N
N

N

HAL

open science

Motivation and Engagement in MOOCs: How to

Increase Learning Motivation by Adapting Pedagogical
Scenarios?

Aicha Bakki, Lahcen Oubahssi, Chihab Cherkaoui, Sébastien George

» To cite this version:

Aicha Bakki, Lahcen Oubahssi, Chihab Cherkaoui, Sébastien George. Motivation and Engagement in
MOOCs: How to Increase Learning Motivation by Adapting Pedagogical Scenarios?. EC-TEL 2015,

Sep 2015, Toléde, Spain. pp.556-559, 10.1007/978-3-319-24258-3_58 . hal-01646708

HAL Id: hal-01646708
https://hal.science/hal-01646708
Submitted on 23 Nov 2017

HAL is a multi-disciplinary open access
archive for the deposit and dissemination of sci-
entific research documents, whether they are pub-
lished or not. The documents may come from
teaching and research institutions in France or
abroad, or from public or private research centers.

L’archive ouverte pluridisciplinaire HAL, est
destinée au dépot et a la diffusion de documents
scientifiques de niveau recherche, publiés ou non,
émanant des établissements d’enseignement et de
recherche francais ou étrangers, des laboratoires
publics ou privés.


https://hal.science/hal-01646708
https://hal.archives-ouvertes.fr

Motivation and Engagement in MOOCs: How to Increase
Learning Motivation by Adapting Pedagogical Scenarios?

Aicha Bakki®:2, Lahcen Oubahssi*, Chihab Cherkaoui?, Sebastien George*

L LUNAM University, University of Maine, EA 4023, LIUM, 72085 Le Mans, France
{aicha.bakki, lahcen.oubahssi, sebastien.george}@univ-lemans. fr
2 lbn Zohr University, FSA, IRF-SIC Laboratory, Agadir, Morocco
ccherkaouil@yahoo. fr

Abstract. With the MOOC movement, education stakeholders are taking part of
a pedagogical renewal. These dynamics present different advantages such as:
massiveness, openness, accessibility, etc. However, it raises particular issues re-
lated to the dropout. To remedy to this issue, a promising lead resides in support-
ing learners” motivation and engagement. To reach this goal, innovative peda-
gogic strategies and / or sophisticated Instructional design, personalization or
even adaptability are needed. The purpose of this paper is to examine the point
of view of literature, the dropout issue and possible solutions to motivate learners.
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1 Introduction

MOOC:s are distinguished from E-Learning platforms by different characteristics such
as the massiveness, openness, accessibility, certification, the nature and programming
of content, assessment modalities, etc.

All of these characteristics offer added value to education in general and to major
stakeholders involved in online learning process (teachers, learners and tutors). For
teachers for example, it is a question to think about the learning activity by formalizing
pedagogical scenarios and implementing them through new technologies and modali-
ties. This allow us experimenting although different educational approaches and con-
tent, but also promoting sharing and reusing content and best practices. For the learner,
many benefits can be distinguished namely: flexibility, accessibility, openness, collab-
oration, autonomy, etc.

The aim of our work is to conceive and develop various tools that consider comple-
mentary and plural aspects of online learning, through individual and/or adaptive, col-
laborative, fun and massive dimensions. We consider particularly the dropout issue and
we propose a synthesis of approaches to reduce the dropout rate. Therefore, the per-
spective of our work is to refine these approaches to provide models, tools and tech-
niques enhancing MOQCs centric scenarios by trying to capture the issues of motiva-
tion and adaptation.



The main purpose of this communication is to not examine the contribution of
MOOC:s in achieving the guidelines traced at the beginning, but to discuss new issues
raised, especially dropout rates. Indeed, for reference, most authors point out a success
rate that not exceed 10% [1]. In a deeper analysis of this issue, several authors link this
dropout to a lack of learners’ motivation, or a lack of learners’ engagement [2][3][4].
These dropout rates are also associated with an insufficiency of tools and methods that
allow personalization and/or adaptation of learning activities, in order to motivate learn-
ers in these environments [4].

2 Dropout issue in MOOCs

Many researchers have examined the dropout issue in MOQOCs. Clow [3] explain the
dropout rate by the demotivation of learners. Anderson [2] emphasized that several par-
ticipants "enroll” just to satisfy their curiosity without any intention to complete the
course. Other researches are around the engagement of learners in a MOOC, we cite in
particular: the work of Kizilcec et al. [4]. They explore an empirical study about the
lack of engagement of learners and its causes in MOOCSs; but also the lack of interaction
between participants in MOOC. In the same sense, the fact participants’ isolation is
considered by many authors as one of the main reasons behind the weak engagement
of the participants [5].

To study the dropout issue in MOOCs, we examined the work related to learner’s
profiles in MOOC:s. In this sense, we note the work of Kizilcec et al. [4] and Hill [6].
They introduce classifications of learners that interacting with the platform. For illus-
tration, we summarize Hill’s work [6]. He proposed a classification of participants in a
MOOC according to their degree of involvement in five categories: Active, passive,
Drop-ins, Observers & No-shows.

3 Some possible solutions to minimize dropout

Based on a literature review, we can distinguish four different approaches to minimize
the dropout rate:

Pedagogical strategies approach. It is a number of theoretical strategies validated by
empirical studies. Among the pedagogical strategies discussed in the literature, we
highlight the work of Williams [7] of adding motivational messages to students when
they solve mathematics problems [8].

Personalization and/or adptivity approach. Several researches focus on the im-
portance of personalization to avoid dropout. In this context, we can mention
PERSUA2MOOC project [9]. This project provides a system for personalization of
learning outcomes in MOOCs. PERSUA2MOOQC is a project that aims to "adapt"” the
learning activities considering the individualities and teachers educational activities.
Gamification approach. Integrating games into the learning process is a solution to
capture a larger audience. Indeed, the coupling of learning, virtual reality and video
games allow to consider the integration of serious games in the online learning process.
We can mention the work of [10][11].



Technological approach. Finally, we note that in addition to video, MOOCs also fol-
low technological ascent implementing other tools web2.0, namely, social networks,
wikis, forums, etc.

4 Discussion

First observations in MOOC:s: a revolutionary platform, a new educational reform and
a very high dropout rates. A learner-centered approach reveals several difficulties. In
the first place, defining the learners' profiles that enroll in MOOC and their initial mo-
tivations. Second, massiveness, which constitutes a major issue when we talk about
monitoring, mentoring or coaching: how to handle a huge number of learners? Espe-
cially as the MOOCs do not offer proximity between teachers and learners. We also
highlight the importance of considering two fundamental aspects MOOC: massiveness
and openness in the process of elaboration of pedagogical scenarios. We speak more
and more about personalization and adaptivity to reduce dropout rates. Moreover, many
researches have been specified in this sense. Research works in TEL, in this context,
have allowed the development of different approaches and methods; that have been
recovered under the MOOCs. We have specified, the project PERSUA2MOOC [9]
which presents a personalization in MOOC according to Learners’ profiles.

Our work focuses on supporting learners' motivation through instructional scenario
building, by implementing tools and models specific to the field of TEL but also cog-
nitive science and educational sciences. Indeed, the elaboration of our work spread over
several layers. The principal layer includes different TEL platforms and tools. It inte-
grates also different works specified in: instructional scenario building, learners’ pro-
files and different motivation theories.

However, we must consider the different types of MOOCs. We distinguish two prin-
cipal types: xXMOOCs and cMOOCs, each having their own technological and peda-
gogical characteristics. They represent two pedagogical models that consider the video
as primary course support, but disjoining in instructional scenario building models that
they offer. So many other types are emerging nowadays, to prevent some dysfunctions
in MOOCs, but the purposes of this paper will be limited to XMOOCs and cMOOCs.
XMOOC is most of the time comprising traditional approaches of teaching and learning,
it places the teacher as the main leader in the pedagogical scenario process, whereas
cMOOC is more collaborative. It integrates the learner in a dynamic multi-actors pro-
cess of instructional scenario building. According to this, we believe that cMOOCs are
adapted to our research vision and approach.

Our approach consists to study instructional scenario building process, in cMOQCs,
according to three points of view: massiveness, openness and motivation. Our research
problematic can be summarized in three questions:

Which pedagogical context model to comply with learning rhythm in a massive en-
vironment? Our objective is to be able to manage and adapt the pedagogical activities
in MOOCs in order to create a favorable environment for learning and personal devel-
opment.



Which model or approach of the motivational theory should be used? Our goal is to
identify and adapt the various existing motivation approaches, models and theories to
reduce dropout rates.

Which model to adopt to organize and sequence teaching activities? Our goal is to
manage and adapt pedagogical scenario in MOOCs in order to respect the aspects of
opening (a specificity of MOOCS).

5 Conclusion

Following the various issues presented, we posed a first draft of the current problems
related to the issue of dropout in MOOQOCs. The synthesis of the literature highlights our
views on the approach of dropout along three dimensions: possible causes of dropout,
research related to the types of participants and solutions to minimize the dropout rate.
All points are complementary. The objective of our work is to propose an approach,
models, methods and techniques to users of MOOC:s, to take into account motivation
concept in the design and / or adaptation of their pedagogical scenarios.
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