2.3.1- Student-centric methods such as experiential learning, participative learning and
problem solving methodologies are used for enhancing learning experiences: (500 words
write ups with evidence)

1. STUDENT CENTRIC METHODS

PG Department of English strives to invoke a holistic learning in the minds of the
students by planning and designing a student centric curriculum. The curriculum is designed to
meet the needs o f the students and make them more interactive and participative. The desired
learning outcome is achieved by the well experienced and qualified teachers of the department.
They understand the need of education renewal in the present education system and successfully
handle Educational Technology to bring in radical change in the teaching learning process.

The Department library instills extra reading skills in the students. The subject experts are
invited to give guest lecturers in their area of specialization. The students are taken to field trips
to get better learning exposures. FDPs and competitions are conducted in the interest of
developing schools teachers and students’ communication and grammar skills. Students are
encouraged to participate in inter and intra departmental and collegiate competition to bring out
their oratorical and dramatic talents.

The various literary clubs facilitate the students to expose their dramatic talents and
develop their communication skills. The Elysian Fields of the department organizes various
activities: Poet’s Pen to kindle their power of imagination, Readers Rendezvous to enrich their
vocabulary usage, Drama and Theatrical Arts to cull out their artistic skill and Debaters Den
to enrich their oratorical skills. Star Club motivates the students to present papers and
encourages them to publish research papers. Scrutiny Club involves the students in Group
Discussions on various Literary Topics to stir up their critical thinking. Midas touch conducts
Language Expo every year to develop Part II students’ communicative skills and show cases
their dramatic skills.

A computer assisted instruction is followed in the department to enable and encourage
the learning of the digital native students to hone their skills, attitudes and values that would help
them to mould themselves.






" RefFuND
— fridz hmn’"

/V\/’»—A .
o dve no moﬂe;
%Cand 3'm Bve

1 4ve oot 40\//7‘
! hmr& Ao

Drokere o
Cotle ot e
money 9 made

cu\o Ka:vr'e )

(< S f\ﬁﬁ







Name :- M Z RAerm Noaz
' ReaNo. - 22187030

Dept - T, BBe Biorecy




U\QS.\ D.C,SK > DA
ak Tad and T




!

:

O

i

) - £ O <)
} )Lﬁ: .“()\)ﬂ(‘\ )ﬁJ

Q
W/\J ; W{\[

BEYS






Media Hybridization
What is Media?
the main means of mass communication

media are the communication outlets or tools used to store and deliver information or data.
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Media Hybridization

Media hybridization refers to the blending and merging of different types of
media, often from various platforms and formats, to create new and innovative
forms of communication and expression. It involves combining elements of
traditional media (such as print, television, radio) with elements of digital media

(such as websites, social media, interactive applications) to produce content that
transcends the limitations of any single medium.

Media hybridization takes advantage of the capabilities and strengths of each
medium to create more engaging and dynamic content. It can involve
combining text, images, videos, animations, audio, and interactive elements in
novel ways. The goal is to provide audiences with richer and more immersive
experiences that go beyond what any individual medium can offer.
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Media Hybridization in 15™ centuary:
Johannes Gutenberg-

(c. 13931406 — 3 February 1468) was a German inventor and craftsman who introduced

letterpress printing to Europe with his movable-tvpe printing press.
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Animated Cartoons (Early 20th Century):

The development of animated cartoons brought drawings to life through motion, blending
illustration and animation techniques.

VR and AR:
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Hybrid Media and Cultural Hybridisation:
An Essential Case of Americanisation

Author:
Sayan Dey
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Abstract

Twenty first century stands as a testimony of unprecedented array of events in cultural
environment due to unimaginable entanglements between online and offline media, the
digital and cyberspace and the virtual and the real communities. The ever proliferation of
new media platforms is essentially a complex hybrid platform bringing together a host of
influences and actors. New communication technologies have paved in innovative means of
information exchange and have touched upon every sphere of human life, more so with
respect to cultural aspects. New Media technologies having virtues of digital technologies
have ushered in juxtaposition of multiple cultural vistas in society, especially in a country like
India. The present paper makes an attempt to explore the various issues pertaining to hybrid
culture in a hybrid media landscape of New Media. It is perceived that New Media essentially
brings in a perception of westernised culture as a hybrid identity among its loyal users.

News Article about

How Children are Getting Addicted to Social
Media & Digitization
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