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Introduction
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Building Capacity to Improve Pharmaceutical 
and Medical Commodity Management in 
Humanitarian and Disaster Settings is a 
capacity building program funded by USAID’s 
Bureau for Humanitarian Assistance (BHA). This 
program supports BHA implementing partners 
and those organizations striving to improve 
supply chain practices in their humanitarian 
crisis response efforts.

JSI Research & Training Institute, Inc. (JSI) has 
been facilitating webinar series to build the 
capacity of organizations working in 
Humanitarian and Disaster Settings.



Use case
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In appreciating gaming as a fun way of building 
capacity, JSI opted to blend the webinar series 
with exciting, prolific games to keep participants 
engaged and provide alternative fun-filled way of 
continuously refreshing the course content.

The games corresponded with the sessions, and 
the questions mirrored topics to ensure the 
course content achieves the set objectives.

The webinar series that began in March 2021 
and were organized in groups. There were 5 
groups.



Objectives
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1. Demonstrate basic background knowledge in 
supply chain principles, the logic cycle, 
logistic components and the supply 
processes thereof. 

2. Identify and describe practices, innovations, 
tools, and coordination mechanisms that can 
be employed to manage supplies effectively 
in humanitarian settings. 

3. Contribute to the development of a 
community of practice to support each other 
in their supply chain management work and 
identify resources to continue their supply 
chain management learning. 

4. Promoting supply chain management 
improvement interventions.



Technical content

➔ Supply chain 101

➔ Humanitarian response

➔ Logistic Management 

Information System and 

performance
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➔ Product selection and 

quantification

➔ Procurement

➔ Inventory Strategy

➔ Warehousing and 

distribution

➔ Risk management

➔ Supply Chain 

Coordination



The games aimed to refresh learners on supply chain 
knowledge and skills while building their capacity to 
manage pharmaceuticals and medical commodities 
(PMC) in humanitarian and disaster relief settings. New 
questions would be added every two weeks to mirror 
the webinar sessions facilitated by the JSI team!

Individuals would answer multiple choice questions on 
a webinar topic. Each question has to be answered in 
approximately 30 to 40 seconds depending on the 
difficulty of the question. 

The game also functions as a platform for survey 
questions to training participants which would further 
inform and improve the training.  
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Game design   



Cohorts
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Launch Name Group Registration 
code

No. of players

March 2021 Managing PMC in Humanitarian and Disaster Settings BHA Learning Group 1 7030 13

April 2021 G2 - Managing PMC in Humanitarian and Disaster Settings BHA Learning Group 2 5077 9

May 2021 G3 - Managing PMC in Humanitarian and Disaster Settings BHA Learning Group 3 2055 9

June 2021 G4 - Managing PMC in Humanitarian and Disaster Settings BHA Learning Group 4 3393 11

September 2021 G5 - Managing PMC in Humanitarian and Disaster Settings BHA Learning Group 5 1505 6

August 2021 Managing PMC in Humanitarian and Disaster Settings - Post Course All (Post webinar series) 4
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The Games



The Games
As part of instructions, players are advised to be 
fast in submitting their answers because the 
remaining seconds are converted to points and 
added to the players’ scores. The faster they 
answer the more seconds will be remaining and 
higher their scores would be. 

While playing with teammates, the fastest player 
gets double points. All points lost in the game 
are collected in the jackpot. If a player clicks on 
the jackpot, then the bet is all of the 
accumulated points against the jackpot. Only 
the first player to click the jackpot and to 
respond correctly, gets the points.
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Analytics
If you can’t measure it, you can not improve it - Lord Kelvin
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The uniqueness of yeepa platform is

➔ Providing alternative ways of acquiring 

credible content

➔ Optimization of learning through the social 

process

➔ Application of analytics to help highlight 

the area of focus, topics of interest

➔ Motivating learners to further explore 

related learning content as learners interact 

with question hints (also available on the 

dashboard)
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Play, Measure and Learn



Group 1 performance and total scores
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The beauty of the game is that the highest scorer does not necessarily have to 
answer all the questions correct. The player could be faster or able to use 
additional features like the jackpot scoring more. 
This is demonstrated by the scoreboard that shows that the 10th, 11th and 12th 
players got all the attempted questions correct.  

One important feature for the trainer is identifying questions that took the 
participants long time to answer and the questions that most participants 
answered wrong (percentage of correct answers).
The participants took the longest time to answer question ID 3686 on 
inventory policies and none of the participants answered it correctly. 



Group 2 performance and total scores

13

The Group 2 scoreboard also demonstrates that the highest scorer does not 
necessarily answers all the questions correct.
The 5th player had higher percentage of correct answers but still ranked lower.

The participants took the longest time to answer question ID 3684 on 
inventory control system and none of the participants answered it correctly.



Group 3 performance and total scores
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The more participants play the game, the higher their total score and this explains the 
huge difference between the highest scorer and the runners up

The participants took long time to answer question ID 3723 on supply chain 
actors and inventory decision and none of them answered it correctly.
While the participants took the longest time to answer question ID 3701, 
almost all of them answered it correctly. 



Group 4 performance and total scores
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The participants took long time to answer questions ID 3691 and ID 3701 on 
warehouse facilities and supply chain actors and inventory decision. The 
participants not only took long time answer question ID 3701, they didn’t 
answer it correctly. 



Group 5 performance and total scores
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The participants took long time to answer questions ID 3534 and 3527.
All the questions were on logistic management information system and 
decision support.



Post course performance and total scores
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In Group 4, the highest ranked participant was also the one with the most correct 
answers.

The participants took long time to answer questions ID 3713 on supply chain 
risk management process and ID 3436 on calculating in country lead time and 
these questions had the lowest percentage of correct answers.
Another question that needs attention is question ID 3699 on warehousing  key 
performance indicator.



Sample survey questions for critical insights

The facilitator sought to understand if the participants had a practical 
example of risk assessment procedure and the majority (75%) confirmed to 
have the procedures in their organization. 18

Most participants indicated that their program reviews the 
quantification results every 6 months. 



Learning curve over time           
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Group 1 Group 2 Group 3

There was consistency in learning based on the percentage of correct answers across the different groups over 
the learning session. However Post course session had the lowest percentage in November.

Group 4 Group 5 Post course



Why gaming?
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➔ Gaming is a great approach to learning, supporting and 

complementing learning techniques

➔ It creates a learning hub where content is made available 

➔ It is interactive as the leaderboard promotes a healthy competition 

among the learners

➔ It promotes further interaction with additional resources through 

the question hints provided

➔ As a tool, it directs learning as the facilitators use the analytics 

and the survey results to adapt and adopt guides to the learning 

curve and learners’ needs

➔ Measurement is key in development and gaming has helped 

achieved this through individual and group metrics powered by 

Yeepa analytics  
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