Serious Game: Incident Management Training
Contract Ref: 48290
Work Specification
1. Background

1.1   
Our Organisation
The Environment Agency is a Category 1 responder under the Civil Contingencies Act and what this actually means is that we respond to incidents with the Police, Fire and Rescue Service and Ambulance, where they affect the environment. This can be anything from floods to drought, animal disease to terrorist attacks or fire at waste sites to ships run aground on our coast. 

Our remit is vast, but the simple principles of how we respond and prioritise our actions are consistent. Professional incident management is at the heart of what we do in protecting people, communities and the environment.
1.2   
Current Incident Management Training
The Environment Agency has around 7,000 incident responders across the country. From operational deployment and activities at the scene of an incident, to tactical planning and strategic decision making in our incident rooms. We work at a local area with emergency services and other professional partners, such as the Local Authority. As well as at a National level with Government and the military. 
 

Training is delivered via our National Incident Management Training and Delivery team, and at local level by emergency planners based in areas.
This takes the form of classroom courses, e-learning and table top or control post exercises.

1.3
Immersive Incident Management Training
We want to train our 7,000 duty officers in the most immersive ways possible. Helping them deliver critical response activities in high pressure situations with confidence and accuracy. In order to do this we must find ways of making the triaging of tasks consistent and instinctive.

We want to use a serious game to prioritise initial tasks during an incident, from information gathering  and reporting, to managing mutual aid and planning the next steps of response based on changing information. 

We want the player to:

· understand and utilise the best people in their team to do the tasks at hand

· prioritise tasks based on incomplete information

We want the game to: 

· simulate the time pressure in these situations 

· have a mechanism for feedback on how to improve 

· have an organisational leader board
2. Award Criteria

Suppliers are required to submit the following as part of their response.

1. Proposal (4.1)
2. Previous Experience (4.2)
3. Cost breakdown on the attached spreadsheet (4.3)
The highest scoring supplier shall be successful.
Responses should be received no later than 1pm GMT on Wednesday 21 December 2016.

Suppliers shall be evaluated against the ratio of 70% Cost and 30% Quality. For both the Cost and Quality criteria the top ranking supplier(s) shall score 100% for that criteria with other suppliers being given a score relative to this.

For the Quality criteria, this is divided into 2 sections as outlined below:

· Proposal – A score out of 10 shall be awarded for this section
· Previous Experience – A score out of 10 shall be awarded for this section

The scores will then be multiplied by their respective weighting:

· Proposal – weighting of 3

· Previous Experience – weighting of 1

This will give a combined Quality score out of 40.

The score out of 10 shall be completed in line with the below table:

	Rating of response
	Score

	Very good submission – fully meets all requirements and is explained in comprehensive detail.
	10

	Good submission – meets all requirements and is explained in reasonable detail.
	8

	Satisfactory submission – meets requirements and is explained in adequate detail.
	6

	Weak submission – falls short of requirements in some areas and/or is not adequately explained. (Minor issues)
	4

	Unacceptable submission – fails to meet requirements and is poorly explained. (Major issues)
	2

	Nil response or completely fails to address the question.
	0


3. Our Requirement
2.1   
The strategic objective
To be able to prioritise actions based on a developing scenario, within a time limit to a theoretical model answer.
Please note: we have a requirement for the development of this game to be completed by 31 March 2017.
2.2   Mandatory aspects for the serious game 
· Character selection
You should be able to select your own character to play with. There should be enough options available that it represents the diverse make up of our workforce (minimum six). 
· Tutorial
We require a tutorial so players can become familiar with the game mechanics before playing the game freely. This will need to take them through all aspects of what may be expected of them and how to do it. There will be very mixed ability when it comes to playing serious games and it is important not to make this an obstacle for those who do not play computer games in their leisure time. The tutorial aspect should be an option anyone can access in game. It doesn’t need to be mandatory, so that if you play through the scenario multiple times, you don’t need to go through the tutorial multiple times.

· Deliver scenario information to the player
This will need to include the strategic objectives for response; history and current situation of the incident; our response to it; what a forward look may be or how the situation may escalate; what logistics have we got in place currently; reporting deadlines. 
· Select a team of staff members to fulfil the response and allocate them tasks based on their skills.
The objective of the game is to pick a team of three staff members and then allocate and prioritise tasks for those staff members based on their skills. The first step is for the player to select their staff members from a choice of six. The next step is to allocate nine tasks between those three staff members. Certain members of staff will be better at different tasks and as a result will deliver those tasks quicker or more accurately. The three task areas would include logistics, reporting and planning. Each members of staff will have a positive and negative trait against each of the task areas. 
· Prioritise the tasks
Prioritise the tasks available, based on the scenario information provided. As the time moves forward completion of these tasks will be shown by a ‘loading’ bar filling. The higher the priority you set on individual task and the higher the ability of the characters chosen to do them, the quicker these tasks will be complete.
· Time limiting
The game should be no longer than 20 minutes. It needs to have visual and audio reminders that the tasks are time limited. It should simulate the time pressure of a real incident. 
· Game environment
The environment the game is set in needs to simulate the Incident Room. It is a simple room, with office furniture but it should replicate the actual environment we work in to add to the realism of the game.
· Leader board
There should be a company wide leader board based on the scores achieved in the game. Similar to an arcade game.
· Web based
We would like the game to be web based to maximise the amount of staff who can easily access the training. We use Ultra Thin Clients in a number of offices as part of our IT estate and have IE11 and Chrome, so the game will need to be tested on these. We may be able to provide hosting.
· Future proofing
We would like to be able to update and amend the game ourselves, so it should be built in such a way that this will be possible. We expect that the product created will be editable and replicable in the long term. As a result we will require the supplier to agree to us owning the product once created, including any relevant Intellectual Property.
2.4    
The Environment Agency will provide
Business resources (from National Incident Management and Corporate Information Services) to work with the supplier to clarify and refine the business requirements as part of the development process.
Access to the business data and processes required for constructing the serious game. 
Site visits to familiarise yourself with the Incident Room set up and our ways of working. 
4. Supplier Response
Please submit a response to the following 3 sections, using the templates provided. Incomplete responses may not be considered for evaluation.
	4.1 Proposal

	
	In light of the high-level requirements outlined in section 3 please advise how you would propose to approach this task and deliver the requirement. This should also include:

· A draft implementation plan
· An indication of the games mechanics

· Details of any training offered 
· Other supplementary material as appropriate e.g. screenshots.

Response (suggested maximum 1500 words), include diagrams related to this question as embedded documents in PDF format:



	4.2 Previous Experience

	
	Please advise of your previous experience of successful delivering a requirement of this nature, including details of any other relevant experience.
Response (suggested maximum 500 words). 



	4.3 Cost Breakdown

	
	Using the below attached spreadsheet, please include details of your quote including a price breakdown.


[image: image1.emf]Serious Game Cost  model.xls





5. Next steps and timescales
Once responses have been received and evaluated, we aim to notify suppliers in accordance with the below timetable.

Once the successful supplier has been notified we anticipate to begin the refinement and implementation phase as soon as possible. We will work alongside the supplier to clarify and refine our high-level requirements as part of this phase.

Timetable of events:

	Deadline for initial supplier questions
	16 December 2016 

	Deadline for supplier response
	21 December 2016 (1pm GMT)

	Notification of successful supplier
	11 January 2017

	Kick off meeting
	w/c 16 January 2017

	Development phase
	23 January 2017 

	Go live
	31 March 2017
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		Serious Games Cost Breakdown

				Mandatory aspects - if not relevant please leave blank

						Cost for implementation		Comments - Please give an understanding of how the costs are built up.  Please show where costs have been built from day rates.

				Design collaboration stage		$   - 0

				Initial workshop/meeting to discuss requirements		$   - 0

				Build/Development stage		$   - 0

				Software		$   - 0

				Content creation		$   - 0

				Other (please specify)		$   - 0

				Total		$   - 0

				For information

				Hosting*		£

				*please provide a figure of how much it would cost for you to host / arrange hosting for this solution

				Please also include a copy of your SFIA Rate card OR a day rate for any additional development






