
1. Title of the Practice 

 

Student-Centric & Faculty Moderated Peer Learning 

 

2. Objectives of the Practice  

 

The objective of the practice is to encourage peer learning among all 

sections of the students of Rajadhani Institute of Engineering and 

Technology. The peer-learning process is closely moderated and 

mentored by the faculty in charge or instructor. The learning practices 

focus on the use of modern ICT tools and educational videos, including 

Massively Oline Open Course (MOOC) video content and simulation 

software tools such as MATLAB, Simulink, Mathematica, GNU Octave, 

Scilab, Python, AutoCAD, FEAST  and so on. Principles of experiential 

learning are effectively applied. Students who are weak in a particular 

course are identified and group-study groups are formed before the peer-

learning sessions are held. 

 

3. The context 

 

It is observed that out of the entire curriculum a student has to complete 

during a particular semester, more than 60-70% of the course content is 

math-intensive. It is further observed that most of the students who 

possess average skills in Mathematics-basic as well as applied- find really 

tough to undergo the course rigourously. They often fail to meet the 

course outcomes (CO) and consequently the programme outcomes (POs).  

Thus they fail to successfully complete the program and find it quite 

difficult to become employable. The idea behind the peer-learning 



practice in the classroom, closely monitored and mentored by the 

instructor address this gap. In every class, their will a few brilliant 

students who can dupe as the peer leaders who can shoulder the 

responsibility of helping their classmates, who are weak in mathematics 

or other skills. Since the entire practice is taking place in the presence of 

their instructor, who play multiple roles of the mentor, moderator and 

facilitator chances of the discussions and deliberations losing the focus 

are almost nullified.   

 

4. The Practice 

The concept of peer learning is not really new. What makes our scheme 

unique is that our model employs modern ICT tools and techniques and 

depends a lot on various simulation tools for its successful deployment. 

One of the primary skills anyone should possess by attending higher 

institutes of learning is to present the ideas to his/her peer group in a 

flawless, receptive manner. Every week, a particular time slot is reserved 

for this peer learning practice. The students and the faculty/instructor 

assemble in a laboratory or smart classroom allocated for the ICT enable 

peer-learning. In the beginning, the instructor clearly lists out the 

expected learning outcomes of the presentation. The brighter students 

discuss the key points with the help of a .pptx presentation, which is often 

made more effective by inculcating certain amounts of interesting videos, 

snippets of simulation code written in any of the above mentioned high-

level programming languages. It is wise to restrict the video/powerpoint 

presentation to maximum 20-30 minutes. The presenter is then made to 

answer the questions from his peer group who were listening to his/her 

presentation. After the session is over, the student who lead the session is 

asked to summarize the deliberations and the learning outcomes of that 



particular session. The student leader can distribute handouts on the 

presentation which the fraternity can refer later on. It is interesting to note 

that peers can command more attention from his/her classmates as they 

speak more or less at the same pace. Communication is more open and 

encourages all students to think “out-of-the-box” which encourages 

innovation and creativity. Problem-solving sessions often result in 

collective learning. Elements of experiential learning practices can be 

applied effectively.  

 One of the major limitations of administering the moderated, peer-

learning sessions is the time factor. The present-day curriculum is very 

ambitious especially for math-intensive courses. Hence the teacher often 

struggles to uncover the minimum amount of wisdom to his/her students, 

making use of the limited time frame available. Another important issue 

one may face is, perhaps, the availability of the simulation tools and other 

instructional videos that can be used to foster the peer learning process. 

This may not be a major issue if one resorts to free and open-source 

software (FOSS) for the simulations. Popular video content that has 

instructional value can be obtained from YouTube, more often. Like other 

things, issue settles out once the practice becomes a regular item in the 

academic activity.  

5. Evidence of Success 

We practised the ICT enabled, video content assisted peer-learning 

exercise in a class of 60 students.   The course was on Signals and 

Systems, which is relatively a math-intensive course, administered to 

fourth-semester BTech students in Electronics and Communication. The 

peer-learning sessions were conducted every one hour in a 3-credit core 

course. We used MATLAB and Mathematica simulations to 



conceptulaize the contents. More than that, MOOC videos on the same 

courseware were shown to the entire class wherever possible. After the 

first proctored examination the instructor confirmed that the course 

objectives and learning outcomes were attained more effectively and 

easily. The sessions were conducted in the simulation lab where the 

software tools were available preloaded and available to the participants 

on a one-to-one basis. The peer-leaders managed the entire show, 

monitored, mentored ad moderated by the instructor. A multiple-choice 

quiz was also conducted after the session, to check whether the learning 

outcomes are indeed achieved by all the participants. As the whole 

exercise was found to be quite useful and feasible, we adapted it into 

other courses as well. 

6. Problems Encountered and Resources Required 

 

As mentioned elsewhere in this writeup, there is a dearth of time when 

such a novel idea or concept is to be implemented in every course. The 

research for suitable reinforced learning tools for experiential learning is 

a daunting task. However, since the attention span of the students at large 

is only 15-20 minutes, a smart teacher should effectively utilize the time 

at his/her disposal. Depending too much on the educational video content 

is not really good.  In the present day scenario, where supplementary 

content is overflowing in the internet, the instructor has to apply his/her 

ingenuity to locate the best content to make the presentations lively and 

interesting. The test design also plays a crucial role in the long run. 

Without proper evaluation of the knowledge imparted by the peer-group, 

it is not possible to get a quantitative summary of the whole exercise. 

 

7. Notes 



We are trying to adapt the model to other course and programmes as it 

was found to be highly effective in delivering math-intensive content to 

slow-learners. Another, important point to be noted is that everybody in 

the group benefited somehow or other from the novel practice.  We are 

now in the process of replicating the success story to all the courses to 

reach out to a wider community. Proper performance monitoring matrics 

are also being developed to quantitatively evaluate the system. All 

instructors are given guidelines on administering and mentoring the peer-

learning sessions. We also plan to conduct a state-level workshop on ICT 

Enabled Simulation-Based Peer-Learning Practices, for the benefit of the 

newly inducted faculty from all disciplines.  Based on the insights gained 

from the workshop, we will prepare a policy document and standard 

operating procedure (SOP) on the Peer-Learning process. 


