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Request for proposals:  Development of an interactive game and an educational tool 

to improve voter education and counter election related misinformation 

 
LIRNEasia (hereafter referred to as Client) is a regional, non-profit digital policy and regulation think tank.  Its 
mission is “Catalysing policy change and solutions through research to improve the lives of people in the Asia 
and Pacific using knowledge, information and technology.”  
 

This Request for Proposal (RFP) invites technical and financial proposals from qualified game development firms 

to undertake the work described herein. A detailed description of the project is provided in this RFP to assist the 

bidders in obtaining an understanding of the objectives of the project and to facilitate responsive proposals.  

Proposals for the project must be received by LIRNEasia by 1700 hrs Sri Lanka time on 28th October 2025. 

Proposals (including technical and financial proposals) must be emailed to info@lirneasia.net with the subject 

header “<FIRM NAME> - Development of an interactive game and an educational tool to improve voter 

education and counter election related misinformation” in PDF and an edit-enabled version formats (e.g., in 

Microsoft Word). In the event of any discrepancy between the PDFs and the editable version, the PDFs shall 

govern. 

Selected bidder will be notified by 11th November 2025. 

Proposals received by LIRNEasia after the deadline may be rejected.  LIRNEasia reserves the right to accept or 

reject any or all proposals without assigning any reason whatsoever. LIRNEasia will evaluate the proposals, and 

our decision shall be final and will not be subject to any form of appeal.  

This RFP contains the following sections and annexes:  

 

Section 1 Instructions to Bidders 

Section 2 Project Description and scope 

Section 3 Scope of Work 

Annex 1 Technical Proposal Template  

Annex 2 Financial Proposal Template  

 

  

mailto:info@lirneasia.net
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Section 1: INSTRUCTIONS TO BIDDERS 

1.1. INTRODUCTION 

 

1.1.1 Definition of Terms 

Unless otherwise specified, the following terms used in this document have the following meanings: 

▪ Authorized Entity or Consultant means the firm that is signatory to the contract in event of successfully 
winning the evaluation process. The Client will entertain invoices from and make payments to the 
Authorized Entity. The Authorized Entity or Consultant will be the primary point of contact for the Client. 

▪ Bidder means the firm that files an application in response to this RFP; this Entity will be the single point 
of contact with the Client for the RFP process and handle subsequent negotiations leading to contracting 
should the bid be successful.  

▪ Collaborating Entity means the collaborating firm(s) that the Bidder enters into a partnership with, for 
the purpose of conducting the study. 

▪ Proposal means a set of a technical proposal and associated financial proposal submitted in response 
to this RFP. 

▪ RFP means Request for Proposals. 
▪ The Project or the Work refers to the work that is the subject of this call for proposals:  Development of 

an interactive game and an interactive educational tool to improve voter education and counter 
election-related misinformation 

 

 

1.1.2 Scope of Work 

The Client has issued this call to invite proposals from consultants to develop an interactive game-based 

educational system focused on elections and election-related misinformation, as described in Section 2.0 (Project 

Description) of this Call.  The system should comprise two distinct components:  

Component A: Public Game Component 

This component is intended for self-guided play by members of the public aged 16 and above, and must be 

accessible via web browsers and mobile devices. It will function as a public facing interactive experience that 

individuals can engage with at their own pace to learn about the election process, identify misinformation and 

develop responsible voting habits.  

Component B: Training Component 

This component is designed for use by educators/trainers delivering voter education programs in classrooms, 

workshops, or community settings. It will support a trainer-led format, offering functionality suitable for group 

participation, controlled progression, and guided discussion and reflection. 

Bidders must submit proposals covering both Component A and Component B. Component A will be 

implemented upon finalisation of a suitable bidder to carry out the work, while Component B is subject to the 

availability of an implementation organization to use the tool in their workshops. Upon client engaging such 

organization, the selected bidder will be required to carry out both components simultaneously. Therefore, there 

will be two separate contracts for component A and B and the payment schedule will be adjusted accordingly.  

 

1.1.3 Cost of Preparation of Bids and Liability 
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The Bidder shall bear all costs associated with preparation and submission of the bid as specified in this RFP, 

regardless of the conduct or outcome of the proposal evaluation.  The Client shall have no obligation to any 

Bidder to reimburse any costs incurred in preparing the proposals, whatever the result. Submission of a proposal 

in response to this RFP by a bidder will be interpreted by the Client as the Bidder’s acceptance of this condition.   

 

1.1.4 Clarifications 

Requests for clarifications of specific items of this RFP shall be directed by e-mail to info@lirneasia.net, with the 

subject header “<FIRM NAME> - Development of an interactive game and an educational tool to improve voter 

education and counter election related misinformation”, on or before 1200 hrs on 17th October 2025. The Client 

will acknowledge to all such requests by email. Both the clarification/questions and responses will be sent by 

email to all bidders and kept for records. The client will conduct an information session on 17th October for 

potential bidders and details (time and meeting invitation) of the session will be published via client’s website 

(https://lirneasia.net). 

At any time prior to the deadline for the submission of applications, the Client may amend the RFP for any reason 

and the latest version of the RFP will be published on the Client’s website. The Client will assume that the 

information contained in any amendment is taken into account in the Bidder Proposal.  

 

1.2 PREPARATION OF THE PROPOSAL 

1.2.1  General 

Bidders are advised to examine all terms and instructions included in the RFP while preparing their Proposals.  

Failure to provide all the requested information will be at the Bidder’s own risk and may result in the rejection 

of its Proposal. 

Each Proposal shall consist of 2 components: 1) The Technical Proposal; and 2) The Financial Proposal. 

1.2.2 Technical Proposal 

The Bidder’s Technical Proposal shall be submitted in the Technical Proposal Template provided with this RFP 

(Annex 1).  Page limits indicated in the template must be strictly adhered to, as the evaluation committee will be 

instructed to stop reading below the indicated page or paragraph limit.  

As part of the Technical Proposal Template, the Bidder must submit a scanned copy of the current (valid) Business 

Registration Certificate of the Authorized Entity in Sri Lanka or any other country of registration, as well as that 

of the Collaborating Entity/entities (if any).  

Any assumptions made by the Bidder in the formulation of its Technical Proposal should be clearly stated. 

The Technical Proposal must be valid for a period no less than 8 weeks.  

 

1.2.3 Financial Proposal – total combined budget of 2 

Combined budget allocated for Component A and B is 20,000 USD and bidders are expected to give separate 

financial proposals for each Component (A and B). The financial proposal for Component A and B will be 

evaluated separately, as well summed up together, to assess the overall value for money of the proposal. Bidders 

mailto:info@lirneasia.net
https://lirneasia.net/
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must ensure that all costs, including any external charges, remain within the allocated budget. Financial 

proposals exceeding the allocated budget will not be considered for evaluation.  

The Financial Proposal shall consist of the following documents: 

1. A covering letter signed by the Bidder, clearly indicating the validity of the Proposal for a minimum of 8 weeks 
from submission; and 

2. Cost for the project as per the Financial Proposal Template provided in Annex 2.  
 
 
All costs should be provided in US dollars (USD) and shall be inclusive of all taxes, duties, fees and other 

impositions as may be levied under the prevalent laws of the respective country where the Authorized Entity is 

registered.  For organizations operating in Sri Lanka, if selected, payments shall be made in Sri Lankan Rupees 

(LKR), according to the Sri Lanka Rupee-US dollar (LKR-USD) exchange rate on the date of the Client’s approval 

of the invoice submitted by the Consultant (Applicable rate will be the Central Bank of Sri Lanka, middle rate 

published on this date).The Client shall not be responsible for any currency fluctuations in the Consultant’s 

foreign currency denominated costs during the project. Any assumptions made by the Bidder in the formulation 

of its Financial Proposal should be clearly stated. 

The Client will strictly not entertain any price revisions during evaluation.   

 

1.2.4 Format and Submission of Proposal 

Bidders should prepare their bids in the format provided in this RFP. Bidders should electronically submit the 

proposal including both the Technical and Financial Proposals in PDF [portable document format] and an edit-

enabled (e.g., in Microsoft Word) version. In the event of any discrepancy between the PDFs and the editable 

version, the PDFs shall prevail.  

 

1.2.5  Validity of Proposal 

The Proposal (both Technical and Financial) must be valid for a minimum period of 8 weeks from the date of 

submission of the proposal.  The Client will make every effort to complete negotiations within this period. 

1.2.6      Confidentiality of Proposal 

If a Bidder believes that any portion of the Proposal is to be treated in confidence, it shall identify such 

information clearly in the Proposal.  The Client will make every effort to treat such documents in confidence to 

the extent possible and necessary, consistent with an open and transparent evaluation process. 

 

1.3 EVALUATION OF PROPOSALS 
The RFP is a fixed budget RFP. Thus, the Client will specify the minimum expectation (under Section 3:Scope of 

work). 

Evaluation of proposals and selection of the winning proposal will be based on the Client’s assessment of the 

submitted Technical Proposal. The bidder’s ability to meet the minimum expectations at the given budget and 

what the bidder can provide additionally will be considered in the evaluation.  

The following table provides an indicative marking scheme for the evaluation of the Bidder’s proposals. 
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Table 1. Indicative marking scheme – technical proposal  

 
Marking 

scheme 

Following criteria will be commonly evaluated for both Component A and B. 

1. Profiles of Bidder and Collaborating Entities (if applicable) - Submission of documents to show that the 
organisations have been legally incorporated in Sri Lanka or any other country and have been operating 
for at least three years with independently audited financial accounts for at least two years 

10 

2. Relevant experience in developing educational games, civic education tools, or projects related to 
misinformation, elections, or public awareness. Quality and relevance of portfolio samples or case studies. 

15 

3. Team Composition and Expertise – Ideal team should include, a content designer, a game developer, a 
Ui/UX interface designer, a project coordinator.  A legal consultant familiar with Sri Lankan election law and 
processes is highly desirable.  

15 

Following criteria will be separately evaluated for component A and B.  

4. Creativity and feasibility of the proposed approach to design, structure, and learning engagement. Use of 
innovative methods, tools, and technologies for interactivity, storytelling, and accessibility. 

25 

5. Clarity, detail, and practicality of the proposed work plan. Understanding of the project objectives and 
logical sequencing of components (A and B). Appropriateness of the technical architecture, proposed 
tools, technologies, and testing methods. 

25 

6. Proposed support mechanisms, responsiveness, and sustainability of updates after deployment for a 
period of 3 months. 

10 

Total 100 

 

After shortlisting the bidders based on the technical proposal, the financial proposal will be evaluated to ensure 

that: 

• the total proposed cost does not exceed USD 20,000 

• there is transparency and clarity in the cost breakdown across both components and 

• the pricing is realistic and justified relative to the scope. 

 

The Client’s decision will not be subject to appeal.  

 

1.4 NEGOTIATIONS 

Prior to the expiration period of Proposal validity, the Client will invite the selected Bidder for final negotiations.  

The aim of the negotiation shall be to reach agreement on all points, and initialize a draft contract to be finalized 

by the conclusion of negotiations.  Changes agreed upon will then be reflected in the Technical Proposal and the 

Financial Proposal. The Client will consider all reasonable requests. However, if significant variations to the 

standard contract are requested by a Bidder, the Client reserves the right to consider the Bidders proposal non-
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compliant to the RFP If a successful negotiation is not possible with the selected Bidder, the next evaluated Bidder 

will be invited for negotiation, and so on.  

1.5 AWARD OF CONTRACT 

Based on the Financial Proposal and subsequent negotiations, the final contract will be agreed upon as a lump 

sum contract in US Dollars (USD) with intermediate payments tied to the Client’s acceptance of specific 

deliverables. 

 

Section 2: PROJECT DESCRIPTION 
 
The Client is a regional, non-profit digital policy and regulation think tank. Over the past twenty years it has 
conducted several demand-side studies of information, knowledge and communication technology needs and 

habits of households, individuals, and businesses in South and Southeast Asia.1  
 
Over the past 4 years, the client has studied in detail the social, technological and political context that lead to 
the information disorder (a catch all term that includes misinformation, disinformation, mal information, fake 
news and hate speech) and possible counter measures employed by various stakeholders across Asia.   
 
In relation to a recent study conducted by the client on identifying individual characteristics that make certain 
individuals more susceptible to the information disorder and that very few stakeholders understand the 
effectiveness of the counter measures (interventions) they are engaged in (such as digital literacy capacity 
building or fact checking activities). As one such countermeasure, an educational game was developed in 
collaboration with the Marga Institute. 
 
Building on this proven track record, particularly with “A Fishy Tale”, a media literacy game that that was used a 
measure to counter misinformation, this project seeks to further strengthen democratic participation through 
interactive and engaging learning. 
 
Client in this RFP is aiming to the develop “Play. Learn. Vote”, a voter education game designed to enhance civic 
participation, among youth and first-time voters well as seasoned voters (Component A). The game is expected 
to provide an engaging, interactive platform to learn about electoral processes and build resilience against 
election-related misinformation. As an extension of this, the client is also looking to develop an educational tool 
that can be used during structured training programs conducted by an implementation organization to make the 
sessions more interesting and interactive (Component B). 
 
As part of this, the Client has initiated this request for proposals (RFPs) from qualified game development firms 
to design and develop an interactive game and an interactive educational tool to improve voter education and 
counter election-related misinformation. 
  

 
1 See also www.lirneasia.net  

http://www.lirneasia.net/
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SECTION 3: SCOPE OF WORK 

 
The selected firm will be responsible for the end-to-end development of the interactive game-based educational 
system covering both the public game component (Component A) and the training component (Component B). 
This includes conceptualization, storyline development, game strategy, design, graphics, sound, programming, 
prototyping, and testing across both components. Each stage should involve designers, programmers, artists, 
sound engineers, testers, and project manager/s. The specific requires are given in section 3.1 

 

3.1 COMPONENT A: PUBLIC GAME COMPONENT 

3.1.1 Format 

The public game component should be a highly interactive adventure style digital experience designed for 

independent play by users aged 16 and above. The experience should foster a strong sense of replay ability, 

encouraging users to return through innovative gameplay, storytelling, or dynamic content elements. The focus 

should be on creating an immersive and thrilling experience that appeals to a broad public audience. 

Each gameplay session may last approximately 15-20 minutes. 

3.1.2 Character Selection 

Players should be able to choose from a set of avatars representing diverse Sri Lankan demographics (e.g., 

different age groups, genders, regions). Avatars may have slight variations in perspective or experience to 

highlight inclusivity in the electoral process. 

3.1.3 Storyline & Progression 

The game should take the player through the journey of registering and actively participating in elections 

(Presidential, parliamentary and local government elections should be covered), structured into rounds or 

chapters, including but not limited to: 

• Understanding the voter registration process - what documents are needed, eligibility 

• Understanding democracy - role of voting in representation and governance 

• Understanding the right to vote – learning why voting matters. 

• Civic responsibility - why participation matters and consequences of apathy 

• Preparing for an election – checking voter registration, accessing information 

• Informed decision making - recognizing credible information vs misinformation, handling 

misinformation, and learning verification tips 

• Casting a vote – finding polling stations, navigating the polling process, how to mark a ballot, valid vs 

invalid vote (e.g., secrecy of the ballot, rules at polling stations). 

• Inclusivity scenarios- accessibility for the elderly, disabled 

• Post-election outcomes – understanding how votes are counted and why fairness and transparency are 

important 

3.1.4 Challenges & Missions 

Each round of play may introduce different challenges that simulate real-world decision-making, for example: 

• First-time voter registration 

• Identifying reliable information sources vs misinformation. 

• Overcoming logistical barriers (e.g., finding a polling station, valid ID) 
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• Respecting election laws and polling station rules. 

3.1.5 Scoring & Rewards 

A scoring or reward system will track player performance throughout the game. Correct decisions, such as 

identifying misinformation or casting a valid vote, may be rewarded with points or other incentives. Incorrect 

actions may result in penalties paired with constructive feedback. 

3.1.6 Replay Value 

The game should support multiple playthroughs with different outcomes. 

3.2 COMPONENT B: TRAINING COMPONENT 

3.2.1 Format 

The Training Component shall function as a facilitator-led, session-based tool designed for use in voter education 
programs conducted in classrooms, workshops, community meetings, or training environments. Unlike the self-
guided game experience in Component A, this component must support guided delivery, where a trainer 
initiates and controls the progression of sessions through an administrative interface. 

The tool shall be web-based, accessible on laptops or desktop computers for facilitators, and on mobile devices 
(via browser) for participants. No separate mobile application is required. All user interfaces of both facilitators 
and participants must be mobile responsive to support flexible deployment in the field. 

3.2.2 Session Administration and Flow Control 

Each training session must be initiated and managed by a designated facilitator, who shall be able to: 

• Start, pause, and advance through session content 

• Select or configure activities before or during the session 

• Trigger interactive challenges, quizzes, or decision prompts 
• View participant responses in real time 

• Display shared visual or narrative elements on a projection or main screen (if available) 

Facilitator access must be secured through login credentials or session passcodes to prevent unauthorized 
usage. 

3.2.3 Participant Interaction Model 

Participants will engage with the Training Component using their mobile phones or tablets, responding 
individually to interactive activities such as decision prompts, polls, branching scenarios, or simulated dilemmas. 
While responses may be collected individually, the system must support aggregated or comparative display of 
group outcomes, allowing facilitators to spark discussion or reflection based on collective input. 

3.2.4 Educational Structure and Content Flexibility 

While reusing selected narrative or challenge elements from Component A is encouraged, the Training 
Component must be designed to deliver structured educational content in modular form, aligned with specific 
training objectives. Examples include: 

• Topic-based modules (e.g., misinformation, ethical voting, accessibility, rights and responsibilities) 
• Discussion-ready scenario cases prompting facilitator-led dialogue 



LIRNEasia RFP: Development of an interactive game and an educational tool to improve voter education and countering 

election related misinformation 

 

 10 

• Quick decision tests or knowledge challenges to reinforce key learning points 

Facilitators should be able to select or queue modules based on the audience type (e.g., first-time voters, school 
leavers, women’s groups). 

3.3 COMMON REQUIREMENTS FOR COMPONENT A AND B 

3.3.1 Platform 

The system shall be developed as a web-based application that functions smoothly across all major browsers and 

operating systems. The Public Game Component (Component A) must additionally be packaged as a dedicated 

Android application, to be distributed via the Google Play Store with compatibility starting from Android 12 

onwards. The Training Component (Component B) may remain web-only; however, it must be fully responsive 

and optimised for use on both laptops (for facilitators) and mobile devices (for participants), without requiring a 

separate installation. 

3.3.2 Language Support 

The content shall be provided in Sinhala, Tamil and English, with the users being able to choose to interact with 

the game in the language of choice. 

3.3.3 Administration and Control 

The system shall include a secure administrative console with multi-tier access control. A designated Super 

Administrator must have full visibility over analytics, performance data, and configuration settings across both 

the Public Game Component (Component A) and the Training Component (Component B). The console must 

enable the creation and management of Training Administrators, who will be responsible for configuring and 

operating facilitator-led sessions within Component B. The selected firm is encouraged to recommend additional 

administrative and data management features that can improve usability, security, and system effectiveness. 

3.3.4 Data & Analytics 

The system must include a mechanism for collecting usage and gameplay data for monitoring and evaluation 

purposes. Data should continue to be recorded during offline play, with synchronization once an internet 

connection becomes available. Following approval of the proposal, Client will provide guidance on the type of 

data need to be collected. 

3.3.5 Accessibility (Optional) 

The system shall include an accessibility mode that enables inclusive participation for players with varying 

abilities. Accessibility considerations should address, at minimum, visual, auditory, and motor impairments while 

maintaining as much of the core thrill, immersion and interactivity of the primary experience as possible. 

Compliance with recognized accessibility standards (e.g., WCAG, EAA, ADA or equivalent), is expected where 

practical. The selected firm is encouraged to propose innovative methods or technologies that enhance 

accessibility without diminishing engagement. 

3.3.6 Extendibility: 

The system must be designed for future extension, allowing new scenarios, challenges, or features to be added 

(e.g., providing targeted educational content based on player profile, report election violence or irregularities). 

3.3.7 Software Quality & Security 
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The system must adhere to industry-standard software development practices, including secure coding 

standards, performance optimization for web and mobile devices, robust testing, and compliance with data 

protection and privacy best practices. 

3.3.8 Post-Launch Support 

The selected firm will be responsible for providing support after deployment for bug fixing and incorporating 

feedback given by Client until the completion of the support period. 

 

3.4 OWNERSHIP, LIABILITY, AND LEGAL REQUIREMENTS  

3.4.1 Ownership 

All intellectual property (IP) arising from this project, including source code, graphics, sound, storyline, 

documentation, and related media, shall be assigned to the Client. The selected firm will retain no ownership 

or residual rights to the final products or its derivatives. The selected firm shall not reuse the source code, 

design, or assets of the system for other commercial purposes. 

3.4.2 Disclaimer 

The game must include a liability disclaimer stating that the Client is not responsible for any damages, misuse, 

or outcomes arising from gameplay. 

3.4.3 Source Code Delivery 

The unencrypted source code and all related materials (credentials, data, media, etc.) must be delivered to the 

Client in both physical storage and cloud storage formats. 

 

3.5 DELIVERABLES  

3.5.1 Component A: Public Game Component 
 

a. Game Design Document (GDD) 
• Comprehensive game concept, storyline, and storyboard. 
• Description of characters, user interface, graphic style, and sound concepts. 
• Software architecture, deployment strategy, data handling 
• Accessibility and multilingual implementation plan (Sinhala, Tamil, English). 

 
b. Minimum Viable Product (MVP) 

• A playable prototype of Play. Learn. Vote containing all core gameplay features. 
• Pilot testing with small number of users and partner representatives. 
• Incorporation of feedback prior to full release. 

 
c. Final Game (Full Release) 

• Fully functional versions of the game – Open-access, interactive version for the general public (web 
and Android). 

• Integration of analytics and reporting features. 
• Compliance with accessibility standards and multilingual support. 

 
d. Documentation Package 

• In-game player instructions and help content. 
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• Technical documentation and user manual. 
• Administrative guide for managing training sessions. 
• Source code documentation. 

 
e. Source Code and Media Assets 

• Delivery of complete, unencrypted source code, artwork, and media assets. 
• Submission in both physical (e.g., external drive) and cloud-based formats. 

 
f. Deployment 

• Release of the Android version on the Google Play Store. 
• Launch of the web version accessible through major browsers. 

 
g. Post-Launch Support 

• Bug fixing, performance optimization, and feedback incorporation for an agreed period. 
 
3.5.2 Component B: Training Component 
 

a. Tool Design Document 

• Concept note outlining the learning objectives, structure, and intended outcomes of the educational 
tool. 

• Integration plan detailing how the tool complements Play. Learn. Vote and supports broader voter 
education initiatives. 

• Proposed methods for interactive facilitation and assessment. 
 

b. Prototype of the Educational Tool 

• Functional prototype for testing within a training or workshop setting. 

• Pilot session with those who conduct training sessions. 

• Incorporation of feedback prior to full-scale implementation. 
 

c. Final Educational Tool Package 

• Finalized version of the tool incorporating visual, interactive, or digital learning materials. 

• Guidelines for facilitators, trainers, and educators on effective use. 

• User documentation and accessibility considerations. 
 

d. Documentation Package 
• Tool instructions and help content. 
• Technical documentation and user manual. 

 
e. Source Code and Media Assets 

• Delivery of complete, unencrypted source code, artwork, and media assets. 
• Submission in both physical (e.g., external drive) and cloud-based formats. 

 
f. Deployment and Training Support 

• Orientation for training staff on tool usage. 

• Assistance in integrating the tool into existing civic education or capacity-building programmes. 
 

g.  Post-Implementation Support 

• Provision of technical or content-related support during the rollout phase. 

• Incorporation of user feedback to improve usability and impact. 
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3.6 TIMELINE AND PAYMENT SCHEDULE  

Deliverables/milestone Ideal completion date based on 

current knowledge 

Payment amount 

(% of respective* 

contract value) 

Component A: Public Game Component 
a. Game Design Document (GDD) 
 
Component B: Training Component 
a. Tool design document 

a.  

11th December 2025 10% 

Component A: Public Game Component 
b. Minimum Viable Product (MVP) 
 
Component B: Training Component 
b.Prototype of the Educational Tool 
 

15th January 2025 40% 

Component A: Public Game Component 
c. Final Game (Full Release) 
d. Documentation package 
e. Source Code and Media Assets 
f. Deployment  
 
 
Component B: Training Component 
c. Final Educational Tool Package 
d. Documentation package 
e. Source Code and Media Assets 
f. Deployment and Training Support 
 

30th January 2026 40% 

Component A: Public Game Component 
g. Post-launch Support 
 
Component B: Training Component 
g. Post-Implementation Support 

 

30th April 2026 10% 

All payments are subject to the deliverables being approved for quality and content, and maybe thus altered, or 

withheld accordingly.  

The consultant shall raise invoice only upon the Client approving a given deliverable(s).   

The Client shall make payments no later than 14 days of receiving invoice from the consultant.   

 

*There will two separate contracts for component A and B. refer section 1.1.2. scope of work for more details. 
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ANNEX 1: TECHNICAL PROPOSAL TEMPLATE  

 

 

  

LIRNEasia RFP:   Development of an interactive game and an educational tool to improve voter education 

and countering election related misinformation 

Technical Proposal – Summary details 

Bidder (Authorized Entity) information  

Company name  

Registered address  

Contact person  

Email  

Mobile number  

Collaborating Entity 1 information  

Company name  

Registered address  

Contact details  
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1) The Consultant’s Organization 

1a) Brief profile about the firm leading the bid (Authorized Entity), indicating clearly the presence of legally 

incorporated offices under the prevailing laws in Sri Lanka or any other country (if applicable) and experience in 

working in Sri Lanka (if applicable) in least the past three years. No more than 1 page. Please attach scanned copies 

of Bidder’s valid and current business registrations and independently audited financial accounts for at least two 

years. 
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1b) Brief profile of the first Collaborating Entity indicating clearly the presence of legally incorporated offices 

under the prevailing laws in Sri Lanka or any other country, and have been operating in Sri Lanka for at least the 

past three years. Any prior collaboration with Authorized Entity (if applicable) to be included.  No more than ½ a 

page.  

 

 

 

 

 

 

 

(Duplicate for each Collaborating Entity. Maximum of 3 Firms, including Authorized Entity allowed) 
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1c) For Collaborations only: Exact role and tasks to be performed by each Entity included in this Bid.   

 Tasks 

Authorized Entity: 

<Insert Firm Name> 

1.  

… 

Collaborating Entity 

1: <Insert Firm 

Name> 

1.  

… 

Collaborating Entity 

2: <Insert Firm 

Name> 

1.  

… 
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2) Applicant’s experience and capabilities 

Details of previous relevant experience in developing educational games, civic education tools, or projects related 

to misinformation, elections, or public awareness. Quality and relevance of portfolio samples or case studies. No 

more than 10 examples from within past five years; no more than half a page each. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



LIRNEasia RFP: Development of an interactive game and an educational tool to improve voter education and countering 

election related misinformation 

 

 19 

 

3) Proposed team 

Proposed key team members profiles, highlighting qualifications, skills and relevant experience that demonstrate 

competency in carrying out specific/assigned tasks, as well as indicating proposed role in the project team. No 

more than half a page per team member.  For proposals with more than one firm, clearly indicate which firm each 

team members belongs to.  
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Part 1: Technical proposal for Component A (Public Game Component) 

3.1) Proposed approach to game design and detailed work plan 

Clearly indicate detailed description of the proposed game, highlighting the creativity and feasibility of its design, 

structure, and learning engagement. Use this section to describe the proposed storyline, work plan, and any 

accessibility features to be included. Provide details of the technical components, features and tools that will be 

incorporated. Use up to five pages and annex any proposed artwork, etc. 
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4.1) Proposed plan for maintenance after deployment  

Clearly indicate the proposed maintenance and support mechanism for a period of three months following the 

launch of the game. 
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Part 2: Technical proposal for Component B (Training Component) 

3.2) Proposed approach to tool design and detailed work plan 

Clearly indicate a detailed description of the proposed tool, highlighting the creativity and feasibility of its design, 

structure, and learning engagement. Use this section to describe the proposed storyline, work plan, and any 

accessibility features to be included. Provide details of the technical components, features and tools that will be 

incorporated. Use up to five pages and annex any proposed artwork, etc. 
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4.2) Proposed plan for maintenance after deployment  

Clearly indicate the proposed maintenance and support mechanism for a period of three months following the 

launch of the tool. 



LIRNEasia RFP: Development of an interactive game and an educational tool to improve voter education and countering 

election related misinformation 

 

 25 
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ANNEX 2: FINANCIAL PROPOSAL TEMPLATE   

  

  

LIRNEasia RFP:  Development of an interactive game and an educational tool to improve voter education 

and countering election related misinformation 

Financial Proposal – Summary details 

Bidder (Authorized Entity) information    

Company name    

Registered address    

Contact person    

Email    

Mobile number    

Collaborating Entity 1 information  

Company name  

Registered address  

Contact details  
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Component A: Public Game Component 

 Total Cost in USD (inclusive of all taxes) 

1. Product Development costs   

1.1 Development  

1.2 Deployment and Data Storage  

1.3 Licensing Fees  

1.4 Maintenance   

2. Other costs  

2.1 Documentation  

2.2 Translation and localization  

2.3 Accessibility support (optional)  

2.4 Project management and coordination  

TOTAL COST  

Component B: Training Component 

 Total Cost in USD (inclusive of all taxes) 

1. Product Development costs   

1.1 Development  

1.2 Deployment and Data Storage  

1.3 Licensing Fees  

1.4 Maintenance   

2. Other costs  

2.1 Documentation  

2.2 Translation and localization  
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2.3 Accessibility support (optional)  

2.4 Project management and coordination  

TOTAL COST  
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