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Introduction

• Is the Journey of Learning in the current 
scenario a wholesome experience?

• Statistics Reported by AICTE – 60%
• Observed Reasons

• Skill Gap 
• Lack of Motivation
• Fear for Learning

• Measures to alleviate the problem?



Strategies

• Strategies 
– Top-down approach
– Bottom-up approach

Project Description

Execute and Observe the Output

Identify the Functionalities

Understand the role of each module / 
function

Drill through the instructions in
the module/function

Understand the Significance of
each Instruction

Gain Knowledge on the syntax and 
Semantics of the language employed

Alphabets

Keywords, Variables

Expressions

Statements

Functions

Application



Related Models

• Existing works are primarily grouped under 
four categories: 
– Learning model
– Instructional Techniques
– Learner Engagement 
– Pedagogy practices 

Joy of computing using python 



The whole journey of learning can be 
effective only if the player/learner get his 
hands dirty with the game. He adds that 
it doesn’t require the player to be aware 
of the rules of the game before playing.

1. Play whole game
2. Make the game worth playing
3. Work on hard parts
4. Play out of town
5. Play hidden game
6. Learn from team
7. Learn the game of learning



Use-Modify-Create Model (Lee et al, 2011)

ALA is inspired from the use-modify-create model and it enhances it by 
adding learner engagement.



Contributions

• Extensive survey with questionnaire to obtain 
suggestions from the learners

• Proposed ALA (Active Learner Approach)
• Identified pedagogy tools to support the 

approach



Fixed Response Questions

1. From your perspective, how can programming be taught? So that its effective

2. What is lacking in the bottom up teaching strategy?

3. Were you been able to transform or contribute to projects after taking the programming 
course?

4. Rate the modularity of the code written by you. 

5. How do you rate your programming skills in the scale of 1 to 10?  1 indicates low and 10 
indicates high

6. What was your stream in the 12th standard?

Open Ended Questions

7. What teaching software's (or) tools can be used to improve the teaching process (Scratch, 
Alice)?

8. Have you referred to any other websites (or) learning resources to improve your programming 
skills?  If so, Mention them

9. What difficulties did you face during the programming course? 

10. What style or coding standard do you employ?

Survey Questionnaire





Responses for Effective Strategy 
CS students

Biology Students 



Model Aspects

• Demonstration
– Learn from Experience 

• Evaluation
– Learn from activity 

• Learner Engagement
– Learn from peers



Pedagogy Tools

 a) Traditional Approach                      b) Active Learning Approach



Conclusion

• Proposed ALA model will improve the TLP
• Motivate the students and make themselves 

engage in life long learning
• Equips them Industry-Ready
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