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Hypothesis Definitions of openness and open education
abound, but with so many, how can we use them
effectively to explore the openness of assignments,
activities, classes, or programs? Open Learning
Experience Bingo is a game that a group of
collaborators have created to give people a way to
surface and discuss the many different ways that
educational experiences can “open” beyond
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Open Learning Experience Bingo

Introduction

Open Learning Experience Bingo grew out of a virtual instructional design challenge during OLC
Accelerate 2019 and is designed to offer a way for people to consider how learning experiences
— like activities, assignments, modules, or courses — might be “opened” in various ways. For
example, a learning experience might be opened by enabling wider access to more people,
more agency for people involved, or more possibilities in its materials, tools, goals, outcomes,
and/or design.

Previous works on open educational materials and practices often provide frameworks designed
to categorize what counts as openness in education (see the collaborative bibliography
developed as a part of this game). It is beyond our scope here to provide a review of the full
literature defining “openness” in education. Rather than attempting to foreclose what counts as
a singular, autonomous definition of “open,” the game tries to include as many dimensions and
interpretations of “openness” as possible and build in opportunities for additional interpretations
to be added. One might say the game is open to more openness.

This game began its development as a rubric to evaluate the openness of educational activities.
Many such rubrics to evaluate openness in education have been published (see examples), but
in following the classic structure of rubrics, they mostly work to define greater or lesser degrees
of openness. By moving from rubric to bingo format, this game moved from being a tool to
measure openness to instead become a generative tool to identify where openness is
happening and think about where it could be expanded. It also invites users to consider how
openness is situated contextually and negotiated socially in educational activities based on the
people, practices, and perspectives involved. The game format creates a space for dialogue to
think more deeply about where openness sits, and how it is applied in ways that are meaningful
to specific communities.

The game design is also itself open: There are open spaces for people to add other ingredients
and/or dimensions of openness and the borders of the card are also left open in various places
to suggest that the game’s boundaries could be opened even more. People can continue to
contribute to the game’s evolution: they can join the wide group of open education practitioners
who have collaborated on its design so far and have also started a living collaborative
bibliography of resources related to open educational practices. The game is openly licensed
via CC BY 4.0, and people can access easily modifiable bingo card files in multiple formats.

Ingredients of Learning Experiences

Boxes on the bingo card represent the ingredients of learning experiences: materials, activities,
skills, tools, people, roles, places, times, goals, feedback, evaluation, recognition, and design.
The simple version of the bingo card is just these ingredient boxes, where players consider the
openness of a learning experience in relation to each box with the answer to a simple question:
Does this experience open this box of ingredients? Some boxes are left open for players to add
their own ingredients.
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Figure 1

Open Learning Experience Bingo Simplified 2.0

OPEN LEARNING EXPERIENCE BINGO SIMPLIFIED 2.0

Does the experience open ingredients in each box?
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mﬂ, Open Learming Experience Bingo Simpifiad 2.0 by Nate Angeil, 21 Nov 2019, Licensed via

Commentcontribute and find current version, full contributors list, and other formats at 11t

Note. An openness bingo card, showing boxes for ingredients: Materials, Activities, Skills, Tools, People,
Roles, Places, Times, Goals, Feedback, Evaluation, Recognition, Design, and three empty boxes for
players to add their own ingredients. Open Learning Experience Bingo Simplified 2.0 by Nate Angell
Licensed via Creative Commons Attribution 4.0 International
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Dimensions of Openness

Beyond this basic question of whether any particular box IS being “opened” in a learning
experience, there’s the question of HOW it’s being opened. The full version of the bingo card
includes “dimensions of openness,” radiating out from the center of each ingredient box like pie
slices to avoid the idea of hierarchy. An ingredient might be expanding along one dimension and
not another (eg, a skill in a learning experience might be developed but not reflected upon), but
the bingo card does not seek to measure whether one dimension of openness is better or more
important than another. Players are invited to add their own dimensions of openness starting
with a pie slice purposely left open.

PEOPLE

Note. Close up of the “People” ingredient box on an openness bingo card, showing dimensions: Connect,
Create, Develop, Include, Reflect, Share, Surface, and an open space for players to add their own
dimension.

Dimensions of openness include:

e Surface: Are ingredients surfaced in the experience (which we see as a prerequisite for
their opening)? For example, a player might ask:
o Are the roles people play in the experience clearly articulated?
o Can we witness the recognition people receive by participating in the
experience?
o Are the goals of the experience clearly stated?

e« Share: Are ingredients shared with others? (Note: we are not building in any judgement
here about how ingredients are shared (eg, with open licenses) as we believe the
nuances of sharing are complex, depend on context, and sharing in any way can be an
opening). For example, a player might ask:

o Are the materials or tools used and/or created in the experience made public?

o Are the materials or tools used and/or created in the experience openly licensed?

o Is the design of the learning experience itself shared in ways that others can
adopt/adapt/reuse it?

e« Create: Do participants create/revise/remix ingredients? For example, a player might
ask:

o Do participants change the places where the experience happens?
o Do participants create/remix/revise materials in the experience?
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o Are participants involved in creating the processes used to evaluate their work?
o Develop: Do participants develop ingredients over time? For example, a player might
ask:
Do participants change the roles they play in the experience?
Do participants modify the tools they use in the experience?
o Does the experience provide participants with opportunities to modify the design
of the experience itself?
o Reflect: Do participants reflect on ingredients during the experience? (Note: This is a
meta-cognitive dimension.) For example, a player might ask:
o Does the experience enable participants to think about the roles they play in it?
o Do participants reflect on the goals of the experience, how they engaged in them,
and/or how the goals might be different/better for themselves or others?
o Do participants have opportunities to reflect on evaluations they have given
and/or received in the experience?
e Include: Do ingredients engage diverse people in the experience? For example, a
player might ask:
o Are marginalized people engaged purposefully as a part of the experience?
o Do materials provide space for perspectives they do not already represent?
o Does the timing of the experience enable participation by people in other
timezones?
e Connect: Do ingredients connect outward, increasing their audience, impact, lifespan,
intertextuality, etc? For example, a player might ask:
o Do the materials created by participants have value for a wider audience outside
the context of the experience?
o Might activities disseminated by participants fruitfully engage other people for
some time outside the context of the experience itself?
o Do the goals of the experience connect to participants’ other activities/goals
beyond the experience?

The game is included in Robin DeRosa and Rajiv Jhangiani’'s Open Pedagogy Notebook, and
you can find the record of its development and a growing collection of worked examples on a
publicly available website.

How to Play Openness Bingo

Reflecting the openness of the bingo card itself, ways to play openness bingo are also left open,
starting from common bingo gameplay in the USA: Whether you are playing with the simple
version of the bingo card with just the ingredient boxes, or the full version including dimensions
of openness, each player just marks the areas on their card where they find that a specific
educational experience enables or generates openness.

In a basic example where a player is bingoing a specific educational experience, like a class: If
anyone can participate in that class without cost, the player might mark the “people” ingredient
as very open — coloring it in or marking with a game piece (not included). If the player is using
the full bingo card with dimensions of openness and the class provides specific ways to include
more diverse participants, the player might mark the “include” dimension in the “people”
ingredient box. The player would then go on to consider the openness of the class related to
each ingredient (and/or dimension) on their bingo card, marking areas where they identify
openness.
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Note. Example Open Learning Experience bingo cards, showing how dimensions in ingredient boxes
might be marked to identify openness in a specific learning experience. Explore the original bingo cards
where the left card and the right card were marked.

People might play openness bingo in a variety of different ways: as an individual or group
activity, synchronously at the same time and place or virtually at different times and places, as
part of a formal review of educational practices or as an informal party game. For example:

An individual educator might prepare for an upcoming term by playing bingo by themselves,
marking a bingo card for every class they teach as a way to explore and document how their
courses and planned activities are already open, and/or might be opened more. As you can see
in example bingo cards above, playing openness bingo with several experiences creates “heat
maps” of openness that enable you to identify where openness is happening more or less in
each experience or across them all. The card on the left shows a lot of openness in the
“‘materials” ingredient and several ingredients where the “include” dimension shows openness.
The card on the right shows many ingredients with openness in the “reflect” dimension. After
playing bingo, one might see such patterns of openness or its lack by noticing how specific
ingredients and/or dimensions are consistently marked — or not — across an entire collection of
learning experiences.

A group of students might pause midway through a class to bingo their participation so far: In
what ways have class activities been open? In what ways might the class be opened more as it
continues or the next time it happens? Because each student is likely to identify and mark the
openness of the class ingredients and dimensions differently, the class might review and
discuss all the bingo cards after play, exploring different perspectives on openness and student
experience.
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People might join a social gathering at a scholarly conference to bingo a collection of syllabi
projected one-by-one to the whole crowd, marking off ingredients and dimensions of openness
that they identify in each syllabus until someone creates a “bingo” and then explains to the other
players how a particular syllabus demonstrates openness across a whole row, column or
diagonal line of their card.

Extending the Game

With its open design, the game also demonstrates and encourages a kind of meta-openness:
Every time the bingo is played, participants can discuss how playing the game helps (or
hinders) exploring and understanding openness in education, and how the game itself might be
improved or expanded. Being openly licensed itself, openness bingo also makes it easy for
others to extend or modify the game. For example, Abbey Elder created a companion activity,
Open Learning Experiences Fortune Teller Activity, that provides a creative way for bingo
players to choose a dimension to focus on as they evaluate the openness of an ingredient in an
educational experience. In creating and sharing openness bingo, our hope is that more people
will share their uses, modifications, and extensions of the game so we can all expand both the
openness of learning experiences, and how we think of openness in education.
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