PARTICIPANT
INSTRUCTIONS

MATERIALS
* | large board and 2 small boards
* | die
* 3 sets of benchmarks for team consultation
* numbered voting cards from | to 4 for each participant
* 10 Bonus cards
* | point control card
* | pack of Post-its to cover answered questions on the board (optional)
* | pack of labels to identify the names of participants

INTRODUCTION

OPINEMOS is a game developed by FHI 360 within the Resilient Society Program (RSA)
as a tool for conducting participatory assessments with civil society organizations (CSOs)
in a more agile way, creating a space of trust and opening opportunities for honest con-
versations that contribute to capacity development processes focused on organizational
needs.The game adapts the Organizational Performance Index (OPI) developed by PACT,
which has been globally used since 2015 to measure improvements in organizational per-
formance under standardized indicators from the United States Agency for International
Development (USAID). Specifically, OPINEMOS takes up the latest version of OPI, relea-
sed by PACT in 2023, which incorporates a new domain focused on resilience.

The goal of the game is to explore how civil society organizations currently operate in
different thematic areas, considering existing processes and practices of different areas
and/or teams that make up the organization. This game allows for a detailed understan-
ding of the organization, identifying strengths, challenges, opportunities, and strengthening
priorities.

START THE GAME

People who guide the game will form the facilitation team, while the participating indivi-
duals from the organization will form two teams with personnel from different areas. Each
of the participant teams will choose a name and will have a few minutes to explore the
game materials: board, instructions, and benchmarks. Considering the board will guide the
teams in a linear journey through 10 themes (identified with colors), teams will strategize
about the themes they find most convenient to answer.

To start, each team will roll the die.The team with the highest number will choose whe-
ther to start with the first theme “Results” or yield their place to the opposing team and
answer questions from the second theme “Standards.”




The team that starts the game will move through the squares in the order set on the
board and will try to answer the question of each square within a maximum of two mi-
nutes. For each correct answer, the team in turn will earn 10 points. The opposing team
will have the opportunity to complement the information to earn 5 points or answer the
complete question if the team in turn does not know the answer and thus “steal” the 10
points.The facilitation team will use the point control card to keep a record of the points
accumulated by each team.

After the question squares of a theme, the teams will reach a BONUS Door that will allow
them to move on to the next theme.At the BONUS Door, the team that has accumulated
the most points will win a BONUS card.
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ABDS:[:‘;E To open the door and move on to the next theme, partici-
pants will review the benchmark of the completed theme.

Participants will read the descriptions of each level and the evidence associated, to then
vote for the level that best describes the organization’s current situation. To vote, each
person will choose one of the four numbered voting cards from | to 4 and will show it to
the group simultaneously.

Subsequently, facilitators will open a dialogue
with the group to confirm the performance level
and evidence presented by the organization. It is
important to consider that, to choose a perfor-
mance level, the organization must meet all the
elements listed in the benchmark, both in the
descriptor (A) and in the evidence (B).

Once the voting is complete, the game will return

to the board for the team in turn to answer the ques-

tions of the next theme. Once the BONUS Door is rea-

ched, the voting dynamic will be repeated. After completing

the journey through two themes, the teams must roll the die
again and repeat the turn distribution for the next two themes.
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FINISH LINE

Upon reaching the finish line, the team with more BONUS cards will win the game. It is
time to gather the BONUS cards to discover the mysterious character hiding behind.

After concluding the game, the facilitation team will analyze the collected information and
propose a session to present the most relevant results, findings, and recommendations to

the organization.

OPINEMOS!




