
 

     SRR & CVR GOVERNMENT DEGREE COLLEGE 
VIJAYAWADA, KRISHAN 

DIST., A.P NAAC 

B+GRADE (CGPA:2.60) 

 

 

 

 

 

 

 

 

 

DEPARTMENT OF MICROBIOLOGY 

 

 

 

TECH – 2018 

VISAKHAPATNAM 

(U N E S C O) 
 







                                                SRR & CVR GOVT DEGREE COLLEGE (A) 
                                                             MACHAVARAM, VIJAYAWADA 
                                                                             
 

 

S NO NAME DOB OCCUPATION EMAIL-ID MOBILE 
NUMBER 

 
1. 

DUNNA JYOTHI 12/12/1972 Lecturer in Botany Jyothisurendra.d@gmail.com 9440959088 

2. CHOPPAVARAPU 
DORCAS ANAND 

01/07/1975 Lecturer in 
Microbiology 

Dorcajeevan1@gmail.com 9014771547 

3. VELPULA NAGA 
LAKSHMI 

10/01/1994 Lecturer in Botany velpulalakshmis@gmail.com 8500837709 

4. GUNTUR PRAVALLIKA 05/10/1993 Lecturer in 
Biochemistry 

Shebahgold91221v@gmail.com 9985674132 

5. KUNDA SATHVIK 
MAHARSHI 

24/06/1998 Student kundamaharshi@gmail.com 7995636329 

6. KOVELAKUNTLA VIJAY 
KRISHNA 

04/06/1998 Student vijaykrishnakovelakuntla@gmail.com 7337237890 

7. MUPPIRISETTY 
CHAITANYA HANISH 

13/11/1997 Student chaitanyahanish@gmail.com 9493989830 

8. MOHAMMAD SHAHID 
ALI 

05/06/1996 Student shahidalimohammad@gmail.com 9505252098 

9. NAKKA ABHIGNA 20/03/1998 Student Nakka.Abhi.99@gmail.com 8074740182 

10. SNEHITHA 
KANCHAPOGU 

12/08/2000 Student Snehitha.kanchapogu@gmail.com 8179589202 

11. MEKALA MANOHAR 24/07/1998 Student Mekalamanohar98@gmail.com 9704333381 

12  BURUGU VISWAS 26/1/2001 Student buruguviswas@gmail.com 8886875378 

13. YERRA SURENDRA BABU 20/5/2000 Student Yerrasurendra7@gmail.com 8919198871 

14. DASARI KEERTHI 18/06/1998 Student keerthipulagam@gmail.com 7396647857 

mailto:buruguviswas@gmail.com


                                                SRR & CVR GOVT DEGREE COLLEGE (A) 
                                                             MACHAVARAM, VIJAYAWADA 
                                                                             
 

 

 

 

15. DASARI CHANDRIKA 09/08/2001 Student chandrikaDasari795@gmail.com 6302959158 

16. GOGULAMUDI 
SURYAPRAKASH 

25/10/1999 Student Suryaking.gm@gmail.com 9912561825 

17. BOLISETTI TEJA NAGA 
SAI 

18/01/2001 Student btejanagasai@gmail.com 6303409590 

18. MUNIPALLI RAVI TEJA 06/05/2000 Student Ravitejamunipalli9542@gmail.com 9542372346 
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TECH2018 
It's impossible to learn everything by simply reading or studying it can be only achieved by the 

experience 

Experience makes greater than any other things to learn a new thing in a better way to their best. 

The government of Andhra Pradesh state has conducted a workshop on tech 2018 by 

UNESCOMGIE Pon 15" to 17"November at Novotel hotel in Vizag 
Our honourable chief minister Shri NaraChandra bau Naidu garu is best known for and registered 

name his name for technology across the globe creating a new digital state 

On behalf of our college 14 students and 4 lectures grouped as a team and participated this 

prestigious TECH 2018(transforming education conference for humanity) CONFERENCE 

It was morning 8 O'clock we started our journey from AndhraUniversity to Novotel hotel at Vizag for 

tech 2018 workshop 

We are amazed to see various kinds of people from different countries across the globe on a 

common platform regarding development of technology and digitalisation of globe for future 

generation learning 

We can confidently say that communication and interaction skills easily developed by interacting

with them on a specific topic 

Our Indian dynamic and coolest UNESCOdirector Dr Anantha Duraiappahalong with our honourable

human resource development minister Shri Ganta Srinivasa Raosir gave his view of presentation on 

behalf of Andhra Pradeshregarding this three day workshop on what motto and aim it was 

conducted

The conference saw participation over 1000 registered delegates from over 50 countries on daily 

basis and witnessed highly engaging deliberations by experts in various domains related to 

education and technology such as gaming, social emotional and web browsing etc. 

This conference mainly focused on the education learning and how technology boons or bane for 

world in different aspects of learning digitally and awesome interaction with CEO and founder of the 

companies like unkedin, gaming and vr companies 

Itis one the greatest experience in education life that should be experienced. Andi can simply pass 

the quote that fun and joy of learning the unknown things in a differentway 

The discussions and debates in breakout sessions has done by the finest and experienced personality 

of the world in a way that how the future generations going to develop technology learning and 

digital techniques 

This TECH 2018 workshop showcased the role of games and digital learning in enabling a shift from 

Trans missive pedagogies to transformative pedagogies to create a peaceful and sustainable

societies



A good teacher can inspire a hope ignite the imagination and instil a love of learning and it is a very 

noble profession that shapes the character calibre and future of an individual 

In this way I would like that to thank our respected principal Dr Velaga Joshi Sir for giving such 

wonderful opportunity to attend this prestigious workshop and also would like to thank our 

respected My DJjoh And Mrs Dorcas leevan Anad Maam for encouring us to learn new 

things in a betterway and they have enlighting us with their knowledge 

it simpossible for Chandra gupta maurya to be a successful leader without the presence of his 

teacher and his guru Chanakya 

Mainly thanking our college for giving such such wonderful teachers like chanakya who struggles

very hard to make each and every student to stand on their both legs at greater heights 

Tranaforming Education Conference for Humanity 
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Transtorming Education Conterence tor Humanily 

Dorcas Anand Choppavarapu 

participated at the 

Transforming Education Conterence for Humanity (TECH) 2018 

from November 15-17, 2018 in Visakhapatnam, India 
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This is to certity that 

Pravallika Guntur 

participated at the 

Transforming Education Conference for Humanity (TECH) 2018 

from November 15-17, 2018 in Visakhapatnam, India 

FOLLOW US ON 

f facebook.com/mgiep twitter.com/UNESCO MGIEP instagram.com/unesco mgiep 

in linkedin.com/company/unesco-mgiep 
mgiep.unesco.org/tech2018 
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This is to certify that 

Satwik Maharshi Kunda 
participated at the 

Transforming Education Conference for Humanity (TECH) 2018 
from November 15-17, 2018 in Visakhapatnam, India 

FOLLOW US ON 
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in linkedin.com/company/unesco-mgiep 
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This is to certify that 

Shahdi Ali Mohammad 

participated at the 

Transforming Education Conference for Humanity (TECH) 2018 

from November 15 -17, 2018 in Visakhapatnam, India 

FOLLOW US ON 
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Abhigna Nakka 
participated at the 

Transforming Education Conference for Humanity (TECH) 2018 
from November 15-17, 2018 in Visakhapatnam, India 
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FROM TRANSMISSIVE TO TRANSFORMATIVE PEDAGOGIES: 
DIGITAL TECHNOLOGIES FOR FOSTERING 21ST CENTURY 
COMPETENCIES

NOVEMBER 15 – 17, 2018

VISAKHAPATNAM CITY, STATE OF ANDHRA PRADESH, INDIA

www.mgiep.tech | tech2018.mgiep@unesco.org

NOV. 14: BY INVITE ONLY 
HIGH LEVEL POLICY FORUM
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TECH 2018 aims to showcase the role of digital technologies in enabling a shift from “transmissive
pedagogies” to “transformative pedagogies” to create peaceful and sustainable societies.

SDG Target 4.7

By 2030, ensure that all learners acquire the knowledge and skills needed to promote
sustainable development, including, among others, through education for sustainable
development and sustainable lifestyles, human rights, gender equality, promotion of a
culture of peace and non-violence, global citizenship and appreciation of cultural
diversity and of culture's contribution to sustainable development.

At the same time, digital technologies are beginning to transform traditional relationships of knowledge and
learning, making it much easier to achieve many of the long-held pedagogical ideals such as ubiquitous learning,
active knowledge making, dialogical and reflexive relationships, and personalised learning. Technological
advances are also expanding the possibilities of ‘gamifying learning’, making learning fun, interactive, self-paced
and engaging. Digital games have the advantage of combining immersive technology with good pedagogical
practice. They are also helping educators answer ongoing assessment questions, develop children’s intellectual
and emotional intelligences, and break down the boundaries between disciplines and cultures. Digital
technologies offer a huge potential, yet to be fully explored, for transforming education.

The challenges we face today are very different from those we faced in the last millennium. While experiencing
the unprecedented interconnectivity created by the Internet, we are also witnessing persistent and new
disparities and tensions, alarming illiberal and undemocratic trends, and uncertainties and risks about the future
of the planet we share. Interconnected local to global challenges—ranging from climate change to violent
extremism—call for education that enables learners to engage creatively and responsibly with the rapidly
changing world.

In 2015, in their endeavour to work towards transforming our world, world leaders adopted the “2030 Agenda
for Sustainable Development” and the accompanying Sustainable Development Goals (SDGs). Among the 17
SDGs and 169 targets, Target 4.7 specifically acknowledges the importance of holistic and transformative
education, highlighting the importance of education for sustainable development, peace and global citizenship.

Contact: tech2018.mgiep@unesco.org | www.mgiep.tech | www.facebook.com/mgiep  
www.twitter.com/unesco_mgiep | www.instagram.com/unesco_mgiep 

Tel: +91-11-23 07 23 56–60
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Official Dates

Dates Details

Wednesday, 14 November, 2018 High Level Policy Forum (invitation only) – TBC

Thursday, 15 November – Saturday 17 November, 2018 TECH 2018

Partners

The conference will be jointly organised by UNESCO MGIEP and the Government of Andhra Pradesh and
supported by the Ministry of Human Resource Development, Government of India. Prospective sponsors and
Knowledge Partner of the event include Microsoft, Ubisoft, Unity Technologies, Samsung, HP, Tata Trusts, ISTE
and AFS.

Conference Objectives

TECH 2018 aims to:

1. Provide a platform for dialogue and capacity building across gaming, digital pedagogy and education
stakeholders, including students, teachers and young people;
2. Showcase and demonstrate pedagogical possibilities opened up by gaming and digital technologies in
enabling learners to develop 21st century skills and competencies to shape peaceful and sustainable societies;
3. Critically reflect upon and articulate institutional and ethical implications of embracing digital solutions to
education.

The conference is expected to generate the following outputs and follow up measures:

• A Conference Declaration on guidelines for the use of games and digital learning in education
• A Call for Action to mainstream Social and Emotional Learning (SEL) in education systems using digital
interactive technologies

Contact: tech2018.mgiep@unesco.org | www.mgiep.tech | www.facebook.com/mgiep  
www.twitter.com/unesco_mgiep | www.instagram.com/unesco_mgiep 

Tel: +91-11-23 07 23 56–60
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Conference Themes

Theme 1: Transformative Gaming and Digital Pedagogies for SEL

The need for individuals, resilient and adaptive to rapidly changing environments, is the order of the day. The
need for building not only intellectual intelligence but also emotional intelligence has never been greater.
Recent research increasingly demonstrates what supporters of SEL have long advocated that students need to
be “socially aware” and “emotionally-connected” for them to learn and for societies to flourish. In recent years,
it has been demonstrated that SEL skills such as empathy, mindfulness and compassion can be explicitly taught
and learned. Indeed, research suggests that SEL skills impact positively both academic performance and
behavioural outcomes. UNESCO MGIEP promotes the idea that building both emotional and intellectual
intelligence is key to achieving peaceful and sustainable societies and this can be delivered to all learners
through the use of innovative technologies.

Participants are invited to:
• Present the research evidence for SEL delivered directly or indirectly through transformative gaming and
digital pedagogies, which have implications for achieving SDG 4.7
• Showcase good practices in curricula for building social and emotional skills through gaming and digital
learning tools and methodologies
• Provide hands-on training to educators and youth to develop and employ innovative gaming and digital
technologies to directly or indirectly deliver SEL experiences that promote values of peace, global citizenship and
sustainable development.

Theme 2: Beyond Four Walls of the Classroom

Rather than embracing everything digital, participants are invited to explore how digital technologies can
overcome constraints imposed by highly institutionalised features of modern schooling, including assessment of
learning as memory of textbook knowledge. Experts and practitioners of education for sustainable development
(ESD), global citizenship education (GCED), global learning, peace education and education in general are invited
to examine, together with ed-tech stakeholders, the role of digital technologies in whole-school approaches and
other holistic efforts to build a culture of peace and sustainability at the school and community levels.

Contact: tech2018.mgiep@unesco.org | www.mgiep.tech | www.facebook.com/mgiep  
www.twitter.com/unesco_mgiep | www.instagram.com/unesco_mgiep 

Tel: +91-11-23 07 23 56–60
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Technologies can be used to:

Source: Created based on the conceptualisation of e-learning by Bill Cope and Mary Kalantzis, e-Learning Ecologies: 
Principles for New Learning and Assessment, Routledge, 2017, p.1.   

“mediate or supplement 
relationship between 

teachers and learners”

“present and assess 
learnable content”

“provide spaces where 
students do their work”

“mediate peer-to-peer 
interactions”

Participants are invited to:
• Explore the role of games and digital learning in teaching and assessment of knowledge, skills, values and
attitudes associated with SDG 4.7
• Highlight the role of digital technologies in problem-based/project-based learning for peace and sustainability
•Present good practices on the use of crowdsourcing for promoting education for peace and sustainable
development
• Present pedagogical possibilities opened up by digital games, Virtual Reality (VR), Augmented Reality (AR), or
Mixed Reality (MR) in formal or non-formal ESD and GCED, or in both.

Theme 2: Beyond Four Walls of the Classroom (continued)

Theme 3: Transformative Gaming and Digital Pedagogies for STEM+

Core subjects such as Mathematics, Science, and Languages often occupy a privileged place in the school
curriculum in terms of time allocation and mandatory and examinable status. These subjects are usually taken
seriously by students, parents, teachers and policymakers alike as they are assumed to enhance economic
competitiveness—both at the individual and national levels. In fact, many digital learning management systems
focus on delivering content on Mathematics, Science and English. Given the status of these subjects, it is
important to understand: What do transformative digital pedagogies for STEM+ subjects look like? How can
digital technologies contribute to building problem solving and creative, critical and systemic thinking skills? How
can they facilitate issue-based or thematic approaches in the teaching of core subjects? How can they combine
learning of the content prescribed by the curriculum with creative expressions? How can new, innovative and
fun ways be used through games and digital learning for assessment of knowledge?

Contact: tech2018.mgiep@unesco.org | www.mgiep.tech | www.facebook.com/mgiep  
www.twitter.com/unesco_mgiep | www.instagram.com/unesco_mgiep 

Tel: +91-11-23 07 23 56–60
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Theme 3: Transformative Gaming and Digital Pedagogies for STEM+ (continued)

Participants are invited to:
• Present cases of Mathematics, Science or Language Education delivered through transformative digital
pedagogies, which has particular implications for building problem solving and critical thinking skills
• Showcase good practices in digitally mediated pedagogies for building literacy and numeracy along with
curiosity, creativity and critical thinking skills
• Provide hands-on training to educators and youth to develop and employ innovative technologies to deliver
STEM+ education experiences that promote values of peace, global citizenship and sustainable development.
• Demonstrate the use of digital games for learning and assessment in the STEM+ field
• Showcase digital pedagogical innovations for children with “Difference Learning” (dyslexia, dyscalculia,
dyspraxia and dysgraphia).

Theme 4: Artificial Intelligence and the Future of Education

Artificial Intelligence (AI) has caught the imagination of the world and has been gaining popularity in the
business sector. To date, the use of AI in education has been limited and at times contested; most arguments
against it centre on how it will make teachers redundant and learning more automated than it is currently.
Rather than replacing teachers and making learning impersonal, AI could take learning to a completely new
level. It could instantly generate an astounding amount of information, curate supplementary learning resources
to meet individual student interests and needs, provide teachers with a virtual teaching assistant, and allow
students to connect with peer learners as well as a virtual peer or tutor wherever and whenever needed. In the
classroom, this could increase valuable time for more teacher-student and student-student interaction and
more engaging and immersive learning experiences. The collective wisdom of teachers and students could be
garnered to expand the realm of possibilities for education. What are the implications of AI for the future of
education? UNESCO MGIEP embraces the need for education to prepare learners for the world profoundly
changed by new frontiers in AI.

Participants are invited to:
• Critically reflect upon the profound impact AI could have on how education and training is organised, including
the automation of not only low-skill or routine tasks but also high-skill and cognitive tasks; the redefinition of
21st century skills; and the reinvention of the meaning of human existence and well-being
• Share ideas on if and how we can or should embed the principles and values of peace and sustainable
development in AI
• Present innovative ideas on the use of AI as part of Learning Management Systems (LMS)
• Present AI options for assessments and analytics to guide learning
• Showcase the use of AI in harvesting data from existing data sources such as the UNESCO Institute of Statistics
database among others.

Contact: tech2018.mgiep@unesco.org | www.mgiep.tech | www.facebook.com/mgiep  
www.twitter.com/unesco_mgiep | www.instagram.com/unesco_mgiep 

Tel: +91-11-23 07 23 56–60
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Theme 5: The Institutional Framework for Application of Digital Technologies in Education: Towards Surveillance or
Collaborative Intelligence?

Learning Analytics, enabled by increasingly sophisticated data collection and information retrieval techniques,
holds a great promise for optimising learning. At the same time, it raises concerns about privacy and data
protection that need to be addressed by normative frameworks and policy guidelines. A major challenge
concerns the ethical implications of data surveillance. Digital technologies are making personalised learning
more practical and opening up a myriad of pedagogical possibilities. They are, however, also enhancing the
capacity of governments, companies and individuals to undertake surveillance, which may violate or abuse
human rights, in particular the right to privacy. In addition to privacy, data protection and surveillance issues,
the use of digital media to transform information to knowledge and then to intelligence also raises issues related
to intellectual property rights and the ownership of intelligence. The question of what constitutes a private good
and a public social good is critical in determining how education systems evolve in the future.

Participants are invited to:
• Present efforts to improve national laws and practices with respect to surveillance issues in a digital age,
including preventative measures, sanction and remedies
• Present ideas to prevent the private sector from committing violations and abuses of the right to privacy
• Discuss moral and policy issues surrounding student privacy raised by learning analytics.

Still can’t find a match for your idea in any of the above topics..….It’s not the end…go ahead and share your
story and challenge us!

Conference Formats

The main formats of the conference are:
• Keynotes (Plenary, by invitation only)
• Catalytic Panels and Debates (by invitation only)
• Breakout Sessions (Panel Discussion, Workshop or Paper Presentation)
• E-Poster Exhibitions
• Learning Zone
• Maker Space
• Mock Classrooms

The discussions will be interactive in nature in order to provide participants with an opportunity to dialogue,
exchange good practices and establish connections and contacts. A highlight of the conference will be extensive
access to academic experts and innovative technologies for transformative pedagogies.

Submissions are invited for all sessions listed overleaf.

Contact: tech2018.mgiep@unesco.org | www.mgiep.tech | www.facebook.com/mgiep  
www.twitter.com/unesco_mgiep | www.instagram.com/unesco_mgiep 

Tel: +91-11-23 07 23 56–60
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Target Audience

Participants in the conference will be experts in the field of education technology and education for peace,
sustainable development and global citizenship comprising of Ministers of Education, senior policy makers,
education technology specialists, educators and teachers, curriculum designers, researchers, learners, students,
game designers, ed-tech exhibitors and more.

Working languages

The working language of the conference will primarily be English.

About Visakhapatnam (Vizag) City

TECH 2018 will be held in Visakhapatnam in India – a coastal port city, often
known as The Jewel of the East Coast, situated in the state of Andhra Pradesh.
Nestled among the hills of the Eastern Ghats by the Bay of Bengal, Visakhapatnam
offers the best of India’s vibrant culture, fascinating architecture, jewel-like
beaches, gastronomic delights and more.

Contact: tech2018.mgiep@unesco.org | www.mgiep.tech | www.facebook.com/mgiep  
www.twitter.com/unesco_mgiep Tel: +91-11-23 07 23 56–60

About UNESCO MGIEP

The Mahatma Gandhi Institute of Education for Peace and Sustainable Development (MGIEP) is UNESCO’s
category 1 Research Institute that focuses on Sustainable Development Goal (SDG) 4.7 towards education for
building peaceful and sustainable societies across the world. In line with its vision of ‘Transforming Education for
Humanity’, the Institute employs the whole-brain approach to education, with programmes that are designed to
mainstream SEL in education systems, innovate digital pedagogies and to put youth as global citizens at the
centre of the 2030 agenda for Sustainable Development.

About the State Government of Andhra Pradesh, India

The State Government of Andhra Pradesh aims to transform the state into a “globally competitive and happy
society“ and has charted out its Vision 2029 for the State. The Vision focuses not just on economic growth but
also on happiness / well-being and Andhra Pradesh aims to be No. 1 in the World by 2050, thereby influencing
global communities. In achieving this vision, access to education and use of digital transformative pedagogies
(SDG 4) have been identified as key factors that will “influence people’s well-being”.









C) DAY 2: FRIDAY, NOVEMBER 16, 2018

No Details / Activity Time

1 On‐site registration 8:30 am onwards

2 Keynote by Dan Shefet, Lawyer at the Paris Court of Appeal 
(France)

9 am – 9:20 am

3 Keynote by Geoffrey Marson, Lawyer and specialist data 
ethics

9:25 am – 9:45 am

4 Breakout Session 2 10 am – 11 am

Networking Break 11 am – 11:20 am

5 Catalytic Session 5: Managing the Commons, Institutional 
Frameworks for equity and efficiency in education

11:30 pm – 12:45 pm

Lunch and Product Launches 12:45 pm – 1:45 pm

6 Catalytic Sessions 6 & 7 (Parallel Sessions)
Catalytic Session 6: Transformative Digital Pedagogies for 
Global Citizenship: Multimodal Storytelling and Design 
Thinking; Catalytic Session 7: Harnessing the power of 
digital games to unify social‐emotional learning with math 
and science

1:45 pm – 3 pm

7 Breakout Session 3 3:05 pm – 4:05 pm

Networking Break 4:05 pm – 4:25 pm

8 Catalytic Sessions 8 & 9 (Parallel Sessions)
Catalytic Session 8: AI For Education ‐ Personalization at 
Scale: How AI is Poised to Disrupt Education; Catalytic 
Session 9: Can games replace textbooks and exams?

4:25 pm – 5:40 pm

9 Breakout Session 4 5:45 pm – 6:45 pm

10 Vizag City Tour 7 pm onwards



C) DAY 3: SATURDAY, NOVEMBER 17, 2018

No Details / Activity Time

1 Breakout Session 5 9 am – 10 am

2 Catalytic Session 10: Intelligent Global Hub for Digital 
Pedagogies

9 am – 10 am

3 Keynote by Neuroscientist Kenneth Pugh 10 am – 10:20 am

4 Keynote by Harri Ketamo, Founder & Chairman of Headai. 
Title: Jobs will be lost, skills are forever

10:25 am – 10:45 am

Networking Break 10:45 am – 11:05 am

5 Catalytic Session 11:  Global Guidelines: What, Why, How? 11:05 am – 12:20 pm

6 Breakout Session 6 12:25 pm – 1:25 pm

7

8

9

Adoption of Vizag Declaration and closing of TECH 2018

Closing address by Hon'ble Minister of IT, Panchayati raj 
and Rural development , Andhra Pradesh Lokesh Nara

Closing remarks by Director MGIEP Anantha Duraiappah

1:30 pm – 2::00 pm

2:00‐2:15

2:15‐2:20

10 Lunch 2:30 pm onwards
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