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Abstract. We propose an English learning system “TED NOTE,” which 
automatically generates language training game by re-utilizing open content 
online. As a first prototype, we use Creative Commons licensed content; 
presentation video and subtitles; from TED.com as educational materials. In 
this paper, first, we focused on an educational potential of open content online 
and researched related projects, which apply the concept of the free culture 
movement for educational uses. In the second half, we describe the design 
process of TED NOE as a case study. We illustrate the way to re-use and re-
assemble open contents into the new use technically for providing significant 
learning experiences in TED NOTE. 
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1 Introduction  

Nowadays a vast amount of the open content, e.g., open source, public domain and 
creative commons content (CC content) is available as information materials online. It 
has been regarded as a potential resource for derivative creation.  

This situation promotes new concept of creative and collaborative culture, which 
has become known as the "free culture movement [1].” On YouTube, Flickr, 
Wikipedia and so on, user generated content (UGC) is growing by uploading and 
editing every moment, which result in enormous amount of data. 

Although activities of the movement are deployed in various areas, free  
culture is especially expected as big potential to improve style of education in  
the future. It will not merely a change in academic trainings, but also realize  
lifelong education and equality of educational opportunity for everyone, everywhere 
[2]. 
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2 Related Study 

2.1 Basic and Academic Education 

• The Khan Academy 

The Khan Academy (www.khanacademy.org) is the most-used educational streaming 
service on the Internet with the mission of providing a free world-class education to 
anyone, anywhere [3]. It consists over 3000 of self-paced video lessons, covering 
everything from basic addition to advanced calculus, physics, chemistry and biology. 
It has over 1 million unique students per month.  

• iTunes U 

iTunes U covers advanced education, which offers a variety of video lectures in 
world-renowned universities, in order for the new role of a university to the global 
society.  

2.2 Improvement of Digital Divide  

• The OLPC  

The OLPC (One Laptop per Child) project is a famous educational challenge, which 
is engaged by a research group of Tufts University and the MIT Media Lab[4]. 
OLPC's mission is to empower the world's poorest children through education and 
free culture. They provide children in developing countries with low-cost, low-power 
durable laptops with open-source software for self-learning. 

• Hole in the wall 

The project "Hole in the Wall" by an education researcher Sugata Mitra is the 
research about self-organizing systems of learning [5]. In an urban slum in New 
Delhi, the research team installed an Internet-connected PC, and left it there with a 
hidden camera filming the area. The experiments have shown that, without 
supervision or formal teaching, children teach themselves and each other through the 
Internet, if they're motivated by their curiosity and peer interest. 

2.3 Share Idea 

• Open IDEO  

Open IDEO (www.openideo.com) is an online innovation platform for creative 
thinkers, where they share their inspirations, ideas and opinions to solve problems 
together. 

After a challenge is posted at OpenIDEO.com, the three development phases; 
inspiration, concepting and evaluation; are put into motion. Community members can 
contribute on various approaches, e.g., from observations, photos, sketches and 
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4.1 Educational Material 

We chose to use the TED’s contents as a main educational material for the 
application; therefore we named it TED NOTE.  The presentation videos are not 
merely good as English learning itself, but also tell us new exciting knowledge and 
English expressiveness. Among 1400 TED Talks videos and abundant variety of 
themes, users can find videos, which meet a specific interest of them. "Switch from 
studying English to studying WITH English" is a catchword of TED NOTE. 

Technically, system architecture of TED.com has favorable style to be re-used. 
Moreover, TED announced official statement of the expectation for open culture. 
Also, it provides us the presentation videos and subtitles with the license of creative 
commons.  

4.2 Design Challenge 1: User Experience Design  

To design the user experiences: effective and incentive learning experiences, we 
created Personas:  target-user models as a method of user-centered design [7].  

To create the realistic Personas and to clarify the problems of current English 
study, we conducted interviews on 10 expected users who all have international 
experiences; 2 respondents from EU, 1 from central Europe, 1 from Asia and 6 from 
Japan. We asked their English learning experiences and international experiences. 
Based on each personal data and their stories, we created 5 Personas. [Table.1] 

Table 1. Profile of 5 Personas 

Name Male/ 

Female 

English Level  

Country : TOEIC  score 

Experience 

abroad 

Profile 

Eric Q Male Native English from UK rich English teacher in Japan 

Alex S Male non-native form Germany: 670 few  University Student in 

Kosovo 

Maria L Female non-native form Netherlands: 

905 

rich  Worker in Internet company 

in NL 

Emiko S Female non-native from Japan: 780 few  Japanese English Teacher 

Takumi 

N 

Male non-native from Japan: 655 middle Japanese Exchange Student 

in Germany 

 
From the interviews with Japanese respondents, we found a current problem of 

English study, which doesn’t give them the “purpose of learning English.” 
Meanwhile, from the ones from EU, we found key elements to realize incentive 
English learning. Interests in content are very important to promote the active 
commitment to self-English study.  

We made each story of 5 Personas and we planned the English learning system 
optimized for each usage.  
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6 Feedback 

We took user-testing with the first prototype and got the feedback from 4 categorized 
users; Japanese without international experiences, Japanese who have international 
experiences, international foreigners and English teachers. From the feedback, we got 
a lot of opinion. We put some represents below. 

Positive Opinions 

─ TED NOTE has a possibility to reduce the time to prepare the educational 
materials for English teachers. 

─ Not only for students, TED NOTE helps also non-native English teachers to 
improve their English skills. 

─ Qualified contents from TED.com will be a good motivation to use TED NOTE 
better than the traditional way of English study based on textbook or non-native 
English teachers. 

─ Design of input layout with keyboard is simple and user-friendly. 
─ If they use the subtitle and dictionary in second foreign language, it is possible to 

learn it too at the same time. 

Negative Opinions  

─ Since we use the subtitle created by the way of user generated contents, each has 
different quality. Therefore, we found some bugs during the game; the answer 
wasn’t matched to the statement and the vice of presenter wasn’t synchronized 
with the game.  

─ Users tend to concentrate typing too much to pay attention to the meaning of the 
presentation. 

─ The game need more fancy interaction and rewards. 

Requests from Users. We go a lot of user request and suggestion of new ideas. Most 
of users suggested the necessity of SNS function to encourage their continued learning 
activity. From English teachers, we got some interesting requests. Some asked editing 
function of the question part customized for student’s level. One asked the function of 
generator, which help to upload his own lecture-video for his own classes. 

Finally, based on users’ feedbacks, we found that the main target of TED NOTE is 
middle to advanced class of Japanese English learners, who want to become active 
worldwide in the future. 

7 Conclusion and Future Prospects 

In this paper, we have discussed how to re-utilize the open content for educational use 
to get the best benefit of free culture movement.  
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Proposing new approaches to designers and engineers, we illustrate our design 
process of the TED NOTE; the way to re-design the application and the way to  
re-assembly the system with utilizing open-information resources. Through the 
development, we found that the approached are more efficient and rapid way to 
develop application.  

We believe that we have succeeded in developing a working prototype, which 
shows the one of the challenging case study based on free culture movement. 
However, the current systems haven’t realized two more core functions, which we 
had planned at the first drawing of the system design. As the future improvements, we 
will install them; SNS function and user generated assignment editor (UGC function.) 
Additionally, as an e-learning research, we’d like to analyze users’ long-term learning 
effect by monitoring records of self-study management system.  
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