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Abstract— The main aim of this project is to find the best 

pedagogy to be used and implemented in the current 

education system.  Based on the evaluation the results are 

being generated. Pedagogy is the discipline that deals with the 

theory and practice of teaching. The existing pedagogy 

practices are adaptive teaching, cross learning, computational 

thinking, incidental thinking etc., Questionnaires are given to 

the students and graph is generated based on their results. Our 

aim is to find the best pedagogy practices to be implemented 

for higher education. 
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I. INTRODUCTION 

In computing, a web application or web app is a client–server 

computer program in which the client runs in a web browser. 

The commonly used web applications include webmail, 

online store or e-commerce, portal web app, wikis, animated 

web application and many other functions. In Mobile Web 

Application responsive web design can be used whether it is 

a conventional website or single web page application. The 

web design includes static and dynamic web pages where the 

static is the content that is being displayed to the user whereas 

the dynamic is the backend which defines the behavior of a 

web page.   

In this web app the score is generated from the test 

which is being undertaken by every students in an institution. 

Score is a function which holds the test value. This score 

function is sent to the admin database. The average of every 

of individual pedagogies are being calculated and is stored in 

the database. From this the resultant score set the graph is 

generated. The pedagogy with a higher level of student 

understanding can be found through this. 

This is very useful method because in the higher 

level education in engineering the current education system 

and the practices being used does not cope up with the rapidly 

changing industrial environment and the industrial 

requirements [1]. To meet the needs of the society and to 

fulfill the growing requirements there is a necessity for better 

teaching and learning practices to be followed.  

II. EXPLANATION 

A. Existing Method 

In the existing method there is a necessity to exhaustively 

repeat the activities of the same content and the learning is 

carried without any recreational activities. 

The traditional learning method contains the 

didactic learning method. This method includes the 

conventional learning practice which provides the students 

with required theoretical knowledge. It was an effective 

method used previously to teach students to organize their 

work who depends on the teachers for instructions. It is also 

used to teach basic skills of reading and writing. 

This demands a change in the educational 

methodologies and strategies to be established[2]. The focus 

is to be on the student, who has an active role in the learning 

process which is later explained in the proposed system. 

B. Proposed Method 

This method proposes the development of enduring skills for 

problem solving by analyzing the real world problems and by 

acquiring knowledge from it. The students are put into the 

practice of analytical skills, decision making, observation, 

listening, diagnosis and participation using the methods like 

case studies. 

Using these techniques the students are encouraged 

to think and act around the development of a project, 

developing strategies for inquiry, identification and problem 

solving [3]. In addition, with this learning strategy the 

educational system is more significant, encouraging non-

memorization. 

These strategies encourages learning through 

exploration  that is to say, that learning takes place at anytime 

and anywhere, exploring, experimenting[4] and applying 

what is learned at the same time. 

So, by using the new emerging pedagogies and by 

incorporating these in the educational system it will make that 

to seek harness the full potential of these technologies, 

framed in a new culture of learning. 

III. METHODOLOGY 

 
Fig 3.1 Overall flow structure 

A. Student Login 

The student login is generated by the admin which is then 

distributed among the students for further proceedings. The 

tests are being scheduled to the students in their respective 

profiles. 

Once the test gets commenced it is required for the 

student to take all the test given in their profile. At the end of 

each test the student can view their scores with the total 



The Challenges & Counter Measures of Teaching Engineering in Higher Education 

 (IJSRD/Vol. 5/Issue 12/2018/196) 

 

 All rights reserved by www.ijsrd.com 737 

number of the correct answers and the wrong answers and the 

score obtained for the respective category.  

Then the next category is chosen and the test for that 

particular category is to be completed by the student. 

Similarly when all the categories are completed the test exits. 

B. Admin Module 

The admin module when logged in provides the admin to 

create user id’s for the students and using it the students can 

login into the student portal. 

The pedagogies to be used are selected previously 

and the materials are prepared for all the pedagogies 

individually. The question sets are categorized according to 

their pedagogy and it will include a certain number of 

questions say 25 and it is mandatory for all students to attend 

all the 25 questions of all the pedagogies.  

Once the students completes the test the average of 

every pedagogy is being found and this is received at the 

admin database. Here in the admin database with the 

collectively received average score of the test from the 

student login for all the pedagogies individually. 

C. Graph Generation 

The admin database will then generate the graph based on the 

resultant score retrieved from the student database. The graph 

will show the slope and peak values which means that the 

peak of the graph represents the pedagogy[5] which has been 

widely understood by most of the students and the slope 

represents the lowest method understood by the students. 

Individual student details can also be retrieved and 

the graph can be generated individually for every student to 

assess their skills. 

D. Skill Set Evaluation 

Based on this we can estimate the method which can be 

understood by most of the students and the method which is 

least likely to be used. The best pedagogy is found based on 

this score values. This can be given to the educational 

institutions so that a better envisionment can be given to the 

students and it eventually leads to a better learning system. 

This also helps in monitoring the student progress 

individually which helps to concentrate on every student 

individually and they can be guided properly by knowing 

where they lack and where they can progress. 

IV. ARCHITECTURAL DIAGRAM 

 
Fig. 4.1: The Learning Cycle 

The teaching and learning methods have been broadly 

classified into three ways.  

A. Individual Learning 

Individual learning refers to any learning that is done 

individually by the students and this plan is known as ILP 

(Individual Learning Plan) where the   learning is defined as 

the capacity to build knowledge through individual reflection 

of the student and about the external stimuli and sources[6], 

and through the personal of individual knowledge and 

experience made by the interaction with others and the 

environment. 

B. Traditional Learning 

Traditional education is referred to the system which is being 

widely used and is still considered to be one of the best 

teaching practices used. It is the class room oriented teaching 

method where the delivery of instruction is done through any 

external medium i.e., a teacher to classes of students who are 

the receivers of information. Traditional schools generally 

stress basic educational practices and expect expertise of 

academic learning in the core subjects of math, reading, 

writing, science and social studies. 

V. COLLABORATIVE STUDIES 

In collaborative studies the learning approach is involving 

groups of students working together to solve a problem, 

complete a task, or create a product. 

This teaching involves creating an environment in 

where the student’s interests are easily analyzed and 

nurtured and one in which students can be most successfully 

motivated [7]. This process maximizes learning 

opportunities.   

 
Fig. 4.2: Data Flow Diagram 

VI. RESULT 

 
Fig. 6.1: Student’s Performance Graph 
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When the score function is retrieved from the student 

database the value is obtained at the admin database. From 

this value the resultant graph is generated which shows the 

best pedagogy practice to be followed. 

VII. CONCLUSION 

This paper shows how learning can be aided based on the 

challenges and counter measures of teaching engineering in 

higher education. And as a solution, our method will be very 

helpful to improve the teaching methodologies that have been 

followed so far. In future, this paper can help to pave a path 

by enabling to share their dashboard that has scores of 

students to any social media [8] accounts as a badge of honor.                        
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