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BRIEF REPORT

Abstract

After entering long-term care (LTC), many residents experience continued declines in functional 
status, activities of daily living (ADLs), and increased fall risk. Therefore, there is a significant need 
for activities capable of improving/maintaining functional status, decreasing social isolation, and 
increasing residents’ quality of life. Bingocize®, a strategic combination of exercise, education, 
and the game of bingo, is an innovative program shown to fulfill this need. The purpose of this 
article is to describe an on-going United States (U.S.) Center for Medicare and Medicaid Civil 
Money Penalty (CMP) grant-funded project to implement Bingocize® in multiple LTC facilities. As 
part of this project, local universities and their faculty and students from across the state help LTC 
staff administer the program. Over 800 trained LTC staff and students, and most importantly, over 
1300 residents have successfully participated so far. Bingocize® can be a positive addition to LTC 
activities because the program helps improve/maintain functional status and social engagement. 
Applying for CMP funding either individually, or in partnership with a local university, is a pragmatic 
way for LTC facilities to access and sustain Bingocize® and other evidence-based programs.   

Keywords: Exercise, quality of life, range of motion, intergenerational, Center for Medicare and 
Medicaid, therapy, physical activity, social engagement

Key Practitioners Message

 ¾ A lack of social engagement and physical activity are major contributors to the continued 
decline in functional status and quality of life of LTC residents.

 ¾ Bingocize®, a strategic combination of exercise, education, and the game of bingo, is an inno-
vative program shown to improve quality of life.

 ¾ A U.S. Center for Medicare and Medicaid Civil Money Penalty grant is a pragmatic way to 
access Bingocize® and is also available for other projects or programs capable of improving 
nursing home residents’ quality of life.

Problem - Significance

A lack of social engagement and physical acti-
vity are major contributors to residents’ continu-
ed decline in functional status, activities of daily 
living (ADLs), and increased fall risk in long-term 
care (LTC) residents (Dipietro, Campbell, Buchner, 
et al., 2019).  Therefore, there is a significant need 

for easy-to-use and enjoyable activities capable of 
improving/maintaining functional status, decrea-
sing social isolation, and increasing residents’ qu-
ality of life. Bingocize®, a combination of exercise, 
education, and the game of bingo, is an innovative 
health promotion program that addresses these 
needs (Crandall, Fairman, & Anderson, 2015). 
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Innovation 

Bingocize® is an innovative and strategic combi-
nation of physical exercise and the game of bingo. 
The program consists of two 45-60-minute ses-
sions each week. A session begins with a group 
of LTC residents sitting at tables with individual 
bingo cards in an area large enough to accom-
modate the residents. Trained LTC staff members, 
often with help from trained university students, 
serve as program leaders. University students 
positively affect LTC residents’ quality of life, and 
the students, in turn, are positively impacted. 
Students report being more empathetic to the 
needs of LTC residents with increased interest in 
aging-related careers (Neils-Strunjas, Crandall, 
Shackelford, et al., 2018). See university students 
leading a Bingocize® session for long-term care 
residents in Figure 1. All participants provided 
permission for the use of video and still photog-
raphy.

The residents complete a series of gentle physical 
exercises followed by the program leader calling 
a bingo letter/number combination. This pattern 

* The authors obtained permission from the students 
and residents to take this photo and use for this ma-
nuscript. 

of movement followed by calls of bingo is contin-
ued until a participant wins the bingo game. After 
the first game is completed, additional games of 
bingo allow for completion of the exercises and 
to keep the residents’ interest in the game.  The 
program exercises improve components of func-
tional mobility such as endurance, strength, and 
balance (Dipietro et al., 2019). There is a special 
emphasis on ensuring residents complete at least 
15 minutes of active range of motion exercises 
to help satisfy the U.S. Center for Medicare and 
Medicaid (CMS) requirements. The strength ex-
ercises closely resemble functional exercises that 
can improve ADLs and functional status as well 
as reduce fall risk. For example, therapy balls are 
used to increase grip strength which can lead to 
an improvement in the daily activity of dressing. In 
fact, restorative therapists may successfully inte-
grate residents’ therapy into Bingocize® sessions 
because the exercises are adaptable for a wide 

range of residents’ physical and cognitive abili-
ties.

Bingocize® is recognized by the U.S. Administra-
tion on Community Living  and National Coun-
cil on Aging  as an evidence-based program. 
Multiple investigations, funded by the Kentucky 

Figure 1: University students leading long-term care residents in a Bingocize® session. *
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Science and Engineering Foundation, the Re-
tirement Research Foundation, and the National 
Institutes of Health, confirmed the positive effects 
of Bingocize® on older adults.  In one investiga-
tion, a group of older adults attended over 80% of 
the sessions, and significantly improved muscular 
strength, flexibility, balance, and cardiorespirato-
ry fitness over 10 weeks (Crandall et al., 2015). In 
a second investigation, older adults significant-
ly improved on 7 of  8 functional performance 
measures when compared to a waitlisted control 
group. Just as crucial, the adherence rate was 
97%, and over 86% of participants were retained 
in the experimental group (Crandall & Steenber-
gen, 2015). In a recent investigation, participants 
improved functional performance, health knowl-
edge, gait parameters, patient activation, and as-
pects of cognition (Shake et al., 2018, Falls et al., 
2018; Dispennette et al., 2019).

The effects of the program on social engagement 
in older adults suffering from dementia at a mem-
ory care facility were also examined. Bingocize® 
provided a focused activity that tapped into the 
remote memory of bingo games combined with 
the encouragement to follow movements demon-
strated and prompted by university student lead-
ers. Residents displayed more nonverbal (i.e., 
following commands, gestures directed towards 
others) and task-related verbal behavior during 
Bingocize® than during other activities (coloring, 
listening to music, eating a snack, etc.) (French et 
al., 2016). Residents were also found to talk with 
others and report being happy during Bingocize® 
(Stevens, 2019).

Implementation

Recognizing the potential for Bingocize® to create 
a culture change within LTCs, our research team 
was awarded Kentucky Civil Money Penalty (CMP) 
funding with the primary goal of training LTC staff 
to lead Bingocize® in 28 LTC facilities across the 
state. The CMP funding mechanism is available 
to nursing homes and other organizations to 
help improve nursing home residents’ quality of 
life. The funds come from monetary penalties im-
posed against skilled nursing facilities for either 

the number of days or for each instance a facility 
is not in substantial compliance with one or more 
Medicare and Medicaid participation require-
ments for LTC Facilities (Code of Federal Regula-
tions (CFR) 42 Part 488.430). 

Because Bingocize® can facilitate strong commu-
nity partnerships between educational institutions 
and LTC, our secondary goal of this project was to 
create partnerships between faculty and students 
at 10 universities and LTC staff. This has proven 
to be an important and productive partnership in 
three ways. First, the program provides students 
the opportunity to build technical knowledge, as 
well as relationships and empathy-building skills, 
which are essential to working with older adults 
(Yu & Kirk, 2008). Second, the program leads to 
students from multiple disciplines (e.g. social 
work, physical therapy, psychological sciences, 
occupational therapy, communication sciences 
and disorders, gerontology, and exercise science) 
to acquire a deep and thorough understanding 
of complex issues related to aging and long-
term care. Finally, Bingocize® also helps prepare 
students for future aging-related careers by sig-
nificantly improving students’ attitudes towards 
older adults after implementing a Bingocize® pro-
gram (Neils-Strunjas et al. 2018). This is critically 
important considering the ongoing shortage of 
qualified LTC staff and high turnover rates among 
the LTC workforce.  To understand the impact of 
their experiences, students complete written re-
flections and/or create videos highlighting their 
experiences. Others complete research projects 
that demonstrate the physical and social benefits 
of Bingocize®. The final student projects are pre-
sented to the LTC staff and residents.  

Bingocize® leader training is required of all partic-
ipating LTC staff, university faculty, and students. 
The training is presented online and consists of 
self-paced modules taking approximately one 
hour to complete.  Leaders learn basic exercise 
information including recruitment/motivation-
al strategies, safety and training principles, and 
fall prevention information. They also learn tech-
niques to communicate with residents suffering 
from varying degrees of dementia. Leaders can 
print a “Certificate of Completion” after success-
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fully completing a post-training assessment with 
a score of ≥ 80%. 

After completing training, LTC staff members 
schedule a Bingocize® program at their respective 
facility and invite qualified students from the part-
nering university to attend the weekly sessions 
to aid the LTC staff. During scheduled university 
breaks, the LTC staff administer the program with-
out the students. 

Each LTC is provided “Bingocize® in a Box.” The 
box includes a training manual for future refer-
ence, a leader t-shirt, prizes for game-winners, 
and therapy balls. Winners of Bingocize® receive 
prizes such as lotions, paper towels, sugar-free 
candy, crossword puzzles, or other small person-
al/household items. To motivate residents to con-
tinue participating in Bingocize® and create group 
cohesion, Bingocize® t-shirts are available for res-
idents.

Evaluation

The CMP project objectives are evaluated by 1) 
tracking the number of trained LTC staff and uni-
versity faculty/students, 2) tracking the number 
of residents in attendance at each session, and 
3) monitoring residents using Minimal Data Set 
(MDS 3.0) items that focus on fall risk, ADLs, and 
social engagement. After two years, over 1300 
residents (mean age 79.12 ± 92 12.77 years) 
with a baseline Brief Interview for Mental Status 
(BIMS) score of 10.22 ± 4.47 participated in the 
program; thus, indicating that LTC residents with 
a wide range of ages and cognitive abilities can 
participate in Bingocize®. Additionally, 800 uni-
versity students have participated. MDS 3.0 data 
analyses are ongoing.

Comment

The U.S. Center for Medicare and Medicaid sup-
ported this project because Bingocize® provides 
current and future LTC residents the opportunity 
to participate in an innovative evidence-based 
program capable of improving/maintaining func-
tional performance and increase social engage-
ment.   Applying for CMP funding either individ-

ually, or in partnership with a local university, is a 
pragmatic way to access Bingocize® and sustain 
the program over time.  CMP funding is also avail-
able for other projects or programs capable of 
improving nursing home residents’ quality of life. 
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