentation helps in creating innovative ideas when students come up with 

creative and interesting slides to illustrate their talk. The use of presentation aids 

makes for a much more interesting talk, and the creation of such aids can help 

develop students' confidence. 

 

2.10. ONLINE TRADING 

2.10.1. DESCRIPTION 

Online trading is an activity which helps the students to bridge the gap between 

theory and practice. It is being used especially to teach courses such as 

Introduction to Capital Markets, Financial Derivatives, Stock Market Operations 

and Portfolio Management. This method enriches the students to understand 

nuts and bolts of stock market operations. 
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2.10.2. OBJECTIVES 

 To provide better conceptual clarity. 

 To accustom students with different types of online trading platforms and to 

understand its mechanism. 

 To practice trading with dummy capital on platform such as NSE PATHSHALA. 

 

2.10.3. WHEN TO USE IT 

 To clarify students doubt and solve their difficulties in stock market operations. 

 To initiate long and short positions in the stock market. 

 To understand system errors due to wrong trades. 

 

2.10.4. HOW TO USE IT 

1. National Stock Exchange of India offers an online trading platform titled “NSE 

PATHSHALA” on its website in order to acquaint users with required training in 

the area of market operations. 

2. Students are expected to register on this platform and open an account with NSE 

PATHSHALA, they can take any positions with dummy capital in the live market 

and experience their performance. 

3. If a student commits mistake then it can be rectified without the involvement of 

real money hence it provides lot of confidence to the students to practice in the 

live market. 

 

2.11. MINI PROJECT 

2.11.1. DESCRIPTION  

This is one of the students’ centric methods used for evaluation of students’ 

performance. The mini project is based on the theory which the students study 

during the course. The project is carried out in a group of up to 4 members. 

 

2.11.2. OBJECTIVES 

Mini Project helps to: 
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 Enhance deeper understanding of the subject. 

 Develop skills in product designing. 

 Analyze problem-solving and critical thinking skills.  

 Build Confidence to take up higher projects. 

 

2.11.3. WHEN TO USE IT 

 Mini projects are carried out as a part of continuous learning of the subject. 

 

2.11.4. HOW TO USE IT/IMPLEMENTATION/WORKING 

 The students are to be divided into groups of 1 to 4. 

 The list of Mini projects to be carried out is to be notified to the students. 

 Students to be made aware of expectations of the Mini Project. 

 Emphasis to be given on student centric learning and the facilitators to provide 

necessary guidance. 

 

2.12. PRACTICAL DEMONSTRATION 

2.12.1. DESCRIPTION 

The method of explaining the theoretical concept using a practical 

demonstration. 

 

2.12.2. OBJECTIVES 

1. Test the theoretical concepts of the student. 

2. Visualize the theoretical concepts using demonstration. 

3. Develop analyzing skills. 

 

2.12.3. WHEN TO USE IT 

 Better understanding of the concepts. 

 Verify the theoretical concepts. 

 Enhance subject knowledge. 
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2.12.4. HOW TO USE IT/ IMPLEMENTATION/ WORKING 

Explain the concept using practical demonstration of an experiment. 

 

2.13. USE OF SIMULATORS 

2.13.1. DESCRIPTION 

The method of understanding basic concepts and writing programs using 

simulators. 

 

2.13.2. OBJECTIVES 

1. Test the theoretical concepts of the student. 

2. Visualize the theoretical concepts using demonstration. 

3. Develop analyzing skills. 

4. Develop critical thinking. 

 

2.13.3. WHEN TO USE IT 

 During time of explaining theoretical concepts and programming techniques. 

 Explain the concept using practical demonstration of an experiment. 

 

2.13.4. HOW TO USE IT/ IMPLEMENTATION/ WORKING 

Explain the concept/ working of a program using a simulator in the classroom. 

 

2.14. PROBLEM SOLVING IN CLASS  

2.14.1. DESCRIPTION 

The process of giving mathematical problems to the students to solve in 

classroom. 

  

2.14.2. OBJECTIVES  

Problem solving in class will provide the students the opportunity to:  

 Solve some problems independently.  
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 Take guidance from the teacher whenever a student gets stuck in between while 

solving the problem.  

 Utilize effectively the extra time available for interaction with the teachers. 

 

2.14.3. WHEN TO USE IT  

Problem solving in class would prove effective to:  

 Involve those students who are otherwise not that interested in the subject. 

 Utilize the class hours to give practice to the students. 

 Get guidance from the teachers as and when there is difficulty in solving the 

problems. 

 

2.14.4. HOW TO USE IT/IMPLEMENTATION/WORKING  

The following steps can be used:  

1. Planning which problems to be given to students to solve in class.  

2. Assign the problems to the students and ask them to solve.  

3. Check if any students are having any difficulty in solving the problem and guide 

them. 

4. Ask questions and summarize the concept. 

 

2.15. LABORATORY SESSION / ASSIGNMENT 

2.15.1. DESCRIPTION  

Laboratory session is conducted for the students to give them Hands-on Training 

for the technologies that they learn during theory. An assignment is given to the 

students wherein they practice or solve those problems during the regular 

practical. 

 

2.15.2.  OBJECTIVE 

The primary objective of arranging laboratory sessions for the students is to 

develop the Experiential Learning, which gives students an opportunity to 

practice in the laboratory, the theory explained during the class. 
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2.15.3. WHEN TO USE IT 

Laboratory sessions along with assignments are useful for a course which 

involve problem solving techniques like ERD’s in DBMS or while learning a 

software. 

 

2.15.4. HOW TO USE IT 

For implementation following steps can be followed: 

 Assignment relating to the Laboratory session is given prior to the session 

 Demonstration by the facilitator as to how to install the software is given after 

which the students with the help of the Facilitator install the required software. 

 An explanation regarding the assignment is given by the Facilitator 

 Demonstration regarding the software is given by the Facilitator. 

 

2.16. HOME ASSIGNMENT 

2.16.1. DESCRIPTION 

In this method numerical problems are given to the students after classroom 

discussion to solve at home. 

 

2.16.2. OBJECTIVES  

Home assignment helpful to:  

 Test the students.   

 Develop problem-solving skills.  

 Promote self-learning.  

 

2.16.3. WHEN TO USE IT 

Home assignment proves effective to:  

Assess the students, especially the slow learners.  

 Analyse problem-solving and critical thinking skills.  

 Enhance subject knowledge.  
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2.16.4. HOW TO USE IT/IMPLEMENTATION/WORKING 

 Give some problems to the students to solve at home.  

 Inform the students that whenever necessary they can take help of their friends 

and also the internet.  

 Give the final answer to the students so that they can check whether their 

solution is correct or wrong.  

 In case, a student gets a wrong answer, in the next lecture the student can show 

his/her solution to the teacher and the teacher can point out the mistake. After 

that, the student can rectify the mistake and proceed to get the correct answer.  

 

2.17. CHALK-BOARD / LECTURE METHOD 

2.17.1. DESCRIPTION 

This method involves conventional classroom teaching wherein the contents of 

the theory is explained to the student using the classroom-board. 

 

2.17.2. OBJECTIVES  

Concepts of theory are illustrated step by step, allowing the students to 

comprehend the derivations of a theory or understand the steps of the solution to 

a problem. 

 

2.17.3. WHEN TO USE IT 

This method can be used whenever, the facilitator needs to explain the concepts 

of theory or derivation. The steps involved in the derivation can be written step 

by step on the black board and simultaneously explained allowing the students to 

comprehend the derivations of a theory or understand the steps of the solution to 

a problem. 

 

2.17.4. HOW TO USE IT/IMPLEMENTATION/WORKING 

Prepare the contents to be delivered, discussion/interaction with students and 

address doubts and difficulties. 
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2.18. BALL AND STICK MOLECULAR MODEL 

2.18.1. DESCRIPTION 

Ball and Stick Molecular Models are practically useful as experimentation tool to 

understand the bonding and spatial arrangement of atoms in a molecule and also 

the bond angles. 

 

2.18.2. OBJECTIVE 

 To give the exact picture of how the molecule exists in 3D-space thereby helping 

to explain all the physical properties of the molecules. 

 To build-up imagination power to understand the stereochemistry of the 

molecules. 

 

2.18.3. WHEN TO USE IT 

This method is utilized while explaining the concepts related to: 

 Stereochemistry 

 Reaction mechanism 

 

2.18.4. HOW TO USE IT/IMPLEMENTATION/WORKING 

Kit contain balls and sticks comes with different colour codes. Balls resemble the 

atoms and sticks resemble the bonds. These balls and sticks are assembled 

together to build up the structure of choice in 3-D model for the desired 

compound. The stereochemistry can be explained to the students by showing 

different 3-D orientations. 

 

2.19. STRUCTURE DRAWING SOFTWARE 

2.19.1. DESCRIPTION 

In this method different freely available software for the structure drawing are 

utilized to explain spatial orientation of atoms in the molecules.  
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2.19.2. OBJECTIVE 

 To develop the scientific article writing skills. 

 To learn and understand the tools available in the software for predicting some 

physical parameters and spectroscopic data of the molecules 

 

2.19.3.  WHEN TO USE IT 

 Can be used in 2D structure drawing, 

 Converting these 2D structure to 3D so as to give clear idea of special 

arrangement optimization and viewing the structures. 

 Used to generate and convert InChI, generate SMILES, IUPAC systematic naming 

for molecules with fewer than 50 atoms and 3 rings or covert the SMILES, IUPAC 

naming into structure. 

 Simple smaller molecules to polymeric, organometallic and Markush structures 

showing atoms and bonds can be also be drawn. 

 NMR data can be generated correlating to ChemDraw structure. 

 

2.19.4. HOW TO USE IT/IMPLEMENTATION/WORKING 

This method is implemented specifically for the projects and dissertation related 

assignments. 

 The freely available structure drawing software are downloaded and installed 

from the source. 

 Different atoms/rings available from the main tool bar can used to draw a 

desired structure. 

 For analysis, select the required structure and select the parameter required to 

be analyzed. 

 The analysis window will display the selected properties. 
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2.20. MOLECULAR DOCKING 

2.20.1. DESCRIPTION 

Molecular docking is an Insilico technique to predict the biological activity of 

ligands against a target protein. Also, it can be used to predict the most active 

orientation of the ligand. 

 

2.20.2. OBJECTIVE 

The main objective in the molecular docking problem is to find an optimized 

conformation between the ligand (L) and the receptor (R) that results in a 

minimum energy that binds to a particular protein of interest. 

 

2.20.3. WHEN TO USE IT 

This method is used in explaining the concepts related to: 

 Computer assisted drug design 

 Medicinal chemistry 

 Bio-organic chemistry 

 

2.20.4. HOW TO USE IT/IMPLEMENTATION/WORKING 

The docking process involves six steps: 

1. Small molecule preparation: drawing the small molecule using chemdraw 

software and convert it into pdb format. 

2. Macromolecule preparation: downloading the protein from protein databank 

website and removing the unwanted water and ligands and convert it into pdb 

3. Pdbqt format conversion: small molecule and macromolecule converted into 

pdbqt by adding charges. 

4. Grid formation: the size of the active site is mentioned in the config file. 

5. Docking: the simulation is run in command prompt. 

6. Analysis: the docking results is analyzed using protein viewer.  
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2.21. RESEARCH PAPER REVIEW 

2.21.1. DESCRIPTION 

A literature review is an overview summary of the previously published research 

or review works on a specific topic.  

 

2.21.2. OBJECTIVE 

 To provides a detailed background information of the topic of interest. 

 To provide a base to start a research studies on a topic by summarizing the past 

work done. 

 To identify a potential research gap to draw new conclusions by exploring the 

previous work. 

 

2.21.3. WHEN TO USE IT 

 This method can be used for the compulsory Project paper at third year level and 

for the post-graduate students involved in dissertation. 

 It can also be used trained the students to write the scientific based research 

articles. 

 

2.21.4. HOW TO USE IT/IMPLEMENTATION/WORKING 

 It can be implemented from first year onwards as a component of intra semester 

assessment. 

 Initially students were explained about the different search engines available to 

collect the data on a given subject.  

 A demo on how to summarise a research article is given during class. 

 After the initial training students are asked to select a topic of their interest.  

 Finally, the students are asked to submit the summary report on which they can 

be evaluated. 
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2.22. SCREENING OF MOVIES/VIDEO 

2.22.1. DESCRIPTION 

Different movies or videos pertaining to the topic being taught is screened in the 

class or given a link or soft copy to watch at home depending upon the duration 

of the Movie.  

 

2.22.2. OBJECTIVES 

The objectives of showing the movie or video: 

1. To give the students in-depth knowledge of the topic ( Movie on RTI) 

2. To dispel myths, stigmatization, stereo typical behaviors related to commerce  

(Rocket Singh: salesman of the year)  

3. To familiarize them with the concepts and for relaxation and for attitudinal 

change. (Carvan, Modern Times) 

 

2.22.3. WHEN TO USE IT: 

The movie or video is shown as and when the topic is discussed. This method 

creates interest in the subject for the students.  

 

2.22.4.  HOW TO USE IT/IMPLEMENTATION/WORKING: 

After the screening there is open discussion in the class room on the topic. Each 

student is encouraged to give their views and observations about the movie. 

Sometimes assignments are given based on the topics dealt in the movie. For 

example when “Modern Times” is shown of Charlie Chaplin topics like a) trace 

the history of industrial revolution is given. 

 

2.23. QUIZ 

2.23.1. DESCRIPTION 

In this method questions in the form of MCQs, single line answers or sometimes 

short answers are given to the students either in online mode or during the class 

in physical mode. It’s a play way method of understanding a subject. 
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2.23.2. OBJECTIVES 

1. To make the students understand the given topic thoroughly in a fun way. 

2. To develop healthy competitive spirit among the students. 

3. To develop reading habits among the students. 

4. To develop knowledge of current issues related to the given topic. 

5. To develop the practice of studying the subject in time instead of last minute 

preparation. 

 

2.23.3. WHEN TO USE IT 

The quiz is conducted by the facilitator once a particular unit is complete. The 

students love such competitions and love to participate. Normally the quiz is 

kept during last lecture. 

 

2.23.4. HOW TO USE IT/IMPLEMENTATION/WORKING 

 Row wise teams are made. 

 There are set rules that participants have to follow. 

 Marks are allocated to each question.  

 If a particular team is unable to answer the question, then it is passed on to the 

next team. Out of turn answers are disqualified. 

 The highest scoring team wins the quiz. 

 

2.24. GUEST LECTURES 

2.24.1. DESCRIPTION 

Inviting guest speakers on the topics that are part of the syllabus is another 

method of teaching that is adopted by the college. An expert in the field of the 

particular chosen topic is invited by the teacher to speak to the students. 

Interested students from other classes are also allowed to attend the lecture. 
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2.24.2. OBJECTIVES 

1. To make the students get more knowledge of the subject. 

2. To help them get wider perspective of the subject. 

3. To help them to meet and get acquainted with experts in the field. 

4. To encourage them to get motivated and focused in choosing their career by 

meeting different people from different fields. 

5. To introduce successful Alumni to the students. 

6. To help the students to network with the outside world. 

 

2.24.3. WHEN TO USE IT 

Normally mid semester when two units are completed the guest lecturer is 

invited during lecture time or sometimes in the afternoon sessions. Many a times 

Ex-students of the college who is an expert in the field is invited. 

 

2.24.4. HOW TO USE IT/IMPLEMENTATION/WORKING 

A topic is decided for the lecture. For example GST implementation. Then a list of 

experts on the topic GST is drawn. Preference is given to Alumni of the college. 

They are contacted over phone or email and if they are ready to come, a date is 

fixed according to their convenience. A notice and a brochure is made ready and 

put up on the notice board. Students are notified of the event. 

On the day of the event the guest lecturer delivers the lecture, followed by 

question and answers. The formality of welcoming the guest, introducing the 

guest and proposing vote of thanks is conducted by the students from that 

particular class. 

 

2.25. SURVEYS  

2.25.1. DESCRIPTION 

Survey method is used to gather information from the general public. Such 

survey method is used to learn about demographics, opinions, attitudes or 

previous experiences of the sample group. It is done by administering a written 
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questionnaire to a select group of respondents and the responses are tabulated 

in a table and analyzed.  

 

2.25.2. OBJECTIVES 

1. To make the students interact with general public and understand the ground 

reality. 

2. To make the students do in-depth self-study of the topic given for the survey. 

3. To make the students equipped with the skills of questionnaire drafting.  

4. To make the students equipped with the skills of data tabulation and data 

analysis. 

5. To make the students get feel of the real life situation instead of only theory. 

 

2.25.3. WHEN TO USE IT 

 This method is used when the facilitator feels that certain portion in the topic 

needs critical thinking on the students. 

 This method encourages the students to do self-study and think on their own. 

 The method also gives them opportunity to do out of box thinking. 

 

2.25.4. HOW TO USE IT/IMPLEMENTATION/WORKING 

 A topic from the unit taught is chosen by the teacher and a title for survey is 

formulated. 

 Explanation about what is a survey, its importance and need is explained.  

 The students are taught how to draft a questionnaire 

 Teams are formed to formulate the questionnaire  

 A pilot survey is conducted and according to the feedback, corrections are made 

in the questionnaire 

 After the survey is ready, the students have to conduct the survey, tabulate the 

date and analyze the data and write a report. 

 The exercise is sometimes done in a group or individually. 
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2.26. MARKET DAY 

2.26.1. DESCRIPTION 

This method is adopted by the teacher to make the students understand 

complexities of 7’Ps in marketing. The students are supposed to choose a 

product or a service and prepare a project proposal for the same. They are 

supposed to prepare the product/ create the service and sell it in the market. A 

pop up market of four hours is arranged on a given date. Before the given date, 

the students have to prepare an advertisement and promote the market day. 

Normally this assignment is group activity. 

 

2.26.2. OBJECTIVES 

The market day is fun way of teaching the students difficult concepts of product, 

pricing, physical distribution, promotion, people, process etc. It helps the 

students to understand the concept of purchasing raw material and producing a 

product or creating an idea. It helps them to understand the difficulties of 

costing, price fixing and profit making. It’s a blue print of real life situation.  

It helps them in leadership, team build, out of box thinking and connecting with 

the entire college and teaching community. The entire college looks forward to 

market day of Marketing Management students. 

 

2.26.3. WHEN TO USE IT 

The market Day is organized in mid semester after the students have learnt the 

concept of product.  

 

2.26.4. HOW TO USE IT/IMPLEMENTATION/WORKING 

 After the first chapter on product is completed, students are given idea of the 

market day concept 

 Teams are made comprising of 7 to 10 students. 

 In the class room the idea of product/service is developed under the guidance of 

the teacher. 
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 In each group responsibility of collecting money, purchasing, preparing the item, 

advertising, promotion, managing the counter, maintaining discipline and 

cleaning the place after the market day is divided. 

 Permission is sought from the Principal. 

 Help is taken from the retail management class to plan layout of the market day. 

 On the particular day students start their preparation by one o’clock  

 By 1.30 student (customers) come and the market day lasts till 3.30 or till the 

products get over, whichever is earlier 

 The wrap up includes packing their items, checking out the cash and cleaning the 

place used for Market day. 

 Next day group wise presentation of their accounts is made. The students also 

speak about their experiences and give feedback for corrections. 

 

2.27. MICRO-LEARNING 

2.27.1. DESCRIPTION 

Micro-learning is a skill based educational strategy allowing maximum amount 

of learning and content retention in the shortest amount of time. 

 

2.27.2. OBJECTIVE 

 Assists Learners to gain One Learning Purpose at one Time  

 Although an Electronic Learning lesson deals with multiple learning objectives, 

Micro-Learning deal with only one performance purpose per modules of a 

lesson. This guarantees that learners take one step at a time as a result they 

clearly know it, before moving to the next one. 

 

2.27.3. WHEN TO USE IT  

It can be used when High Quality Visuals which are typically only five to seven 

minutes long are to be presented to capture the learner’s attention and deliver 

knowledge that is digestible, memorable and actionable. 
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2.27.4. HOW TO USE IT 

It can be experimented in any class which includes Cyber Security and Online 

Safety as the core part of the course content. 

 

2.27.4.1. How Micro-learning is an Effective Way to Teach Cyber Security & Online Safety 

Issues and Threats? 

a) Cyber security and online safety are essential to understand, particularly by 

student community who carries out most of the day-today activities over cyber 

space, where cybercrime has become a commonplace due to technological 

advancement. However, mostly the allotted subject teacher train students on 

cyber threats, cybercrime, cyber security and online safety measures once in the 

theory class and expect students to remember different cyber-crimes and 

emerging threats in cyber space. Unfortunately, human brain does not work that 

way. Learners need to be fed small pieces of information in regular intervals, 

sometimes in a repetitive manner for them to learn and remember the same. 

This is exactly why micro-learning is an effective way to provide cyber security 

and online safety training in classroom or practical sessions. 

b) After completion of the course student-presentation-groups are asked to 

create micro-learning content by applying their idea and understanding of any 

one of the Cyber Threat (or) Cyber Crime, and present the same in the form of 

video or web-link content of around 5-7 minutes to train others. 

 

2.28. DEBATE 

2.28.1. DESCRIPTION 

It is a formal argument or discussion between the parties to express their views, 

opinions in a formal meeting or a formal gathering or at a public meeting. The 

debates, as one of the methods of teaching-learning, are conducted in the 

educational institutions amongst students to make them understand the 

opposing viewpoints on a given subject under debate/discussion.  
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2.28.2. OBJECTIVES  

 To enable them to  understand thoroughly the subject matter  

 To enhance the communication and presentation skills  

 To encourage them to put forth the arguments before the people  

 To develop the convincing ability  

 To develop the confidence of public speaking. 

 

2.28.3. WHEN TO USE   

This method can be used when there are many ways available to decide on the 

given subject matter or issue. It can be adopted when the most appropriate way 

to be selected to complete a given work/task considering the situation and 

opportunities.  

 

2.28.4. HOW TO USE  

 Forming the groups of the students  

 Each group will select the topic for debate purpose with opposing views 

 They will be given a time for preparation, say few hours or days ;  or , sometimes, 

on the spot it may be conducted  

 The actual debate will be conducted in the classroom under the guidance of the 

teacher  

 The teacher will evaluate the participants and the strong, as well as, weak points 

will be made known to them. 

 

2.29. SOLVING OF PRACTICAL LEGAL PROBLEMS IN THE GROUPS/INDIVIDUALLY  

2.29.1. DESCRIPTION 

A Case study based on the concept taught in the classroom is given to the 

students. They are told to analyse the case and apply their knowledge regarding 

the concepts explained. 

 

 



A Guide to Teaching-Learning-Evaluation 

 

 

  32 

 

2.29.2. OBJECTIVES 

1. To make students understand the concepts/ legal terminology.  

2. To make them analyze applicability of the law to real life situation. 

3. To develop their critical thinking.  

4. To make them interested in the subject. 

 

2.29.3. WHEN TO USE IT 

    The assignment is given once the act is taught. 

 

2.29.4. HOW TO USE IT/IMPLEMENTATION/WORKING 

 In the physical class rooms the case study is dictated in the classroom and 

students solve the problem under the supervision of the facilitator. 

 In the online mode the problem is sent through Google form and the students are 

supposed to solve the problem and submit it in the Google classroom. 

 

2.30. SOLVING OF PRACTICAL PROBLEMS ON THE BLACK BOARD 

2.30.1.  DESCRIPTION 

In this method students are called to the black board to solve a given a problem. 

This method is used in subjects like Cost Accounting, Financial Accounting & 

Income Tax and Mathematics and Statistics. 

 

2.30.2. OBJECTIVES 

1. To encourage advance learners.  

2. To motivate slow learners. 

3. To test whether the students have understood the method, process and content 

taught. 
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2.30.3. WHEN TO USE 

This method is used after completion of the topic and after solving few problems 

with the students. This is an evaluation practice in the classroom to identify 

whether students can solve the practical problems on their own. 

 

2.30.4.  HOW TO USE IT/IMPLEMENTATION/WORKING 

After a problem is solved by the facilitator the class, classwork of three to four 

problems is given to the students during the regular lecture. These problems are 

solved by the students and after this exercise is over, any of the student is called 

to solve a problem on the board.  

 

2.31. ART EXHIBITION CUM SALE (MANTHAN) 

2.31.1. DESCRIPTION 

An Art Exhibition cum Sale, is a uniquely designed event which gives the 

students an opportunity to showcase their talent and what they have learnt 

during the course in the field of art together with showcasing their learnings 

from different courses like Sales Management, Event Management, Strategic 

Management, etc. The event also sensitizes the students to be caring toward the 

unfortunate as the proceeds are donated to the needy NGO’s. 

  

2.31.2. OBJECTIVE   

1. To provide an opportunity to students to showcase their creative talent in the 

field of art. 

2. To provide an opportunity to develop organizational skills. 

3. To demonstrate selling skills. 

4. To sensitize the students towards social responsibility. 

5. To provide financial assistance to NGOs. 
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2.31.3. PRACTICE 

Manthan- An Art Festival is organized by the Department of Management Studies 

with the objective of providing with an opportunity to the students to 

understand various forms of art and interact with artists along with hands-on 

experience of organizing an event and applying the skills learned in the subjects 

like Body, Mind and Theatre, Event Management, Sales Management, Individual 

and Society, Pottery, Warli painting, Block- printing and Stencil Making among 

many other.  

 

2.31.4. EVIDENCE OF THE SUCCESS 

Proceed generated from the sales are donated as a contribution towards 

charitable organizations and also students visit the charitable organization and 

spend time there interacting with the old aged people, sick, etc. which also gives 

the students a chance to of serve the society. 

 

2.32. SCIENCE EXHIBITION (SCIENCE EXPO) 

2.32.1. DESCRIPTION  

It is a competitive event hosted by the College as a part of National Science Day 

Celebration every year. During the event students from different department 

prepare exhibition projects on innovative topics and their exhibits are visited by 

students as well as faculty from different High Schools and Higher Secondary 

School across the State of Goa. 

 

2.32.2. OBJECTIVES 

 To popularize Science amongst the younger generation. 

 To provide an opportunity to our students to explore new avenues by 

stimulating their curiosity. 

 To provide an opportunity to the School and Higher Secondary students to 

acquaint themselves with the recent discoveries in Science and Technology. 
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 To serve as a platform for the school and higher secondary students to interact with 

the faculty and the students of the undergraduate courses. 

2.32.3. PRACTICE 

Science Association of DM’s College and Research Centre, Assagao-Goa, on the 

occasion of National Science Day organizes “Science Expo”, a two-day exhibition 

of various Science based projects by the students of the Departments of Science 

Faculty and Library and Information Centre .Science Expo is an endeavour to 

encourage our students to bring out their creativity in the form Science based 

projects, demonstrations, poster presentation, games and other Science based 

activities. Students from various schools and Higher Secondary Schools, along 

with teachers are invited to visit the exhibition. Library and Information Centre, 

also has display of books on various subjects related to Science. Science Expo, is 

inaugurated by an eminent Scientist, academician, domain experts from 

industries and other distinguished luminaries of science. The inaugural function 

includes a key-note address by the chief guest and the students get a chance to 

interact with eminent personalities from the field of Science. 

 

2.32.4.  EVIDENCE OF SUCCESS  

 More than 400 students from various Schools/ HSS visit the college for the 

Science Expo, each year. 

 In the year 2019-2020, 4 projects from our college  were selected for Kalpak”, a 

three day all Goa Competition cum Exhibition of Innovative Research Projects 

from Higher Educational Institution organised by the Directorate of Higher 

Education ( February 26 to February 28, 2020 ). 

 

 

 

 

 

 



A Guide to Teaching-Learning-Evaluation 

 

 

  36 

 

3. EVALUATION  

Evaluation is an integral component of an Education System. It helps not only in the 

academic improvement of the students but also in the overall development of the 

Institution and hence, the examination is considered as an important component of 

an education system. Moreover, the academic performance reflects the teaching and 

content delivery to the end users. The hard efforts put in by teachers and students in 

teaching and learning respectively aims to get the good results in an examination. 

Evaluation is an ongoing process aimed at improvement in students’ knowledge, 

skills, attitudes and beliefs. We, in Dnyanprassarak Mandal’s College take utmost 

care for the fair assessment of the students’ performance. The methods of evaluation 

are regularly upgraded along with the different teaching aids in order to cater to the 

needs of different learners.  The evaluation for a given course shall comprise Intra-

Semester Assessment (ISA) and the Semester End Examination (SEE). For the Intra-

Semester Assessment (ISA) of the course, there are two modes a compulsory test 

and in the second mode different methods of assessment can be adopted based on 

the intended learning outcomes of the course. The different modes of assessment 

along with the rubrics adopted by the faculty members are presented in the section 

3.1.  

 

3.1. METHODS OF EVALUATION 

3.1.1. ROLE-PLAY 

Evaluation is done through the mode of the Intra Semester Assessment (ISA). 

Students are examined on the following criteria: 

1. Language 

2. Inter-personal communication/Co-ordination 

3. Performance 

4. Preparedness  

5. Content-Relevance to the topic 
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RUBRICS OF ASSESSMENT 

 Satisfactory Good Excellent 

Language The student’s manner 

of expression is clear 

The language is 

precise and clear 

Clear articulation 

with dramatic 

expression 

Inter-personal 

communication/

Coordination 

Somewhat 

disconnected 

Good 

coordination 

Perfect harmony 

between the 

partners 

Performance Fairly good depiction of 

the role 

Consistency to the 

role played 

Realistic 

depiction of the 

role 

Preparedness  Adequately prepared 

without props 

 

Prepared with the 

required 

materials. 

Well-prepared 

with costumes 

and props 

Content-

relevance to the 

topic 

 Adherence to the topic 

 

Clear and precise 

content 

Thorough and 

accurate 

information 

 

3.1.2. GROUP DISCUSSION 

The mode of evaluation is Semester End Examination (SEE). The students are 

examined on the following criteria: 

1. Clarity of expression 

2. Subject knowledge 

3. Listening skills 

4. Non-verbal communication 

5. Contribution 
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RUBRICS OF ASSESSMENT 

 Satisfactory Good Excellent 

Clarity of 

Expression 

The student’s points are 

somewhat connected 

and convey the views in 

a clear manner 

The student’s 

points are well-

connected and 

views clearly 

expressed 

A good 

understanding of 

the topic and 

reflective 

expression of lucid 

thoughts 

Subject 

Knowledge 

Limited Knowledge Up to date and 

relevant. 

Comprehensive 

and in-depth 

knowledge. 

Listening Skills Listening with 

minimum distraction 

 

Listening 

attentively 

Active listening, 

noting down 

points 

Non-verbal 

communication 

The student was 

confident and 

respectful towards the 

opinions of others with 

no display of 

impatience 

The student was 

sensitive and 

ensured 

involvement of all 

the group 

members with no 

display of over-

confidence 

The student was 

actively involved 

in the discussion 

with super 

confidence and 

leadership skills 

Contribution  Knowledge confined to 

personal opinions and 

less factual evidence 

Accurate and 

well-researched 

statements 

Correct use of 

terminology, 

relevant research 

and proper 

citations 
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3.1.3. DIGITAL STORY TELLING 

The mode of evaluation is SEE. The students are evaluated on the following 

criteria: 

1. The Storyboard 

2. The DST movie 

 

3.1.3.1. The Storyboard 

RUBRICS OF ASSESSMENT 

 1 – Needs Improvement 2 - Satisfactory 3 – Good 

Choice of 

Scenes 

The information is 

incomplete or contains 

less important events. 

Contains 

important 

events in the 

story. 

Contains all the 

important events 

that occur in the 

story in correct 

order 

Illustrations Some important 

illustrations are missing 

or has unimportant 

illustrations 

Storyboard has 

some required 

illustrations. 

Storyboard 

contains 

one illustration for 

each required 

element 

Captions / text Captions do not relate 

well to the scenes. 

Captions are 

related to the 

scenes and the 

story. 

Captions are 

related to the 

scenes and are 

easy to follow. 

 

Screenplay/ 

Story 

The story lacks 

originality. 

The story uses 

descriptions but 

lacks visual 

dynamics 

The screenplay 

uses good 

descriptions and 

evocative images 

Characters The main characters are The main The main 
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not clearly identifiable 

 

characters are 

identified, but 

their actions are 

too general to 

their actions in 

the story. 

characters are 

clearly identified, 

and their actions 

are well-matched 

to their actions in 

the story. 

Setting and 

Props  

 

Setting and props are 

randomly chosen 

 

Setting and 

props are 

generally 

related to the 

purpose of the 

story. 

Setting and props 

are directly related 

to the purpose of 

the story and 

enhance 

understanding of 

the scene. 

 

3.1.3.2. Windows Movie Maker  

RUBRICS OF ASSESSMENT 

 1 – Needs Improvement 2 - Satisfactory 3 – Good 

Organizing The student lacks the 

technical know-how for 

video editing 

The student 

can do some of 

the editing 

operations 

The student can add 

videos and photos 

to the timeline and 

can split and 

rearrange the clips 

Narration The voice recording is 

inaudible and noisy 

The voice 

recording is 

quite audible 

but somewhat 

noisy 

The voice recording 

is audible, clear and 

well-modulated 

Duration The narration is too The narration The narration 
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lengthy or too short OR 

does not synchronize 

with the visual 

somewhat 

matches with 

the visual  

exactly matches the 

visual and enhances 

the visual 

(Source: DST Kit) 

 

3.1.4. CLASS TEST  

The mode of evaluation is Intra Semester Assessment (ISA). The students are 

examined on the following criteria: 

1. Formulation of problem 

2. Method selection 

3. Solution 

RUBRICS OF ASSESSMENT 

 Formulation of 

mathematical problem 

(25%) 

Identification of a 

suitable method 

(25%) 

Solving the 

given problem 

(50%) 

Good  

 75% and above 

Formulated a 

mathematical problem 

by identifying all terms 

mentioned in the word 

problem 

Identified a 

suitable formula 

and method to 

solve the 

formulated 

mathematical 

problem 

Solved the 

mathematical 

problem 

completely and 

obtained a 

realistic 

solution 

Average 

35% and above 

but <75% 

Partially formulated a 

mathematical problem 

by identifying most of 

the terms mentioned in 

the word problem 

Identified a 

suitable formula 

but was unable to 

identify a suitable 

method to solve the 

problem 

At least half the 

problem was 

solved 

correctly 
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Poor 

Less than 35% 

Identified none or only 

few terms mentioned in 

the word problem but 

was unable to formulate 

the problem 

Was unable to 

identify a suitable 

formula and 

method to solve the 

problem 

Was unable to 

write more 

than one 

correct step of 

the solution 

 

3.1.5. ASSIGNMENT 

The mode of evaluation is Intra Semester Assessment (ISA). The students are 

examined on the following criteria: 

1. Content  

2. Organization 

3. Style  

RUBRICS OF ASSESSMENT 

Criteria  Weightage  Descriptors 

Excellent  Good  Poor  

Content  50% The information 

reflects in-depth 

information with 

the topic 

The 

information 

reflects 

moderate 

information 

with the topic 

The 

information 

reflects very 

less 

information 

with the 

topic 

Organization  25% 

 

 

 

 

  

Considers 

skilfully 

organised 

paragraphs with 

multiple 

perspectives; 

when appropriate 

Considers 

clearly 

organised 

paragraphs 

with multiple 

perspectives 

Considers 

disorganised 

paragraphs 
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Style  25% Suitable style 

used with 

expertise skill 

with very few 

errors in 

punctuation and 

grammar 

Suitable style 

used with 

appropriate 

skill with 

occasional 

errors in 

punctuation 

and grammar 

Suitable style 

used with 

inconsistency 

and frequent 

errors in 

punctuation 

and grammar 

 

3.1.6. MANAGEMENT GAMES, CASE STUDY, PRESENTATIONS 

Marks awarded in each Course shall be represented in the form of Grades and 

Grade Points. The  percentage  of  marks  secured  in  both  ISA  and  SEA  shall be  

added  for awarding the grade and grade points for each Course, as indicated in the 

table below: 

 

RUBRICS OF ASSESSMENT 

Range of percentage 

scored 

Grades Grade Points 

85 – 100 O (Outstanding) 10 

75 - <85 A+ (Excellent) 9 

65 - <75 A (Very Good) 8 

55 - <65 B+ (Good) 7 

50 - <55 B (Above Average) 6 

45 - <50 C (Average) 5 

40 - <45 P (Pass) 4 

0 - <40 F (Fail) 0 

 Ab (Absent) 0 

 

Every student shall be required to secure a minimum of ‘P’ grade to pass the Course. 
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3.1.7. ONLINE TRADING 

Students are examined on the following criteria: 

1. Thorough understanding of the trading platform. 

2. Order execution or management. 

3. Risk Management. 

 

RUBRICS OF ASSESSMENT 

Criteria Satisfactory Good Excellent 

Thorough 

understanding 

of the trading 

platform 

 

Student knows the 

system and 

understands only 

the main tool bar 

Student clearly 

understand all the 

tool bars and also 

can navigate 

through each tool 

bar 

Student can 

demonstrate the 

whole system in 

the best possible 

fashion 

Order 

execution or 

management 

 

Student knows to 

execute and 

manage some 

orders 

Student knows to 

execute all orders 

but can manage 

some orders 

Students can very 

well execute and 

manage all the 

orders 

Risk 

Management 

 

Students can 

somehow manage 

risk to some extent 

Student can 

manage risk 

better 

Student can 

systematically 

manage risk in 

the market 

 

3.1.8. OPEN BOOK EXAM  

An "open book examination" is an assessment method designed in a way that 

allows students to refer to class notes, textbooks, or other material while answering 

questions in the tests. 
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RUBRICS OF ASSESSMENT 

 The student can be graded based on their ability of: 

 Comprehension 

(25%) 

Synthesis      

(25%) 

Application 

(50%) 

Excellent 

( 75% and 

above) 

Demonstrated 

complete knowledge 

of concepts or 

principles of the 

course: showed a 

through and 

excellent 

understanding in 

interpretation of the 

content from 

textbook, notes  

Demonstrated 

excellent ability 

to look at an issue 

from different 

dimension and 

generated 

innovative ideas 

apart from 

textbook content  

Demonstrated 

competent 

ability to 

elaborate and 

reflect on 

content learned 

and applied it in 

the context of 

the question 

Average 

(50% -75%) 

Reflected most of the 

knowledge or main 

points of concepts or 

principles: showed a 

good understanding 

in interpretation of 

the content from 

textbook, notes  

Showed good 

ability to 

investigate an 

issue from 

various 

dimensions 

Attempted to 

elaborate, but 

mostly summed 

up what they 

have learned and 

applied it in the 

context of the 

question 

Below Average 

(50%-35%) 

Showed partial 

knowledge of some 

points of the 

concepts or 

principles : showed a 

basic understanding 

in interpretation 

Showed fair 

ability to look at 

an issue from 

different 

dimensions based 

on resources  

from textbook 

Showed a 

general 

description of 

content from the 

textbook 
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from textbook  

Poor  

(Below 35%) 

Showed minimal 

knowledge of 

concepts or 

principles: showed a 

poor understanding 

in interpretation 

from textbooks 

Showed very 

limited ability to 

investigate an 

issue from 

different 

dimensions  

Showed a poor 

understanding of 

the content 

learned and 

failed to apply it 
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4. PHOTO-GALLERY  

 

 

 

 

 

 

4.1. ROLE PLAYS 
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4.2. GUEST LECTURES 
 



A Guide to Teaching-Learning-Evaluation 

 

 

  49 

 

 

 

 

 

 

 

4.3. MARKET DAY CELEBRATION 
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4.4. INDUSTRY VISITS 
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4.4. INDUSTRY VISITS 
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4.5. ACADEMIC VISITS 
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4.6. FIELD VISITS 
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4.7. EXHIBITION- MANTHAN 
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4.8. EXHIBITION- SCIENCE EXPO 
 


