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Abstract- The knowledge era is combined with technology, requires that individuals to have higher levels of education and 
skills. However, there are many people who lost the opportunity of qualified education access due to digital divide of 
technology awareness, language barrier, and management of education distribution depending on where they live. Therefore, 
there is needs to organize education distribution that is customized according to the local needs and features of a country by 
giving people the chance to receive advanced and flexible education content in their native language which can help to 
ensure people access to available tools or resources on internet. Massive Open Online Course (MOOC) is one method to 
fulfill the above needs. This paper seeks to show the needs of open education for adults in their native language, by 
analyzing their enrollment process and course logs during implementation of MOOC-like online course.  
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I. INTRODUCTION  
 
The rapid development of technology removes the 
environment segregations between world countries 
except the borders lines. Therefore individuals have 
urgent needs and wishes to achieve higher levels of 
education, skills and development as others high 
capacity or developed persons. But the fact is, the 
accessibility of this qualified education strongly 
depends on the local education management of 
individual nations. Governments and educational 
institutions are rethinking on improvement of policies 
that would increase the usability of education 
technologies and share of global knowledge that 
would enhance a global economy. 
 
Although people have the chance to gain education 
through various channels, challenges are inevitable. 
These challenges come in various forms such as 
digital divide of technology access, language barrier, 
and management of education distribution which can 
be big issues depending on where they live. The 
levels of the research work and implementation of 
advanced technology through world countries have 
an immense gap. A massive number of studies on 
educational technology have been done in several 
developed countries including USA, European 
Union, Canada and Australia. Even though a lot of 
research on MOOCs and technology trends in 
education, number of those conducted in developing 
countries as observed were very few. For instance, 
Fig.1. shows the rate of each host countries who 
published research paper on “gamification 
technology in education” in Web of Science digital 
library[1], it is evident that only developed countries 
have embraced this usage of technology in education. 
While Fig.2. (Figure from [2]) further shows the 
learners statistic from various countries that have 
participated in Coursera online courses by the year in 

2012. It is observed that the result didn’t include 
sufficient number of participants from developing 
countries except China and India who have huge 
population. 
 

 
Fig.1. Studies on Gamification in Education, by percentage 

 

 
Fig.2. Percentage of students from countries like USA, Brazil, 

India, etc. 
For non-native English speakers the language barrier 
is one of the challenges they face when they try to 
gain knowledge from resources including internet. 
Mongolia is one of the nations where English 
language is the biggest challenge to penetrate 
international education. For adults to learn English or 
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foreign language requires much time which is almost 
impossible beside their job duties. Therefore, still 
there are needs to organize education distribution in 
order to meet nation’s features by giving people the 
chance to receive advanced and flexible education 
content in their own language which can help to 
ensure people a access to available tools or resources 
on internet and comfortable to learn without 
difficulty. MOOC-like online course is one of the 
internet based trainings, which can be used to achieve 
the above needs. In general, MOOC is the unification 
of diverse concepts including distance education, 
open education, and virtual classroom etc.[3]. This 
paper will show the needs of open education for 
adults in their native language especially on life-long 
skills, by analyzing their enrollment process and 
course logs during implementation of MOOC-like 
online course. 
This paper is structured as follows: Section 2 
describes the related works done before. Section 3 
addresses the research methods while Section 4 
shows the quantitative results of study. Section 5 and 
Section 6 summarizes the study contribution and 
conclusion with future works. 
 
II. RELATED WORKS  
 
Currently several researchers are focusing on MOOC 
study which is a combination of active educational 
technology such as gamification, serious game, and 
video lecture. Research shows that the attendance 
result of 90% of the students’ failed to complete 
MOOC course, S.Guo, Y.Fang, T. Liu and Q.Zhou 
highlighted that MOOCs play a very important part 
in reducing the teacher training gap on theory-
practice, inefficiency, and less chance of teachers’ 
professional development [4]. This study has lake of 
quantitative analysis on implementation part to prove 
the research idea. A.Sharma and R.Rani [5] suggest 
Blended type of MOOC is the best way to increase 
the qualified education of students for university 
degree which mostly focused only on students who 
have broader chance than employees to access 
educational content due to their active academic 
environment. On the influence of gamification 
A.Vaibhav and P.Gupta [6] conducted control-group 
experimental study for a sub-topic of vocabulary 
learning which only consider a game-like activity. 
This study proves that there is significant 
improvement on learner’s engagement if 
gamification is used in MOOC. By their study, 
M.Freire, A.D.Blanco, and B.Fernandez-Manjon 
show the result of activity integrated with serious 
game on EdX MOOC online course. The study 
suggests to use gamified activity to motivate online 
learners [7]. By adding the key idea of previous 
studies, this paper focused on real needs and 
possibility of open content distribution via MOOC 
(we name it as local-MOOC) by offering a simulation 
of online course and analyzing the learner’s behavior. 

 
III. RESEARCH METHODS  
 
To simulate the tendency of online education for 
adults (in this case teachers), training needs survey 
have been conducted for 87 teachers of technical and 
vocational education training (TVET) institutions 
from different regions of Mongolia. Based on the 
survey, the simulation course design was developed 
for the research results above; 
 
3.1. Learning environment  
 
Three weeks (including orientation week) period of 
the online course was designed and the structure is as 
shown in Fig.3. The course topic and structure were 
developed regarding on the pre-survey and learners’ 
feature. The popular open-source Moodle 2 [8] is 
used as learning platform for the proposed course. To 
make the course more interactive and interesting, 
advanced educational technologies were blended into 
the course structures: Moodle’s gamification tool 
including badges, completion tracking and progress 
bar were adopted; beside that game-like course 
content and test were developed to motivate 
learners[9]. 

 
Fig.3. General Structure of proposed online course 

 
3.2. Course content  
Based on target group’s learning needs, the course 
content was developed with learning objective of 
improving the skill on developing class presentation 
for teacher pedagogy. This course covers two topics 
with twelve lessons. To provide user friendly 
interface[9], [10] we carefully prepared the course 
structure and interface which consists from video 
lectures[2], reading materials, self-tests, gamified 
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content[6], gamified test, assignment, exams and 
discussion topics. Additionally handbooks and 
picture manuals developed for learners, due to most 
of them have weak experience on online learning 
before. To provide regular course information and 
better connection between learners, social network 
group was created beside the course. 
 
3.3. Research population  
From the first day of open registration, we had eager 
and enthusiastic learners who were curious about 
internet-based learning for their professional 
development. This is new concept for the TVET 
teaching community in Mongolia. With various 
background and with age range of 18 to 55 (Fig.4.) 
totally 63 users registered, statistics shows interesting 
information about the participants, and they are from 
various academic backgrounds with a range of age 18 
to 55 years (Fig.4). For the study limitation and 
research plan we closed the registration process after 
one week. 
 

 
Fig.4. Age range of learners 

 
It is perceived that the main reason of learner’s 
registration is because they were curious to learn 
through this new concept of learning which is free 
and on the job training feature of the proposed course 
even though they didn’t have enough experience to 
learn online. The results from the system are as seen 
in Fig.5. below. 
 

 
Fig.5. Learner’s previous experience to learn online 

 
IV. RESULTS  
 
4.1. Justification for Learner’s willingness to 
participate in the open online education  
The training needs survey results shows there was a 
significant interest of participants to join the online 
training course. The learner’s response results to 
specific questions are as shown below: 

Question 1(Q1): Learner’s experience of online 
learning, 76% of respondents have no experience as 
seen on Fig.6. 100 percent of participants said “Yes”.  
Question 2(Q2): Learner’s wish to attend online 
education, the results are as shown on Fig.7. below. 
 

 
Fig.6. Answer for Q1: How many times have you been 

attended to online course before? 
 
 

 
Fig.7. Answer for Q2: Will you attend, if we suggest online 

course? 
 
Question 3(Q3): The usage of internet was showing 
that the users were available to learn by internet 
(Fig.8.). 
 

 
Fig.8. Answer for Q3: How do you update your knowledge? 

The Learners’ behavior 
 

Statistics from Moodle enable the researcher to 
analyze learner’s behavior and one way was how 
many times the participant visited the system on a 
daily basis. This was mainly to see if they were 
consistent or not. Fig.9. and Fig.10. below shows the 
learners’ comparison weekly attendance for first two 
weeks as extracted from the course logs records in 
the system. 
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Fig.9. Learners’ attendance comparison 

 

 
Fig.10. Comparison on number of lesson views 

 
It is observed that the average learners’ number of 
daily attendance is 15 (25%) out of 63 learners which 
for first week 13 and for second week as can be seen 
on Fig.11. below.; average lesson view number of 
daily logs is 342 for the first week 189 and for 
second week 495 as can be seen in Fig.12. below. 
 

 
Fig.11. Weekly attendance 

 

 
Fig.12. Weekly lesson views 

 
The structure of the training for the first two weeks 
was such as follows: The aim of first week (week1) 
was to make users familiarize themselves with 
learning system including user guides, discussions, 
first lesson (Lesson 1.1), while second week covers 
main content of Topic 1 (Lesson1.2-1.7). Graph 
results show that second week (week2) has 
significant increase on both attendance and view logs 
numbers. Because during the first week all users 

were trying to get familiar with the online platform 
their activities for first 3 days were low until they 
become accustomed to the system. But from the 4th 

day (day4) of the first week learners became more 
active by visiting the course site and started to watch 
the lessons regularly. Observation was made during 
the weekend the numbers were very low this relates 
to participants’ attitude in such situation of learner 
centered learning style in addition, most of the 
technology facilities such as internet and computers 
are not available in their homes, there is a possibility 
they only accessed the course during the week when 
they are working. Culture may also have attributed to 
this observation, weekends are days to rest not to 
work or study. The attendance level on each day of 
second week (week2) were nearly same except fifth 
day (day5) of the week which people are usually not 
active on the last working day of week; hence on 
Friday low attendance level has been recorded. 
 
V. DISCUSSION  
 
By simulating a small size of MOOC-like online 
course which is combined with advanced education 
technology, this study emphasizes the needs and 
possibility of open education delivery for non-native 
English speakers; especially for developing countries. 
This course has advantages of free, volunteer 
enrollment, self-paced, and content of native 
language which enables the learners to improve their 
knowledge and capacity. The possibility of 
establishing such online open education and the 
urgent needs of those systems have been appeared 
and concluded as shown from the results part (sub 
sections A&B). The current result (average 
attendance of 25%) of this study suggests a positive 
vision to implement local MOOC which can give 
particular contribution to the adult education, since 
average completion of popular MOOCs such as 
Coursera and EdX, is from 10% to 15%. 
 
CONCLUSION AND FUTURE WORK  
 
The challenges of discussed in this paper about adult 
education and the solutions suggested are not unique 
to only Mongolia, other developing countries too 
would face the same issue of economic, language 
barrier and also population. This study is aimed to 
bridge the gap between users who are hungry for 
education, to smart ways of open content distribution 
for those who have limited opportunities to share 
world education directly. 
Even though many scholars are introducing 
innovative results of their study to the world, it 
doesn’t mean that we can see or understand the 
educational development by those studies alone. We 
should work on searching solutions that are suitable 
and applicable according to the specific countries 
specially for those nations that have not had the 
privileges to follow the global developed level of 
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education [11]. Local researchers or educators need 
to implement brand methodology for their own 
country people instead of admiring other systems 
without real implementation of reasonable systems 
for their countries. As the future work, it would be 
interesting to see many more researchers coming up 
new ideas and innovations that would be specific to 
their countries’ local content that would be at the 
level of MOOC or much better beside the world open 
online courses such as Coursera, EdX, and Udacity. 
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