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What is the OERu?
2

 Global partnership of like-
minded postsecondary institutions 
– not university per se

 Committed to free courses and 
programs based on OERs

 Optional support, assessment and 
credible credentials through 
partner institutions

 Sponsored by a not-for-profit 
foundation in New Zealand (OERu 
Foundation)

 Virtual presence in WikiEducator 
wiki

http://oeru.org/oeru-partners/
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44
Screenshot, WikiEducator. Licensed under Creative Commons 3.0 BY-SA Unported.

http://wikieducator.org/Main_Page
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How does it work?
“Parallel learning universe” (Taylor, 2007)
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OERu logic high level. Wayne Mackintosh. Licensed under Creative Commons 3.0 BY-SA Unported.

http://wikieducator.org/File:OERU-logic-High-level-colour.png
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The “unbundling” concept
6

Model showing OER or OCW reuse (“any content”). Friesen & Murray  (2011). Licensed under Creative 

Commons 3.0 BY-SA Unported.

http://learningspaces.org/papers/OpenLearning2.0.pdf
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OERu collaborations
7

Diagram showing high-level logic model for OERu. By Wayne Macintosh. Licensed under Creative Commons 3.0 BY-SA Unported.

http://wikieducator.org/File:OERU-logic-model.png


Being open: What does it mean?

 Removing barriers from 
access to learning

 Being able to share & use 
educational content freely

 Moving toward open and 
collaborative processes

 Similar concepts to Free 
and Open Source 
Software
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Open design and development

 Open educational 
resources (OER)

 Using OER

 Making OER

 Working in open 
collaborative 
environments

9

Pastels. Clementina. Licensed under Creative Commons BY-SA 3.0 Unported.

http://wikieducator.org/File:Pastels_in_box.JPG
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Open Educational Resources
10

“Teaching, learning, and research 
resources that reside in the public 
domain or have been released under 
an intellectual property license that 
permits their free use or re-purposing 
by others. 

Open educational resources include 
full courses, course materials, 
modules, textbooks, streaming videos, 
tests, software, and any other tools, 
materials, or techniques used to 
support access to knowledge” 

Hewlitt - Atkins, Brown and Hammond (2007) 

Street Musicians. Eugène_Atget. PD-US-1923.

http://wikieducator.org/File:Eug%C3%A8ne_Atget,_Organ-grinder,_1898%E2%80%9399.jpg
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Reusability
11

 The 4 R’s of reusability

 Reuse

 Redistribute

 Revise

 Remix

 And #5…

 Retain

Stucco Gandhara figure. Photo by Michael Wai. Licensed 

under Creative Commons 3.0 BY-SA Unported.

http://wikieducator.org/File:Stucco_Gandhara_figure_02.jpg
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 From the “what” to 
the “how” of 
openness”

 Open Educational 
Practices (OEP)

“a set of activities and 

support around the 

creation, use and 

repurposing of Open 

Educational Resources” 
(Conole 2010)

Beyond the 4/5 Rs
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Sharing of learning design knowledge
13

 Learning design - examples

What is (are) learning design(s)?

 Structuring learning sequences (Britain, 2004)

 Capturing learning design practice (Conole et al., 2007)

 Representations of how to support learning (Goodyear, 
2005)

 Learning design patterns (Rohse & Anderson, 2006) 

Sharing “pedagogical know-how”
 From only content  design knowledge

 Tools and collaboration

http://wikieducator.org/File:Masque_aux_l%C3%A9preux_Bwa-Mus%C3%A9e_barrois.jpg
http://wikieducator.org/File:Masque_aux_l%C3%A9preux_Bwa-Mus%C3%A9e_barrois.jpg
http://wikieducator.org/File:Masque_aux_l%C3%A9preux_Bwa-Mus%C3%A9e_barrois.jpg
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Sharing learning design knowledge

 “Traditionally design 

has been an implicit 

process, how do we 

shift to a process of 

design that is more 

explicit and hence 

shareable?” 

(Conole, 2008)

Quietly listening to the wind in the pines, 1246. Ma Lin. Public Domain.



Working in collaboration

 WikiEducator example

15
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Collaborative design in other fields
16

 Architecture, expert systems, telecommunications, 
engineering

 Multiple points of negotiation and evaluation (Kvan, 
2000)

 Explicit sharing of design information using 
communication tools (Chiu, 2002)

 Design teams need to explore and integrate 
differences (Sonnenwald, 1996)

 Intentional communication processes are essential 
(Hixon, 2008) 

http://wikieducator.org/OERu/Planning
http://wikieducator.org/OERu/Planning/Learning_design:_Consultation_1
http://wikieducator.org/index.php?title=OER_university/Planning/OERu_2012_Prototype/Art_Appreciation_and_Techniques/Complete_development_of_course_materials/Meeting_notes
http://wikieducator.org/index.php?title=OER_university/Planning/OERu_2012_Prototype/Art_Appreciation_and_Techniques/Complete_development_of_course_materials/Meeting_notes
http://wikieducator.org/File:OERu_course_structure.svg


Traditional instructional design

 The generic design process, for instance, the 
ADDIE Model incorporating the five processes 
of Analysis, Design, Development, 
Implementation, and Evaluation as a dynamic 
system.

 Iterative and “messy” process (Conole 2010)
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http://open.bccampus.ca/find-open-textbooks/
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OSS design and development

 Based on collaboration and 
communities of volunteers
 Commitment to philosophy of sharing

 Personal and professional benefits

 Induction processes for newbies

 Communication and versioning systems

 Decentralized but with some 
leadership 

 Visible design rules

18

Masque aux lépreux Bwa. Village de Boni. By 

Ji-Ell . Licensed under Creative Commons 3.0 

BY-SA Unported.

http://wikieducator.org/Art_Appreciation_and_Techniques/Course_guide/Ways_to_engage
http://wikieducator.org/Art_Appreciation_and_Techniques/Course_guide/Links_to_units_and_assignments
http://wikieducator.org/Art_Appreciation_and_Techniques/Course_guide/Links_to_art_resources
http://wikieducator.org/Art_definitions,_artistic_roles,_and_visual_thinking/Overview
http://wikieducator.org/Art_definitions,_artistic_roles,_and_visual_thinking/Overview
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Aspect Open Design and Development Traditional Instructional Design

Contributors

Volunteers, motivated by open 

philosophy and personal 

/organizational benefit

Paid faculty or staff

Makeup of design 

team
Distributed Centralized

Induction into the 

development team
No specific method

Employment orientation and 

training

Access to contribute

Member community open to 

public including students 

downstream

Private — but some possible 

input by students

Roles of design 

team members

Loosely defined, overlapping, 

broad skills
Specialized, clearly defined

Organizational 

structure

Flat, collaborative, 

representational, some 

meritocratic

Hierarchical or faculty based

Communication

F-F and virtual meetings, 

mailing lists, wiki pages, 

microblogs

Mostly business communication 

tools (email, meetings)

Intended uses

As originally intended or 

repurposed for multiple uses 

and settings

Defined purpose determined in 

learner, job, institutional or 

market analysis

Traditional/Open design and development comparison
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Aspect
Open Design and 

Development

Traditional Instructional 

Design

Content copyright
Open licensing (CC) with some 

rights reserved
Mostly rights reserved

Content versions Multiple possible via forks Official version

Design processes Informal design processes
More formal design processes 

and documentation

Authoring 

environment
Open source social software Proprietary

Delivery 

environment
Wiki, LMS, other options

Dedicated proprietary 

application

Pedagogy

Varied, depending on 

individual development teams 

and their preferences

Generally in line with 

overarching institutional 

model

Maintenance Ongoing, community based Episodic, managed

Traditional/Open design and development comparison

http://wikieducator.org/course/OCL4Ed/
http://wikieducator.org/Practice:OCL4Ed/_Outline4
http://wikieducator.org/Practice:OCL4Ed/_Outline4
http://c.oer.me/ocl4ed/
http://wikieducator.org/User:JimTittsler/Theming
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Aspects of “traditional” instructional design

Aspect Traditional Instructional Design

• Participants • Paid, institutionally based – usually individual 

designer

• Makeup of design team • From within one organization

• Roles of design team 

members

• More clearly circumscribed

• Content copyright • Mostly rights reserved

• Content versions • Single official version

• Intended learners • Predefined

• Design processes • Formal design processes

• Authoring environment • Generally proprietary; e.g. Word, Photoshop

• Delivery environment • Usually a single dedicated platform – e.g. 

BlackBoard, Moodle

21



The open design process

 Sample processes
 Planning for OERu prototypes

 Learning design consultation

 Open planning

 Design artifacts

22

http://wikieducator.org/Art_and_our_world/Summary
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ART100 prototype

 TRU’s first contribution: ART100 Art Appreciation and 

Techniques

 Redesigned from existing OER

 Course from Saylor.com via WA State Board of 
Community Colleges Open Course Library

 Modified/revised/remixed content, activities, 
assessments, etc.

 Working to have it approved as a TRU OL course

 Next course is our own PSYCH course 

 Based on open textbook

http://wikieducator.org/OERu/Communications


Art Appreciation and Techniques
- Overview
- Content
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Sample features of OERu ART100 
design

 Ways to engage

 Units and assignments

 Art resources

 Sample unit Art Definitions, Artistic Roles, and Visual 
thinking

25

http://wikieducator.org/OERu/Quicklinks
http://wikieducator.org/index.php?title=Special:UserLogin&returnto=OERu/Quicklinks
http://wikieducator.org/OERu/Communications
http://c.oer.me/ocl4ed/
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Screenshot, WikiEducator. Licensed under Creative Commons 3.0 BY-SA 

Unported.

http://e4innovation.com/Papers/Conole_knowledge_cartography.pdf
http://e4innovation.com/Papers/Conole_knowledge_cartography.pdf
http://learningspaces.org/papers/OpenLearning2.0.pdf


The design process

 Lessons learned

 Conclusion

27
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Screenshot, WikiEducator. Licensed under Creative Commons 3.0 BY-SA Unported.
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Screenshot, WikiEducator. Licensed under Creative Commons 3.0 B
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Research design
30

 Comparative case study

 Scope: one course developed over a fixed period of 
time in OERu

 Similar case study in OSS used for comparison: Freenet 
(von Krogh et al., 2003)

 Highlight “relationships, contrasts and similarities

 Extend learning from one case to the other (Khan & 
VanWynsberghe, 2008)



31

Data analysis
31

 Collection of content in ATLAS.ti QDA

 Initial coding of content (Soldaña, 2009)

 Secondary grouping, multiple iterations generating 
themes

 Qualitative, narrative portrait (Auerbach and 
Silverstein, 2003)

 Frequent cross-checks back and forth

 Trustworthiness: Triangulation, overlapping, member 
checks, audit trail (Guba,1981; Guba & Lincoln, 
1982; Yin, 2009)



Methodology

 I

32
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Findings
33

 Two over-arching themes

 Designing for openness

 A community of volunteers

Street Musicians. Eugène_Atget. PD-US-1923.
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Lessons learned

 Ways to engage – multiple methods, multiple audiences

 Towards a developer community

Street Musicians. Eugène_Atget. PD-US-1923



Lessons learned

 Designing with OERs
 File formats

 LMS

 Multiple versions

 Schedules and timetables

 Embedded cohort model

 Copyright issues

 Cultural biases

35

 Developing as OERs
 Maintain editable source files

 Open environment

 Transparent versions/forks

 Maintain flexibility

 Design for choices

 Go CC!

 Consider cultural diversity



New interfaces

 OCLEd example

 Extracted from wiki 
outline

 Wordpress concept

 For the geeks…

36
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Lessons learned 
37

 Importance of developer community
 Developer motivations (want to make a contribution)

 A community of volunteers (attrition) – needs to grow

 Division of labor - developer specializations (multiple roles)

 Mentoring

 Shared and standardized communication habits (essential for shared 
understanding of project)

 Mediating artifacts

“When code [open curriculum] and community do not develop in 
parallel, the learning curve can be steep” (O’Mahoney, 2007)



Lessons learned

38

http://wikieducator.org/Art_Appreciation_and_Techniques/Module_3a

Upon successful completion of this course, students 

will be able to:

PICK 3 Assignments 

(Summative)

1

Interpret examples of visual art using a five-step 

critical process that includes description, analysis, 

context, meaning, and judgment.

Also use Module 4 Assignment 3 

(Saylor)

2

Identify and describe the elements and principles of 

art.

Assignment "Worksheet 3" 

Module 3 (Saylor) - tweak it -

3

Use analytical skills to connect formal attributes of 

art with their meaning and expression.

Assignment 5 0 Module 7 

(Saylor)

4

Explain the role and effect of the visual arts in 

societies, history, and other world cultures.

Assignment 1 (Saylor) Module 1  

-

5

Articulate the political, social, cultural, and aesthetic 

themes and issues that artists examine in their work.Assignment 4, Module 5 (Saylor)

6

Identify the processes and materials involved in art 

and architectural production.

Formative quiz in relevant 

modules

7

Utilize information to locate, evaluate, and 

communicate information about visual art in its 

various forms.

Worksheet 6 - Module 6 (Saylor) 

and Discussion Question 12 

from Module 8 (Saylor) and 

Worksheet 10, Module 10 

(Saylor)

End of 

course Final comprehensive assignment

Build portfolio through course -

integrate as final portfolio piece 

- Curatorial statements -

Assignment 6, Module 10 

(Saylor)

Activities

Module Goals Individual Group

Define ‘art’ within a cultural perspective. Quizzes for each Module (Optional)

Reflective questions Discussion questions

Assignment example

• Institutional constraints –
assessment and credit, 
curricular oversight



Lessons learned

 Wiki environment
 Wiki challenges

 Wiki environment
 Training in Wiki use is 

essential

39



Lessons learned

 Communication habits, use 
of appropriate channels 
and protocols is essential
 Decision histories for later 

joiners

 Shared understandings and 
approaches

40
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Screenshot, WikiEducator. Licensed by Creative Commons 3.0 BY-SA Unported.
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Screenshot, WikiEducator. Licensed under Creative Commons 3.0 BY-SA Unported.
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Developer contributions
45
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Potential and promises 

 Collaboration towards open learning opportunities 
beyond traditional constraints

 Develop global community of OEP @ instructional 
design and development expertise using OER

 Messaging about access and student costs

 See OER from viewpoints of creation and reuse

 A new way of thinking and working together

 Process stays grounded at grassroots level

 Use OER projects as catalyst for institutional 
innovation
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Limitations

 Differences between 
Freenet comparator and 
OERu cases

 Bracketing of other 
developments both within 
and outside OERu

 Limited timespan of study

 Small developer sample

47

Sagami Temple detail. Photo by 663highland. Licensed 

under Creative Commons 3.0 BY-SA Unported.
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Areas needing more exploration
48

 Partner institutions’ perceptions/acceptance of differently 
structured courses for credit

 Recruitment and retention of volunteer developers outside 
institutional volunteers

 Developer roles and responsibilities

 Further integration/use of Web 2.0 tools

 Alternative collaborations – e.g. sprints, hackathons

 Design research specific to course design



Ways to engage

Next steps  Participate in management committee

 Create an account in WikiEducator

 Join a mail list

 Enrol in OCL4Ed

 Develop a course

49
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Sharing learning design knowledge

 Rationalistic tradition of instructional design 
models (Richey et al., 2011)

 Situated, iterative nature of practice / 
instructional design (e.g. Rowland, 1992; 
Suchman, 2007)

 Reusability: conduit and encapsulation 
metaphors (Griffiths and Garcia, 2003)

“In order to achieve a convergence of meaning, knowledge 

has to be acquired by doing and experiencing: becoming 

a reflective practitioner” (Brown, Collins & Duguid, 

1991)

51

Sioux quilled tobacco bag. Photo by Pierre Fabre. Public 

Domain.


