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SECTION SF 30 BLOCK 14 CONTINUATION PAGE 

SUMMARY OF CHANGES  

SECTION SF 1449 - CONTINUATION SHEET 

The following have been added by full text: 

        RFP QUESTIONS
1. Will the government provide oversight into the mode in which contractors hire employees (1099 vs. W-2)

Answer: No. 

2.  On the pricing list, for personnel services in locations other than California, each state has different wage determinations. Do we submit the highest listed in order to stay compliant or do we submit an average of all combined?

Answer: Proposed pricing should reflect each offeror’s business decisions.  Offerors, however, must comply with applicable wage determinations.

3.  There are no wage determinations for the categories of Role Player and Mission Manager. Will the government be providing these?

Answer:  The Mission Manager is exempt from DOL labor rates.  Wage Determinations for role player will be provided in a subsequent amendment to the RFP.   

4.  Does hazardous pay differential apply to any or all of the training events?  If so, which events, and will it be a high degree of hazard or a low degree of hazard? Will the government provide oversight to ensure personnel is receiving this pay across the contract?

Answer: No.

5.  The RFP states drug use background checks are required for all personnel. Will one drug use background check suffice for each person for the length of the contract, including option years, across all task orders? Or will each person have to do a drug use background check before each training exercise, or before each option year?

Answer: Sections 7.2 and 8.3 of the PWS has been revised.  The contractor is responsible for providing alcohol and drug free participants for training events.

6.  Is there a time period in which the personnel performing support during a training exercise will have to complete a drug use background check beforehand?

Answer: Sections 7.2 and 8.3 of the PWS has been revised. The contractor is responsible for providing alcohol and drug free participants for training events.  

7.  What are the key personnel positions on this contract?

Answer: The critical position in the contract is the mission manager. The mission manager must be able to control the role players and UXO technicians across large exercise areas and work closely with the supported command. NECC’s preference is not to have a new mission manager for every exercise. Having continuity with mission managers reduces logistical difficulties (gate access, transport, and role player assignments) and confusion over roles and responsibilities.

8.  Will key personnel resumes need to be submitted along with the proposal?

Answer: Resumes are not required.

9.  PWS section 9.1.2 The Task Order will identify the training dates of the training event. The COR/COTR will notify the contractor in the event times must be adjusted due to adverse weather or training conditions for the health and safety of all personnel. Can the Government provide draft list of training events dates and locations scheduled for FY 16 and FY 17? 

Answer: No. Training schedules are normally planned 6-8 months out, but can change with changes in deployment schedules, availability of training ranges, and/or loss of training assets (helicopters, small boats, or air lift).

10.  Is Government billeting provided during the training event(s)?

Answer: No.

11.  Will the government require that role player geographical movements be severely restricted, and limit their personal activities during the time they are supporting the exercise training event?   

Answer: Yes. Training ranges are controlled and often multiple units will be using the training ranges. For the safety of personnel, role players will be escorted into and out of the training ranges. Certain training ranges require the role players to be U.S. nationals.

12.  Will the Government allow a one week extension to submit proposal to 19 Apr 16?

Answer: No.

13.  Regarding instructions for Past Performance (RFP pg. 16, Vol. II – Factor II – Past Performance section), “Will the Gov’t consider on-going work as a Past Performance reference?”

Answer: Yes.  On-going work is “work experience already performed”.   

14.  Regarding page limits (RFP pg. 19, Proposal Format section note), “Will a cover page defined as a graphic portrayal of work to be performed with company and customer logos, plus company administrative data be allowed and if so, will it be inclusive or exclusive of the page limit for that part of the proposal?”

Answer: Inclusive.

The following have been modified: 

        PERFORMANCE WORK STATEMENT
[image: image3.wmf]AMENDMENT OF SOLICITATION/MODIFICATION OF CONTRACT

Except as provided herein, all terms and conditions of the document referenced in Item 9A or 10A, as heretofore changed, remains unchanged and in full force and effect.
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PERFORMANCE WORK STATEMENT (PWS)

FOR

PRE-DEPLOYMENT TRAINING EXERCISE 

SUPPORT 
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(NECC)

October 29, 2015
1.0  BACKGROUND  

Navy Expeditionary Combat Command (NECC), established in January 2006, serves as the single functional command for the Navy’s expeditionary forces and as central management for the readiness, resources, staffing, training and equipping of those forces.  NECC consolidates, aligns and integrates diverse expeditionary capabilities and combat support elements to create consistent expeditionary practices, procedures, requirements and logistics in the battle space.  

To meet mission requirements, NECC must conduct a continuing series of pre-deployment training exercise events at various DOD and non-DOD training sites throughout the United States.  Training units consist of different elements within the Naval Expeditionary Combat Command.  The training support services shall require the employment of Subject Matter Experts in Foreign Languages, Combat Arms and Maritime/Riverine Specialists.   Role Players and Subject Matter Experts act as Foreign Language Speakers, Civilians on the Battlefield, insurgents, terrorists, military/police units and other personnel encountered in the intended Area of Operations.  

1.1 SCOPE 

This Performance Work Statement defines the Civilians in the Battlefield training support services and training aids for Combat Arms Units, Combat Support Units, and other U.S. Navy or host installation resources engaged in pre-deployment training to be provided by the Contractor on an individual Task Order basis. Training services include: Role Players, Makeup Artists, Set Builders and Program Management; Training aids include: Vehicles, Store Front Facings, Watercraft, Blank Weapons and other battlefield effects required to provide training environments that simulate real-world conditions.  

2.0 ACRONYMS/DEFINATIONS

2.1  Acronyms
AAR

After Action Review

ACOR

Alternate Contracting Officer Representative

AO

Area of Operation

BFA

Blank Firing Adaptor

BFX

Battlefield Effects Simulations

CBRN
      Chemical, Biological, Radiological-Nuclear

CE/SSE       Combat Exploitation/Sensitive Site Exploitation

CONUS      Continental United States

COR 
Contracting Officer Representative

COB

Civilian on the Battlefield

CNO 
Chief of Naval Operations

CSG/ESG   Carrier Strike Groups/Expeditionary Strike Groups

CVB

Civilian Vehicle on the Battlefield

DOB

Date of Birth

DOD  
Department of Defense

DON  
Department of Navy

ENDEX
The end of an exercise, usually a performance-oriented exercise

EOD  
Explosive Ordnance Disposal

FLS

Foreign Language Specialist

FRP  
Fleet Response Plan

GFE  

Government Furnished Equipment

GFF  
Government Furnished Facilities

GFI   
Government Furnished Information

HME  
Home Made Explosives

HUMINT    Human Derived Intelligence

IAW

In Accordance With

IDS  
Intrusion Detection System

IED  
Improvised Explosive Device

JTR

Joint Travel Regulations

KO  
Contracting Officer

MCM  
Mine Countermeasure

MSC  
Military Sealift Command

MSEL
Master Scenario Event List: 

NECC         Navy Expeditionary Combat Command

NEPA
National Environmental Policy Act

NLT

No Later Than

NSWRONS Naval Special Warfare Squadrons

OEF

Operation Enduring Freedom

OSHA 

Occupational Safety & Health Act

PCO  
Procuring Contracting Officer

PCS

Permanent Change of Station

PMO

Provost Marshall Office

POB
Place of Birth

POC
Point of Contact

POP  
Period of Performance

POV

Privately Owned Vehicle

PTP

Pre-Deployment Training Program

PWS           Performance Work Statement

QA  
Quality Assurance

QASP  
Quality Assurance Surveillance Plan

QCP  
Quality Control Plan

RP

Role Player

RPG

Rocket Propelled Grenade 

SESAMS
Special Effects Small Arms Marking System 

SME

Subject Matter Expert

SOF  
Special Operations Force

SOSO

Stability Operations and Support Operations

SSN

Social Security Number

SVBIED 
Stationary Vehicle Bourne IED

TA              Technical Assistant

TPOC  
Technical Point of Contact

TSB

Training Support Brigade

TDY

Temporary Duty

VBIED  
Vehicle Borne Improvised Explosive Device
2.2 Definitions

Each:  A single unit of issue for one-time use.  IEDs, ammo, and scent generating cartridges, for example, are identified as a one-time use items due to their inability for re-use once used, and therefore have a unit of issue as “each”. When the government orders items categorized with this unit of issue, they will notify the Awardees how many of said items are to be provided for the training event.  For example, if the government requires 100 bullets to be used during a 3 day training event, the government will order 100 bullets.  

Each per training event:  A single unit of issue for multi-time use items.  Uniforms, scent generating machine, documentation, and other identified village props, for example, are identified as multi-time use items due to their ability to be re-used more than once during the course of the training event, and therefore have a unit of issue as “each per training event”.  When the government orders items categorized with this unit of issue, they will notify the Awardees how many of said items are to be provided for the duration of the training event.  For example, if 10 Role Players are required for a period of 3 days, the government will order 10 uniforms to be provided.  The government will not order 30 uniforms.

Per Day:  A single unit of issue that represents a full day, consisting of a twenty-four hour period.  While the unit may not be in full use during the entire 24-hour period, it must be available for use during the 24-hour period as required by the training event. When the government orders items categorized with this unit of issue, they will notify the Awardees how many of said items, and how many days, are to be provided for the training event.  For example, if the government requires the use of 2 watercraft for one-day during a five-day training event, the government will order 2 days of boat usage. Typically, items such as watercraft are not used for an entire 24-hour period and are commonly used for a period of 8 – 10 hours during the actual training event.

Hour:  A single unit of issue that represents one-hour of support.  Hours will be applied to personnel travel, when traveling to and from training events that are beyond the 50-mile radius; to safety briefs at the training event; and time during the training event until the event is completed for the day.  Hours shall not be applied to local travel, to travel to/from lodging sites to/from the training site, during meal breaks, or during other periods when support is not being provided. When the government orders items categorized with this unit of issue, they will notify the Awardees how many of said items and how many hours are to be provided for the training event.  For example, if the government requires (2) Role Players for a 2-day training event of 8- hours per day, inside of the 50-mile radius of their location, the government will order (16) hours of Role Player support.  However, if the Role Players are outside of the 50-mile radius and require (4) hours of travel to the training site, the Awardee can propose the additional (4) hours of support, and the government will order (24) hours of Role Player support to compensate for the additional time required for travel.   

3.0 PERIOD OF PERFORMANCE  

The base period of performance for this contract is anticipated to begin on 15 September 2016 and continue through 14 September 2017.  As illustrated in the below table, the contract will contain a twelve (12) month base period and four (4) twelve (12) month option periods.  

	Base Year 
	15 September 2016 to 14 September 2017

	Option I

	15 September 2017 to 14 September 2018

	Option II

	15 September 2018 to 14 September 2019

	Option III
	15 September 2019 to 14 September 2020

	Option IV
	15 September 2020 to 14 September 2021


4.0 Place of Performance 

Efforts under this PWS will take place at U.S. Navy installation or DOD host installations that have the capabilities to provide training venues.  It is anticipated that training will occur at the following locations, however may include additional CONUS locations as required for future events.

Camp Shelby, MS

Gulf Port, MS

China Lake, CA

San Diego, CA

Fort Hunter Liggett, CA

Dam Neck, Virginia Beach, VA

Joint Operations Base-Little Creek, Virginia Beach, VA

Joint Operations Base-Little Creek, Fort Story, Virginia Beach, VA
Camp Pendleton, Virginia Beach, VA
Cheatham Annex, Yorktown, VA
Ft. Pickett, VA
Pearl Harbor, HI
4.1 Travel IS AUTHORIZED to accomplish this contract. Travel will be identified in the individual Task Orders and will include such travel expenses as: airfare, per diem, rental car, local travel and miscellaneous expenses as authorized by the JTR. Costs for transportation may be based upon mileage rates, actual costs incurred, or a combination thereof, provided the method used results in a reasonable charge. No mileage, or other travel, costs will be incurred when travel is within a 50-mile radius of the primary work location.

4.2 Travel costs will be considered reasonable and allowable only to the extent that they do not exceed, on a daily basis, the maximum per diem rates in effect at the time of the travel. The Joint Travel Regulations (JTR), while not wholly applicable to contractors, shall provide the basis for the determination as to reasonable and allowable. Maximum use is to be made of the lowest available customary standard coach or equivalent airfare accommodations available during normal business hours. All necessary travel meeting the above criteria shall be approved in advance by the COR. Exceptions to these guidelines shall be approved in advance by the Contracting Officer or his Designee. 
4.3 Shipping:  Shipping IS AUTHORIZED to accomplish this contract.  Shipping will be identified in the individual Task Orders.  Costs for shipping will be based on the actual costs incurred; provided that the method is reasonable and results in a reasonable charge.  
4.4 Vehicles:  In the event that vehicles are required for use by the Contractor during the training event, the government will reimburse those costs, and fuel, as part of the Contractor’s travel costs.

5.0 GOVERNMENT FURNISHED FACILITIES, EQUIPMENT AND SERVICES

The Contractor shall be responsible for safeguarding all Government property provided for Contractor use.  At the close of each work period, Government facilities, equipment, and materials shall be returned to the designated representative.

At the completion of performance of the contract, the Contractor, as directed by the Contracting Officer, shall return to the Government all Government-furnished property not consumed in the performance of this contract.

5.1 Services.  The Government will provide trash collection points and sanitary facilities for use in a field environment.   The government will not provide water for role player consumption.  
5.1.1 Showers/Restrooms. Showers and restrooms may be available to Role Players if located at the training venue.
5.2 Emergency Medical Treatment.  Routine medical services for contractor personnel are the responsibility of the Contractor.  However, wherever Government facilities are available, the Government may provide, on an emergency basis, medical services for job related injuries where there is loss or threat of loss of life, limb, or eyesight while an employee is performing under this contract.  See paragraph 5.9 for emergency reporting procedures.  The Contractor shall reimburse the Government for any medical services provided, to include base contracted “life flight” services.

5.3 Government Approved Communications.  The Government will not provide Contractor’s on-site management staff with radio communication devices. 

5.4 Topographical Maps, drawings and sketches.  The Government will furnish topographical maps, drawings, sketches, photographs, and publications identified as insurgent documentation for use by the Contractor as necessary in support of training exercises.  The contractor shall return all issued material at the conclusion of each training cycle.

5.5 Storage Area.  The Government will not provide storage facilities for contractor provided equipment, props, weapons, BFX, ammunition, personal gear, costumes, and other event related materials.  However the Government will provide a lay down area for Contractor provided storage containers for the purpose of storing contractor equipment, munitions, and other related event materials.  Contractor shall provide security for munitions and weapons storage while on Government facilities.  The contractor will be required to provide off-base storage for weapons and munitions storage at Fort Story, VA, during both mission dates and non-mission dates.   

6.0 CONTRACTOR FURNISHED FACILITIES, EQUIPMENT AND SERVICES

In addition to the requirements addressed in Attachment I of this PWS, the Contractor shall provide the following:

6.1 Contractor Identification.  Contractor personnel shall be required to identify themselves as a Contractor when not performing as Role Players.  The Contractor shall provide identification cards to its workers identifying them as Contractors with the following (at a minimum) requirements: Name, Contractors Organization, current picture and expiration date of the identification card.  Contractor employees shall be required to display their contractor issued identification cards at all times when not performing as Role Players.  
6.2 Transportation.  The contractor shall provide transportation for all contractor personnel from off-site locations to the training areas, and as needed to execute the requirements of this contract, unless otherwise addressed in the individual Task Order.  This includes group movements to and from the training area, in and about the training area as directed by the exercise control group and the off-site rendezvous location as required by the training schedule.  The contractor shall be responsible for Role Players to be at the designated area to meet the training schedule.  All vehicle drivers shall maintain a valid driver license for the type of vehicle driven. 

6.2.1 Contractor Vehicles. Only approved Contractor vehicles for use by management and the delivery of equipment will be allowed in the training area for training exercise support. Contractor vehicles must be a 4X4 SUV, truck or van.  The approved vehicles shall be visually marked with the company name and identified as contractor vehicles.  SUVs will be limited to key management personnel on the contractor’s staff.

6.2.2 Vehicle Operation.  Any role player driving a vehicle shall possess a valid and current  state-issued driver’s license and shall attend an installation-specific operator’s safety brief and be capable of operating contractor provided, non-tactical vehicles used in the training exercises.  At the end of each training exercise, the Government will designate a storage location for vehicles used in the training exercises.  

6.2.3 Privately Owned Vehicles and Parking.  The Contractor shall not allow Privately Owned Vehicles (POV’s) into the training area.  All POV’s shall be operated in accordance with (IAW) base regulations.  POVs shall be operated at the training areas only with valid drivers’ license, insurance, registration and must contain a valid base pass.  Driving shall be limited to driving only within the base’s main-side area and most direct route to/from the designated training site.  The contractor shall meet all NEPA regulations with respect to vehicle operation and parking.  

6.2.4 Cell Phone Operations. DoD installations are hands-free cell phone bases.  Any cell phone operation while driving on base must be hands free equipped. 

6.2.5 Fuel.  The Contractor is responsible for all gasoline and diesel fuel needed to operate contractor vehicles.

6.2.6 Vehicle Registration.  Prior to commencement of performance at each location, the Contractor shall insure vehicles are registered in accordance with the guidelines at each individual location.

6.3 Radios.  Contractor shall provide their own 2-way communication.  

6.4 On-Site Personnel Support.  The contractor shall ensure all on-site Contractor personnel are fully supported while on site (e.g., wearing appropriate clothing items/footwear for inclement weather, any items for personal comfort and any food items needed for the duration of training, to include water.).

6.5 Hazardous Material. The contractor shall be responsible for any necessary cleanup of hazardous material spills or leaks from Contractor provided watercraft or vehicles.
7.0 SAFETY and Security
Safety is of the utmost concern to the government during the training events, due to the risks that are presented.  It is imperative that all Contractor personnel participating under this contract have the highest level of experience and the formal training qualifications possible to ensure that risk to all is mitigated to an acceptable level.   Furthermore, the field of Special Operations is very unique; therefore, NECC is considered very unique and requires experienced personnel who are qualified in supporting exercises simulating the support NECC provides to Special Operations units in combat situations.  This is to ensure the government receives the safest and most comprehensive training product possible.
7.1 Safety.  Contractors operating aboard training areas and military bases are required to comply with Base safety orders and applicable State and Federal safety regulations.  The Contractor shall provide a copy of their safety plan to the COR prior to beginning any work.  Contractor shall ensure the job site is maintained in a safe and healthful condition at all times.  

7.1.1   Emergency Reporting.  Emergencies should be reported by calling 9-1-1, whether from cellular phones or from any fixed facility location.  Alternate emergency numbers, if available, will be provided at the IPC for that installation.

7.1.2 Personnel Safety Training.  All contractor supervisory personnel shall attend any United States Navy (USN) base/unit required safety training classes (e.g.  Base Rules and Regulations, Unexploded Ordnance (UXO) briefings, National Environmental Policy Act (NEPA) environmental briefings, security briefings, and Safety/Hazardous Material briefings).  

7.1.3 Safety Briefs. NECC will provide range safety briefs to all Contractor Staff/Line Coaches (LC’s)/Battlefield Effects (BFX) Tech’s/RP’s prior to each training evolution and will be coordinated through the unit/training Officer-in-Charge (OIC).  The brief shall take place during the “preparation” day.

7.1.4 Adherence to OSHA Regulatory Standards.  The Contractor shall adhere to the requirements established by OSHA regulation 1910.142. Accidents and mishaps equal to or exceeding $2,000.00 involving Government property, Government employees, or contractor employees that are OSHA reportable shall be reported to the COR/COTR, Contracting Officer and appropriate safety office within one hour of the occurrence. 

7.1.5 Personnel Standards. Personnel found to be intoxicated, or under the influence of medications, of either legal or illegal substance, that may impair their motor skills or judgment, will be removed.

7.2 Contractor Personnel Access to Military Training Areas.  The Contractor shall conduct criminal commercial background checks on employees operating in the specified training area, and shall provide to the COR a list of personnel who shall require access to the installation.  The Contractor shall provide a vetting roster to NECC installation’s unit/training OIC (cc: to the installation NCIS representative) for distribution to the installation Security Manager, who will conduct additional screening.  Any contractor employee identified as unacceptable will be denied base access.   Base access roster formats may vary from installation to installation.  Format and lead-time should be covered during initial planning to ensure rosters are submitted in a timely manner for base-force protection agencies to complete any additional checks they require by their respective standard operating procedure (SOP).  Some installations are covered by the Rapid gate ™ system and personnel will need to be badged in order to access the base outside normal pass and tag operating hours.  Basic vetting rosters shall contain the following information in the visit request:  Company POC and company POC phone number, contract number, to & from dates of visit, local POC phone number; name (F/MI/L) of each visitor, including, their SSN, DOB, POB, Driver License, citizenship.   The contractor will be notified within 5 days of receipt of visit request the status of base clearance.  The unit POC will provide program management officer (PMO) with the above information, along with a Training Execution Plan (TEP), and coordinate entrance to the installation.  The TEP provides training start/end times and location of training/contractor personnel.   

7.2.1 Daily Base Access.  All personnel shall be required to provide a current, unexpired Federal or State approved form of identification (Driver License, Passport, ID card, etc.) to enter the installation.  Personnel without the proper identification will not be allowed to enter the installation.  Personnel may require obtaining an Official Visitors Badge (OVB) from a unit representative or having a Rapidgate™ badge for participating bases.  Bases covered under the Rapidgate™ process require a base sponsor to the contractor and under the multi-installation access option require a representative at each base. 

7.4 Classified Information. As a rule the contractor shall not have access to classified information; however, should classified documents come into the possession of the Contractor, the Contractor shall immediately contact the COR/COTR for disposition instructions.

7.5 Contractor Personnel Security.  There are no security requirements for this contract.
8.0 CONTRACTOR PERSONNEL

8.1 Personnel. 

8.1.1 Project Management.  Removed.  

8.1.2 A Mission Manager and assigned support staff shall be available to the training event at all times during each training exercise. The Mission Manager is responsible for managing and performing all tasks published in the task execution plan.

8.1.3 The Contractor shall provide experienced mission managers, lane controllers, role players and project managers to fully support the following NECC training topics/scenarios: Combat sea-based terrorism and illegal activities (transporting weapons, hijacking, piracy, human trafficking); training to provide flexible, capable and ready maritime expeditionary intelligence forces (Tactical Ground Human Intelligence (HUMINT), Tactical Maritime HUMINT and Intelligence Exploitation, Expeditions Intelligence Analysis & Tactical Electronic Warfare/Information Operations); Port and Air Cargo handling missions; Maritime Civil Affairs Capabilities and Security Force Assistance (SFA) Mobile Training teams (Small Boat Operations and Tactics, Maritime Combat Operations, Weapons Handling, Anti-Terrorism/Force Protection and Expeditionary Security).

8.2 All personnel shall be authorized to work in the United States (US Citizens or legal aliens with proper I-9 and E-verify documentation), some bases may require U.S. citizens only; and all shall be a minimum 18 years of age. 

8.3 All personnel shall pass a criminal commercial background check.  

8.3.1 Personnel unable to pass a background investigation or a drug use background check cannot gain access to base installations, and will therefore be unable to participant in the training event.  

8.3.2.  Due to potential safety risks involved in this type of training,  the contractor shall ensure all training event participants are alcohol and drug free. 
8.4 The contractor shall provide Role Players with appropriate language skills to emulate the appropriate theater of operations.  The specific duties of these Role Players shall include reinforcing correct pronunciation of simple, appropriate phrases and cultural habits, while acting as FLS and Role Players under the construct of the Task Order.

8.5 The contractor shall ensure Role Players refrain from speaking English or speak only broken English when interacting with the training unit while actively performing training.  

8.6 Contractor qualifications.  The Government reserves the right to review the qualifications of the Contractor’s staff to ensure compliance with the intent of the work statement

9.0 TRAINING EXECUTION AND SCHEDULING

9.1 Task Orders.  Training plans will be communicated to the Contractor in the issuance of Task Orders.  

9.1.1 The Task Orders will determine the specific nature of the training mission; any required scenario development; training objective; the composition and roles required of the COBs/FLS; list of props, Battlefield Effects (BFX) and other materials required.  The Task Order will identify role player specialized duties (i.e. municipal billets such as the local mayor, tribal sheik, bus driver, school teacher, etc).  Additionally, some role players will be general population, indigenous Army personnel and/or indigenous uniformed police.  Civilians on the Battlefield (COB) billets can also include Non-Governmental Organization (NGO) personnel playing media personnel, medical.
9.1.2 The Task Order will identify the training dates of the training event. The COR/COTR will notify the contractor in the event times must be adjusted due to adverse weather or training conditions for the health and safety of all personnel.  

9.1.3 The Contractor will be provided no less than 15 days written notice of the scheduling of a training event.  In the event the government is unable to provide a 15 day written notification, the Contractor is not obligated to support the training event.  

9.1.4 All scheduling of training events will be conducted by the COR, Alternate COR or the Contracting Officer.  Training events scheduled by unauthorized personnel will not constitute as a commitment by the government.

9.2 Training may be conducted at up to four fixed sites simultaneously.  In addition, mounted patrolling operations may be exercised continuously throughout each training cycle.  Training support may occur for 24-hour continuous training periods.  Training day may consist of up two shifts not to exceed 12 hours per shift. Manning levels may be adjusted by time to cover the required training periods.

10.0 DELIVERABLES

10.1   Develop a Task Execution Plan (TEP).  The contractor may be required to develop a task execution plan based upon the requirements identified in the Task Order specific to each training venue and detail how and to what extent that the contractor shall execute the requirements under Task Order.  

10.1.1 The TEP shall provide a level of detail that will allow the Government to assess the contractor’s ability to plan, manage, conduct and support the requirements specified in the PWS.

10.1.2 The TEP shall describe in detail the Contractor’s approach to managing the role players to act as COB, detainees, indigenous army and police personnel and casualties at the designated training area, in relation to the scheduled training events on the training events matrix.  

10.1.3 The TEP shall be submitted to the Contracting Officer Representative (COR) and Alternate Contracting Officer Representative (ACOR), if applicable, no later than (NLT) seven (7) days prior to the first training day, or as required by the Task Order.  The entire plan will be reviewed and approved by the COR or ACOR in his/her absence, prior to execution of the first formal training exercise, or otherwise indicated in the Task Order. 

10.1.4 The TEP shall be provided to the government no later than five (5) working days prior to the start of each training exercise. 

10.2 Safety Plan. The Contractor shall provide a copy of their safety plan to the COR, NLT no later than (NLT) seven (7) days prior to the first training day.  The entire plan will be reviewed and approved by the COR or ACOR in his/her absence, prior to execution of the first formal training exercise.

10.3 Personnel List. The Contractor shall provide to the COR a list of personnel who will require access to the installation for training events, NLT no later than (NLT) fifteen (15) days prior to the first training day.  The Contractor shall provide a vetting roster to NECC installation’s unit/training OIC (cc: to the installation NCIS representative) for distribution to the installation Security Manager, who will conduct additional screening.  Any contractor employee identified as unacceptable will be denied base access.   Base access roster formats may vary from installation to installation.  Basic vetting rosters shall contain the following information in the visit request :  Company POC and company POC phone number, contract number, to & from dates of visit, local POC phone number; name (F/MI/L) of each visitor, including, their SSN, DOB, POB, Driver License, citizenship.   

10.3.1 The contractor will be notified within 5 days of receipt of visit request the status of base clearance.  

11.0       QUALITY CONTROL

11.1 Quality Control Plan. The Contractor shall establish and maintain a complete Quality Control Plan to ensure the requirements of the contract are performed as specified.  Contractor’s Quality Control Plan shall be provided to the COR/ACOR.  A copy must be provided to the Contracting Officer within ten (10) days after contract start date and as changes occur.

11.2 Quality Assurance.  The Government will evaluate the Contractor’s performance under this contract based on the Performance Work Statement.  The Government will record all surveillance observations.  When an observation indicates defective performance, the Contracting Officer’s Representative (COR) will request the Contractor’s representative to initial the observation and make corrections at no cost to the Government.  Contractor personnel shall be subject to impromptu and scheduled physical inspections throughout the period of performance.
12.0 QUALITY ASSURANCE SURVEILLANCE PLAN (QASP) FOR NON-PERSONAL SERVICES
Purpose:  To ensure that the Government has an effective and systematic method of surveillance for the services in the PWS.  The QASP will be used primarily as a tool to verify that the contractor is performing all services required by the PWS in a timely, accurate and complete fashion.

1.
 Critical performance processes and requirements.   Critical to the performance of training instruction is the effective, accurate and thorough completion of all contract/task order requirements.

2.
 Performance Standards


a.
Schedule - The due dates for deliverables and the actual accomplishment of the schedule will be assessed against original due dates and milestones established for the contract or task order(s).


b.
Deliverables – The deliverables required to be submitted will be assessed against the specifications for the deliverables detailed in the contract/task order(s) and the Quality Control Plan (QCP), if required by the contract, for the required content, quality, timeliness, and accuracy.


c.
Past Performance - In addition to any schedule, deliverables, and cost aspects of performance discussed above, pursuant to FAR 42.15, the Government will assess the contractor’s record of conforming to contract requirements and to standards of good workmanship, the contractor’s adherence to contract schedules including the administrative aspects of performance, the contractor’s history of reasonable and cooperative behavior and commitment to customer satisfaction, and the contractor’s business-like concern for the interest of the customer.

3.
Surveillance methods:  The primary methods of surveillance used to monitor performance of this contract will include, but not be limited to periodic or scheduled inspection, and validated customer complaints.  

4.
 Performance Measurement:  Performance will be measured in accordance with the following table:

	 
	 
	 
	 
	 

	Performance Element
	Performance Requirement
	Surveillance Method
	Frequency
	Acceptable Quality Level

	Contract Deliverables
	Provision of all contracted role players, exercise effects and props.
	Random visits and command/customer appraisals.
	At least once per quarter.
	100% delivery of contracted services.

	Monthly Contract

Performance
	Monthly contract performance report from vendor(s).
	Exercise visits, TA reports, command assessments.
	NLT 5 working days after each exercise event is completed.
	100% delivery of contracted services. 

	
	
	
	
	

	
	
	
	
	

	Overall Contract Performance
	Overall contract performance of sufficient quality to earn a Satisfactory (or higher) rating in the COR’s annual report on Contractor Performance
	Assessment by the COR and Technical Assistants.  

· Observe sampling of conducted events by TA/COR

· With multiple award, at least one observed event per vendor
	NLT 30 after completion of contract.
	>90% of all performance elements rated Satisfactory (or higher)

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	Invoicing
	Monthly/event invoices per contract procedures are timely and accurate.
	Review & acceptance of the invoice
	Monthly or by event determined by contract award type.
	100% accuracy

	
	
	
	
	

	
	
	
	
	


13.0  ENTERPRISE-WIDE CONTRACTOR MANPOWER REPORTING APPLICATION (ECMRA):  

The contractor shall report ALL contractor labor hours (including subcontractor labor hours) required for performance of services provided under this contract for the [named component] via a secure data collection site.  Contracted services excluded from reporting are based on Product Service Codes (PSCs).  The excluded PSCs are:


(1) W, Lease/Rental of Equipment


(2) X, Lease/Rental of Facilities


(3) Y, Construction of Structures and Facilities


(4) S, Utilities Only


(5) V, Freight and Shipping Only

The contractor is required to completely fill in all required data fields using the following web address https://doncmra.nmci.navy.mil.  

Reporting inputs will be for the labor executed during the period of performance during each Government fiscal year (FY), which runs October 1 through September 30.  While inputs may be reported any time during the FY, all data shall be reported no later than October 31 of each calendar year.  Contractors may direct questions to the help desk, linked at https://doncmra.nmci.navy.mil.

Contracting Officer Representative (COR):  

The NECC COR is responsible for technical management of this program.  The PCO (Procuring Contracting Officer) is the only person authorized to make and approve changes to this PWS or contract.  The NECC COR will also serve as the Contracting Officer’s Technical Point of Contact (TPOC).  
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ATTACHMENT I

PERFORMANCE WORK STATEMENT (PWS)

FOR

PRE-DEPLOYMENT TRAINING EXERCISE 

SUPPORT 
To Support The

U.S. NAVY EXPEDITIONARY COMBAT COMMAND 

(NECC)

October 29, 2012

1.0 SCOPE 

This catalog defines the Civilians in the Battlefield training support services and training aids for Combat Arms Units, Combat Support Units, and other U.S. Navy or host installation resources engaged in pre-deployment training to be provided by the Contractor on an individual Task Order basis. Training services include: Role Players, Makeup Artists, Set Builders and Program Management; Training aids include: Vehicles, Store front facings, watercraft, blank weapons and other battlefield effects required to provide training environments that simulate real-world conditions.  

In addition to the requirements addressed in para 6.0 of the PWS, the Contractor shall provide the following:

2.0 PERSONNEL

2.1. Mission Manager: The Mission Manager is a dedicated person, responsible for managing and ensuring 

performance of all tasks published in the task execution plan. Responsible for planning and coordinating the 
training exercise based on the unit training schedule and operations requirements.  This person identifies the 
role player and instruction support, the special effects, vehicles and locations to be used.  Advises the unit 
trainers in the best methods to coordinate the special effects and role players into scenarios to achieve the 
training objectives.  The Mission Manager is required to be on-site for each training event.

2.2. Role Player: The Contractor shall provide Role Players with appropriate language skills to emulate the appropriate theater of operations.  The specific duties of these Role Players shall include reinforcing correct pronunciation of simple, appropriate phrases and cultural habits, while acting as FLS and Role Players under the Task Order.  Task Orders will identify role player specialized duties (i.e. municipal billets such as the local mayor, tribal sheik, bus driver, school teacher, etc.).  Some role players may be general population, indigenous Army personnel and/or indigenous uniformed police.  Civilians on the Battlefield (COB) billets can also include Non-Governmental Organization (NGO) personnel playing media personnel, medical.

2.2.1 Role Players shall refrain from speaking English or speak only broken English when interacting with the training unit while actively performing training.  Role players shall possess the acting ability to deliver a performance that has continuity in emotion, energy, speed, and reality appropriate to the scenario.  Role players shall possess the knowledge of the appropriate weapons and tactics to be used during training.  

2.2.2 The Language specialist requirement may not be applicable in all situations.  Requirement is for appearance.  Roll players are expected to speak English (in-roll situation these are normally non-speaking rolls. If speaking is required, it will be in broken English).

1) Micronesian

2) East Asian

3) Afghanistan

4) South America (Various)

5) Pacific Rim Nations

6) African Nations (ex. HOJA)

7) Other nationalities as identified during the IPC
2.2.3 The FLS shall support the tactical language requirement for the exercise and/or act as indigenous village populace and officials to provide cultural and tactical language realism to the training environments and scenarios. 

1)
Arabic, Dari


2)
Arabic, Pashtu


3)
French


4)
Spanish


5)
Swahili


6)
Tagalog


7)
Somali

2.2.4 Role Players are required for up to 12 hours per day, to participate in either day training events or night training events, as determined by the Task Order.

2.3. Exhibits Specialist I (Moulage): A wound makeup artists who can create realistic wounds and simulations that give military personnel trauma care training under realistic combat operations in the field. Moulage can also simulate the effects of chemical, biological, radiological, nuclear or high-yield explosive (CBRNE) events. Exhibits Specialists are required for up to 12 hours per day, to participate in either day training events or night training events, as determined by the Task Order.
2.4. Technical Instructor (SME I): possesses the acting ability to deliver a performance that has continuity in emotion, energy, speed, and reality appropriate to the scenario.  The SME I must possess knowledge of the appropriate weapons and tactics to be used during training.  This individual is a former military member with knowledge of United States Army or Marine Military tactics post 9/11 and has a basic understanding of military operations. The SME I must be able to serve as an interrogation SME/Military Source Operations SME/Role Player for Joint HUMINT exercises. SME I’s are required for up to 12 hours per day, to participate in either day training events or night training events, as determined by the Task Order. 

2.5. Technical Instructor, Boat Tactics SME (SME I): The owners/drivers of the vessels used during the training exercise. Have the capability to perform tactical movements. Operate a variety of watercraft duties while portraying Host Nation Security, Insurgent, OpFor Indigenous Role Player during military training missions. Riverine Operations SME (Technical Instructor: SWCC/Level II Coxswain Qualified). Technical Instructors are required for up to 12 hours per day, to participate in either day training events or night training events, as determined by the Task Order. SME experience must be post 1990 to ensure currency with modern military operations and tactics.
2.6. Tech Instructor (SME II): possesses the acting ability to deliver a performance that has continuity in emotion, energy, speed, and reality appropriate to the scenario.  The SME II must possess knowledge of the appropriate weapons and tactics to be used during training.  This individual is a former Army, Marine or Navy military member who has Special Operations/Forces experience with knowledge of United States Military Special Operations tactics post 9/11. The SME II must be able to serve as a Senior Level Training and Development Specialist in support of HUMINT exercises. Act as Group Leader; and provides feedback to students for future development; Participating in the testing of students to insure progress in learning; Conduct platform instruction. Employees may be asked to realistically, accurately and convincingly portray human intelligence sources in a variety of role playing scenarios, in diversified settings and environments. Technical Instructors are required for up to 12 hours per day, to participate in either day training events or night training events, as determined by the Task Order. 
2.7. Material Coordinator: Directs availability and allocation of materials, supplies, and finished products. Redesigns the movement of goods to maximize value and minimize costs. Manage subcontractor activities, reviewing proposals, developing performance specifications, and serving as liaisons between subcontractors and organizations. Material Coordinators are required for up to 12 hours per day, to participate in either day training events or night training events, as determined by the Task Order. 

2.8. UXO Tech I/Lane Controller: Coordinates effective lane training to our role players. Knowledge and comprehension of clearance of ranges and impact areas, explosives and explosive effects, fuse functioning, ordnance safety precautions, identification of surface fired ordnance, air launched ordnance, chemical ordnance, pyrotechnic ordnance, underwater ordnance, field exercises, all relevant personal protective equipment, firing systems, storage, handling and transportation of explosives. UXO Techs/Lane Controllers are required for up to 12 hours per day, to participate in either day training events or night training events, as determined by the Task Order.
As the Lane Controller is responsible for safety of all personnel assigned to lane, shall adhere to

and enforce ORM and shall ensure that all personnel are briefed prior to lane "going hot", shall

ensure blank firing weapons are maintained/issued and accounted for at all times, shall provide weapons safety and handling instruction to all personnel assigned which will operate blank firing weapons.  Part of scenario/exercise team, Subject Matter Expert on training lanes/range safety, shall conduct coordination and overall mission lane support for the Instructors/customer(s) prior to scenario/exercise, report capabilities assessment and/or subsequent exercise/evaluation/training scenario requirements, shall provide input to Mission Manager for all After Action Reviews (AAR) comments/concerns/safety/shortfalls.  Shall provide exercise/evaluation/training scenario assessments/daily reviews identifying critical capabilities/capacities through use of mission/drill goals and scenario tasks set out by the Instructors/customer and training staff via post-scenario critique sheets.  LC must be qualified in one or more of the following technical areas: weapons and tactics, Law Enforcement (Rules of force, less-than-lethal), small unit leadership, Intelligence/specialized areas of policing and Counter-Terrorism/Anti-Terrorism/Force Protection knowledge.  In addition, LC's are capable of executing unit provided scenarios designed for maximum participants (first responders, antiterrorism/force protection, and medical/moulage personnel) through short/long scripted scenarios'/exercises.

2.9.  UXO Tech II: Removed
2.10. UXO Tech III: five years’ experience as a UXO Tech. UXO Techs are required for up to 12 hours per day, to participate in either day training events or night training events, as determined by the Task Order.
2.14. Emergency Medical Technician (EMT): Emergency Medical Technician (EMT): A certified healthcare provider who is trained to treat and transport victims of emergencies, shall be provided as required to provide on-site medical treatment to Contractor personnel only. The contractor provided EMT will not be used to support any Department of Defense personnel.  EMT's provide basic life support to victims.  Skills include: immobilization, extrication, administering medications and airway management.
For historical purposes:  The provision of an EMT is a precaution measure to support the Contractor in the event a Contractor is hurt during the exercise. To date, there have been no serious injuries, and have been limited to minor bumps and bruises from personnel running through an exercise area. No role players have had to stop participation in an exercise. 
3.0 VILLAGE PROPS

3.1 Food Cart: Food carts, or raised platforms, shall be 3’ x 3’ with assorted fruits and vegetables. Where possible, all fruits and vegetables should be native to the exercise region. Assorted fruits and vegetables can be plastic, but must provide a realistic look.

3.2 False Front Buildings: False front shall be 8’ x 10’ wooden facades painted to simulate the front of stores, professional offices, and government buildings as required by the individual Task Order. False Fronts must be free standing and able to withstand simple contact. The type of building being simulated must be easily identifiable from the outside.

3.3 Beauty Parlor/Barbershop: The beauty parlor/barbershop shall contain 1-2 barer chairs, scissors, brushes, hair dryers, rack of beauty supplies, chairs, table, local magazines, counter, cash register, and phone, native to the exercise region.

3.4 Book store: The book store shall contain display racks, local/regional books and magazines, counter, cash register, phone, native to the exercise region.

3.5 Clothing Store: Clothing store shall contain local/regional civilian clothes on clothes racks, shoes, counter, cash register, phone, manikins with clothing, native to the exercise region.

3.6 Convenience/Food Store: The convenience/food store shall contain display racks, canned/boxed/bagged food, refrigerator unit(s) for beverages and climate controlled food (non-operational), counter, cash register, phone native to the exercise region.

3.7 Doctor’s Office: Doctor’s office shall contain examination table, desk, chairs, standing lamps, waiting room furniture, books/magazines in language native to the exercise region.

3.8 Electronics/Computer/Phone store: The electronics/computer/phone store shall contain computers, monitors, electronic parts (wires, cable, motherboards, video cards, computer fans, hard drives), home style phones, cell phones, counter, and cash register, native to the exercise region.

3.9 Fishing Supply store: The fishing supply store shall contain nets, hooks, fishing rods, bait and tackle boxes, coolers, scaling knives, counter, cash register, phone native to the exercise region.

3.10 Hardware store: The hardware store shall contain display racks, tools, boxes of nails/screws, hardware (hinges, door handles, piping, etc), counter, cash register, and phone, native to the exercise region.

3.11 Marketplace/Village Lane: Provide market stalls or tents with small items, fruit, and vegetables that are native to the exercise region.  Small items could include cooking oil, cooking utensils, appropriate language video and audio disks, or small household items.
 3.12 Restaurant: Restaurants shall contain tables, chairs, silverware, dishes, glasses, menus in language native to the exercise region.

4.0 OTHER PROPS

4.1 Personal Protective Equipment (PPE):  PPE is designed to protect the role players/SME’s when using simulated rounds (paint ball). The PPE will include torso coverage, eye protection, and appropriate headgear. 
4.2 Audio Visual Equipment: The vendor will not be required to record any part of the exercise. Audio Visual equipment will be used as props only and can include personal/film camers, microphones, and other recording equipment.
4.3 False Documentation: The Contractor shall provide documents in local or regional language native to the exercise region. Documents should include personal identification, company badges, passports, military ID cards, and drivers’ licenses.

4.4 Night Vision Goggles (NVG): The Contractor shall provide a personal night vision goggle to SME’s to support exercises over a 24 hour period. NVG’s are for contractor use only.  Night vision goggles shall be model NVG-2 or equivalent.

4.5 Lanterns and Batteries:  The Contractor shall provide ten (10) operational lanterns and sufficient batteries to support night-time operations.

4.6 Weapons: The Contractor shall provide blank firing weapons with Blank Firing Adaptor (BFA), magazines, and blank ammunition.  The Contractor will be notified 15 days in advance of the first training day to coordinate the use of requested weapons at any alternative training areas in order to coordinate and meet Alcohol, Tobacco Firearms, and Explosives (ATFE) federal laws and base regulations regarding the use, shipping and storage of blank firing weapons.  The list of weapons and ammunition the Contractor shall make available are:

	Weapon, SKS Blank Firing

	Weapons M-4 Blank Firing

	Weapon M-4 Paint Ball Firing

	Weapons, 2 in Light Mortar

	Weapons, 240G Blank Firing

	Weapons, 240G Blank, Ammo

	Weapons, 9mm Blank Ammo

	Weapons, AK-47 Blank Ammo

	Weapons, AK-47 Blank Firing

	Weapons, AK-47 Paint Ball Firing

	Weapons, AK-47 Dummy Ammo (100 rd belts)

	Weapons, M-4 Blank, Ammo

	Weapons, Pistol, Blank Firing

	Weapons, RPG 7 Dummy Rounds

	Weapons, RPG 7 Replica

	Weapons, Rubber AK Family Replica

	Weapons, Rubber M-4 Replica

	Weapon, SKS Blank Firing

	Weapons M-4 Blank Firing


4.7 Battlefield Effects Simulations (BFX).  The Contractor shall provide battlefield effects simulations to include:

4.7.1   Roadside Improvised Explosive Device (IED) The Roadside IED shall be an IED Battlefield Effects Simulation (IEDBFX), a pyrotechnic charge based system that confines and directs the energy upwards therefore eliminating any secondary or tertiary debris while amplifying the audible signature 360 degrees. The IEDBFX shall provide a thick layer of smoke and varying audible reports up to 120 dBs at 120 feet.

4.7.2   Simulated RPG Shot. The RPG Simulation system shall be an inert RPG system when activated by sending a line of smoke to the targeted object. When the object is hit an IEDBFX pyrotechnic charge based system that confines and directs the energy upwards therefore eliminating any secondary or tertiary debris while amplifying the audible signature 360 degrees.   

4.7.3   Inert Suicide Vest. The Contractor shall provide inert suicide vest to be activated. 

4.7.4   Simulated Mortar Attack. The simulated mortar attack shall be multiple simulated IEDs activated that simulates incoming mortar rounds from a nearby enemy position. 

4.8. Clothing:  The Contractor shall provide clothing and costumes that are representative of the native exercise region, as addressed in the Task Order and consistent with para 2.4.2.  The Contractor shall maintain, including cleaning and replacement, all clothing and costumes, at no additional expense to the government. The Contractor can anticipate providing clothing and costumes similar to the following:

	Clothing,  Border Patrol Uniform

	Clothing,  Enemy Combatant Uniform

	Clothing,  Female Attire

	Clothing,  Male Attire

	Clothing,  Police Uniform


4.9. Moulage Kits:  The Contractor shall provide moulage supplies and a professional make-up artist to emulate wound simulations to facilitate realistic insurgent and civilian casualty training.  Injuries will be identified in the individual Task Orders, however, the Contractor can anticipate providing the following injuries:

	Moulage Kit, Amputations

	Moulage Kit, Burns

	Moulage Kit, Bruises

	Moulage Kit, Bullet Wounds

	Moulage Kit, Lacerations

	Moulage Kit, Sucking Chest Wounds


4.10. Scenting Systems:  To ensure a realistic environment is created, the Contractor shall provide scenting systems to provide smells that are common to the exercise at hand.  The Contractor shall be responsible for maintaining equipment, including replacement as needed, to ensure equipment is operational at all times during the exercise.  The Contractor can anticipate providing the following:

	Scenting Generator, 4 Output Power Scent System

	Scenting Generator, High Intensity Frag. Cartridge, Cooking Middle East

	Scenting Generator, High Intensity Frag. Cartridge, Corpse II

	Scenting Generator, High Intensity Frag. Cartridge, Village Smells

	Scenting Generator, Single Cartridge Scent System

	Scenting Generator, Single Cartridge Scent System, Chlorine Gas

	Scenting Generator, Single Cartridge Scent System, Cyanide

	Scenting Generator, Single Cartridge Scent System, Gunpowder

	Scenting Generator, Single Cartridge Scent System, Meth Lab

	Scenting Generator, Single Cartridge Scent System, Mustard Gas

	Scenting Generator, Single Cartridge Scent System, Nitric Acid

	Smoke Generator

	Smoke Generator, Fluid, 1 Gal


4.11. Watercraft:  The Contractor shall provide watercraft as required by individual Task Orders.  It shall be the responsibility of the Contractor to maintain and replace as equipment as needed to support the requirements of the Task Order and this contract.  Watercraft will be for Contractor use only.  Fuel costs will be reimbursed on the individual Task Orders through the Travel CLIN.  The Contractor can anticipate providing the following watercraft:

	Watercraft, Up To 12' PWC

	Watercraft, 16' 


WAGE DETERMINATIONS
The following Wage Determinations have been incorporated:

Place of Performance:  American Samoa, Hawaii
Wage Determination: 2005-2153, Dated: 12/29/2015 or later

Place of Performance:  North Carolina, Virginia
Wage Determination: 2005-4341, Dated: 12/29/2015 or later

Place of Performance:  California (China Lake)
Wage Determination: 2005-5603, Dated: 12/29/2015 or later

Place of Performance:  California (San Diego)
Wage Determination: 2005-2057, Dated: 12/29/2015 or later
Place of Performance:  Mississippi


Wage Determination: 2005-2301, Dated: 12/29/2015 or later
Place of Performance:  Virginia (Fort Pickett)
Wage Determination: 2005-4323, Dated: 12/29/2015 or later

Place of Performance:  Alabama, Mississippi
Wage Determination: 2005-2299, Dated: 12/29/2015 or later
The government, along with DOL, has determined that the following Labor Categories shall apply as follows:

	PWS Labor Category
	WD Labor Category

	Mission Manager
	Exempt per DOL

	Role Player
	(not set) Training Support Technician (Role Player)

	EMT
	12040 - Emergency Medical Technician

	Exhibits Specialist I
	13011 - Exhibits Specialist I

	Technical Instructor/Boat Tactics SME
	15090 Technical Instructor

	Tech Instructor (SME I)
	15090 Technical Instructor

	Tech Instructor (SME II)
	15090 Technical Instructor/Course Developer

	Material Coordinator
	21030 - Material Coordinator

	UXO Tech I/ Lane Controller
	30491 - Unexploded Ordnance (UXO) Technician I

	UXO Tech III
	0493 - Unexploded Ordnance (UXO) Technician III


PRICE LIST
***Quantities are estimates needed to support all training events per year.

	Civilians in the Battlefield

	Pre-Deployment Training Exercise Support

	U.S. Navy Expeditionary Combat Command

	Pricing List

DEFINATIONS:  

Each:  A single unit of issue for one-time use.  IEDs, ammo, and scent generating cartridges, for example, are identified as a one-time use items due to their inability for re-use once used, and therefore have a unit of issue as “each”. When the government orders items categorized with this unit of issue, they will notify the Awardees how many of said items are to be provided for the training event.  For example, if the government requires 100 bullets to be used during a a 3 day training event, the government will order 100 bullets.  
Each per training event:  A single unit of issue for multi-time use items.  Uniforms, scent generating machine, documentation, and other identified village props, for example, are identified as multi-time use items due to their ability to be re-used more than once during the course of the training event, and therefore have a unit of issue as “each per training event”.  When the government orders items categorized with this unit of issue, they will notify the Awardees how many of said items are to be provided for the duration of the training event.  For example, if 10 Role Players are required for a period of 3 days, the government will order 10 uniforms to be provided.  The government will not order 30 uniforms.
Per Day:  A single unit of issue that represents a full day, consisting of a twenty-four hour period.  While the unit may not be in full use during the entire 24-hour period, it must be available for use during the 24-hour period as required by the training event. When the government orders items categorized with this unit of issue, they will notify the Awardees how many of said items, and how many days, are to be provided for the training event.  For example, if the government requires the use of 2 watercraft for one-day during a five-day training event, the government will order 2 days of boat usage. Typically, items such as watercraft are not used for an entire 24-hour period and are commonly used for a period of 8 – 10 hours during the actual training event.
Per Hour:  A single unit of issue that represents one-hour of support.  Hours will be applied to personnel travel, when traveling to and from training events that are beyond the 50-mile radius; to safety briefs at the training event; and time during the training event until the event is completed for the day.  Hours shall not be applied to local travel, to travel to/from lodging sites to/from the training site, during meal breaks, or during other periods when support is not being provided. When the government orders items categorized with this unit of issue, they will notify the Awardees how many of said items and how many hours are to be provided for the training event.  For example, if the government requires (2) Role Players for a 2-day training event of 8- hours per day, inside of the 50-mile radius of their location, the government will order (16) hours of Role Player support.  However, if the Role Players are outside of the 50-mile radius and require (4) hours of travel to the training site, the Awardee can propose the additional (4) hours of support, and the government will order (24) hours of Role Player support to compensate for the additional time required for travel. 

	
	
	
	
	

	
	
	
	
	

	BASE PERIOD
	
	
	
	

	Personnel - 

(California ONLY)
	Unit
	Qty  Total For Period
	Base Period Rate
	Total Base Period

	
	
	
	
	

	Mission Manager
	Per Hour
	1976
	 
	

	Role Player
	Per Hour
	44522
	 
	

	EMT
	Per Hour
	2458
	 
	

	Exhibits Specialist I
	Per Hour
	1340
	 
	

	Technical Instructor/Boat Tactics SME
	Per Hour
	372
	
	

	Tech Instructor (SME I)
	Per Hour
	4566
	 
	

	Tech Instructor (SME II)
	Per Hour
	6888
	 
	

	Material Coordinator
	Per Hour
	1666
	 
	

	UXO Tech I/ Lane Controller
	Per Hour
	6978
	 
	

	UXO Tech III
	Per Hour
	1688
	 
	

	Total Labor for Period
	
	
	
	

	

	Personnel - 

(Locations Other Than California)
	Unit
	Qty  Total For Period
	Base Period Rate
	Total Base Period

	
	
	
	
	

	Mission Manager
	Per Hour
	1976
	 
	

	Role Player
	Per Hour
	44522
	 
	

	EMT
	Per Hour
	2458
	 
	

	Exhibits Specialist I
	Per Hour
	1340
	 
	

	Technical Instructor/Boat Tactics SME
	Per Hour
	372
	
	

	Tech Instructor (SME I)
	Per Hour
	4566
	 
	

	Tech Instructor (SME II)
	Per Hour
	6888
	 
	

	Material Coordinator
	Per Hour
	1666
	 
	

	UXO Tech I/ Lane Controller
	Per Hour
	6978
	 
	

	UXO Tech III
	Per Hour
	1688
	 
	

	Total Labor for Period
	
	
	
	

	
	
	
	
	

	Props
	Unit
	Qty Total For Period
	Base Period Rate
	Total Base Period

	
	
	
	
	

	Battlefield Effects, IED
	Each 
	300
	 
	

	Battlefield Effects, RPG
	Each 
	200
	 
	

	Battlefield Effects, Simulated Mortar Attack
	Each 
	60
	 
	

	Battlefield Effect, Inert Suicide Vest
	Each Per Training Event
	26
	 
	

	Clothing, Military Uniform,
	Each Per Training Event
	500
	 
	

	Clothing,  Border Patrol Uniform
	Each Per Training Event
	300
	 
	

	Clothing,  Enemy Combatant Uniform
	Each Per Training Event
	500
	 
	

	Clothing,  Female Attire
	Each Per Training Event
	130
	 
	

	Clothing,  Male Attire
	Each Per Training Event
	500
	 
	

	Clothing,  Police Uniform
	Each Per Training Event
	240
	 
	

	Moulage Kit, Amputations
	Each 
	100
	 
	

	Moulage Kit, Burns
	Each 
	150
	 
	

	Moulage Kit, Bruises
	Each 
	100
	 
	

	Moulage Kit, Bullet Wounds
	Each 
	130
	 
	

	Moulage Kit, Lacerations
	Each 
	130
	 
	

	Moulage Kit, Sucking Chest Wounds
	Each 
	100
	 
	

	Other Props, False Documentation
	Each Per Training Event
	15
	 
	

	Other Props, Lanterns/Batteries 
	Each Per Training Event
	15
	 
	

	Other Props, Night Vision Goggles
	Per Day
	150
	 
	

	Scenting Generator, 4 Output Power Scent System
	Each Per Training Event
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Cooking Middle East
	Each
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Corpse II
	Each
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Village Smells
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Chlorine Gas
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Cyanide
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Gunpowder
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Meth Lab
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Mustard Gas
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Nitric Acid
	Each
	10
	 
	

	Smoke Generator
	Each Per Training Event
	25
	 
	

	Smoke Generator, Fluid, 1 Gal
	Each
	25
	 
	

	Village Prop, 3' x 3' Food Cart
	Each Per Training Event
	29
	 
	

	Village Prop, 8' x 10' False Front Building
	Each Per Training Event
	12
	 
	

	Village Prop, Beauty Parlor/Barbershop
	Each Per Training Event
	12
	 
	

	Village Prop, Book Store
	Each Per Training Event
	12
	 
	

	Village Prop, Clothing Store
	Each Per Training Event
	12
	 
	

	Village Prop, Convenience/Food Store
	Each Per Training Event
	12
	 
	

	Village Prop, Doctor's Office
	Each Per Training Event
	12
	 
	

	Village Prop, Electronics/Computer/Phone Store
	Each Per Training Event
	12
	 
	

	Village Prop, Fishing Store
	Each Per Training Event
	12
	 
	

	Village Prop, Hardware Store
	Each Per Training Event
	12
	 
	

	Village Prop, Marketplace/Village Lane
	Each Per Training Event
	12
	 
	

	Village Prop, Restaurant
	Each Per Training Event
	12
	 
	

	Watercraft, Up To 12' PWC
	Per Day
	6
	 
	

	Watercraft, 16' 
	Per Day
	10
	 
	

	Weapon, SKS Blank Firing
	Each Per Training Event
	110
	 
	

	Weapons M-4 Blank Firing
	Each Per Training Event
	289
	 
	

	Weapons, 2 in Light Mortar
	Each Per Training Event
	12
	 
	

	Weapons, 240G Blank Firing
	Each Per Training Event
	4
	 
	

	Weapons, 240G Blank, Ammo
	Each 
	400
	 
	

	Weapons, 9mm Blank Ammo
	Each 
	4400
	 
	

	Weapons, AK-47 Blank Ammo
	Each 
	34200
	 
	

	Weapons, AK-47 Blank Firing
	Each Per Training Event
	360
	 
	

	Weapons, AK-47 Dummy Ammo (100 rd belts)
	Each 
	7
	 
	

	Weapons, M-4 Blank, Ammo
	Each 
	24000
	 
	

	Weapons, Pistol, Blank Firing
	Each Per Training Event
	48
	 
	

	Weapons, RPG 7 Dummy Rounds
	Each 
	280
	 
	

	Weapons, RPG 7 Replica
	Each Per Training Event
	220
	 
	

	Weapons, Rubber AK Family Replica
	Each Per Training Event
	54
	 
	

	Weapons, Rubber M-4 Replica
	Each Per Training Event
	80
	 
	

	Total Props for Period
	
	
	
	

	
	
	
	
	

	
	
	Total Labor for Period
	

	
	
	Total Props for Period
	

	
	
	Total CLIN 0001 Ceiling 
	

	
	
	
	
	

	
	
	CLIN 0002 ODC (Travel and Shipping) 
	
	$1,800,000.00

	
	
	
	
	

	
	
	Total Base Period
	$

	OPTION YEAR ONE
	
	
	
	

	Personnel - 

(California ONLY)
	Unit
	Qty  Total For Period
	Option Year One Rate
	Total Option Year One

	
	
	
	
	

	Mission Manager
	Per Hour
	1976
	 
	

	Role Player
	Per Hour
	44522
	 
	

	EMT
	Per Hour
	2458
	 
	

	Exhibits Specialist I
	Per Hour
	1340
	 
	

	Technical Instructor/Boat Tactics SME
	Per Hour
	372
	
	

	Tech Instructor (SME I)
	Per Hour
	4566
	 
	

	Tech Instructor (SME II)
	Per Hour
	6888
	 
	

	Material Coordinator
	Per Hour
	1666
	 
	

	UXO Tech I/ Lane Controller
	Per Hour
	6978
	 
	

	UXO Tech III
	Per Hour
	1688
	 
	

	Total Labor for Period
	
	
	
	

	

	Personnel - 

(Locations Other Than California)
	Unit
	Qty  Total For Period
	Option Year One Rate
	Total Option Year One

	
	
	
	
	

	Mission Manager
	Per Hour
	1976
	 
	

	Role Player
	Per Hour
	44522
	 
	

	EMT
	Per Hour
	2458
	 
	

	Exhibits Specialist I
	Per Hour
	1340
	 
	

	Technical Instructor/Boat Tactics SME
	Per Hour
	372
	
	

	Tech Instructor (SME I)
	Per Hour
	4566
	 
	

	Tech Instructor (SME II)
	Per Hour
	6888
	 
	

	Material Coordinator
	Per Hour
	1666
	 
	

	UXO Tech I/ Lane Controller
	Per Hour
	6978
	 
	

	UXO Tech III
	Per Hour
	1688
	 
	

	Total Labor for Period
	
	
	
	

	
	
	
	
	

	Props
	Unit
	Qty Total For Period
	Option Year One Rate
	Total Option Year One

	
	
	
	
	

	Battlefield Effects, IED
	Each 
	300
	 
	

	Battlefield Effects, RPG
	Each 
	200
	 
	

	Battlefield Effects, Simulated Mortar Attack
	Each 
	60
	 
	

	Battlefield Effect, Inert Suicide Vest
	Each Per Training Event
	26
	 
	

	Clothing, Military Uniform,
	Each Per Training Event
	500
	 
	

	Clothing,  Border Patrol Uniform
	Each Per Training Event
	300
	 
	

	Clothing,  Enemy Combatant Uniform
	Each Per Training Event
	500
	 
	

	Clothing,  Female Attire
	Each Per Training Event
	130
	 
	

	Clothing,  Male Attire
	Each Per Training Event
	500
	 
	

	Clothing,  Police Uniform
	Each Per Training Event
	240
	 
	

	Moulage Kit, Amputations
	Each 
	100
	 
	

	Moulage Kit, Burns
	Each 
	150
	 
	

	Moulage Kit, Bruises
	Each 
	100
	 
	

	Moulage Kit, Bullet Wounds
	Each 
	130
	 
	

	Moulage Kit, Lacerations
	Each 
	130
	 
	

	Moulage Kit, Sucking Chest Wounds
	Each 
	100
	 
	

	Other Props, False Documentation
	Each Per Training Event
	15
	 
	

	Other Props, Lanterns/Batteries 
	Each Per Training Event
	15
	 
	

	Other Props, Night Vision Goggles
	Per Day
	150
	 
	

	Scenting Generator, 4 Output Power Scent System
	Each Per Training Event
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Cooking Middle East
	Each
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Corpse II
	Each
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Village Smells
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Chlorine Gas
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Cyanide
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Gunpowder
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Meth Lab
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Mustard Gas
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Nitric Acid
	Each
	10
	 
	

	Smoke Generator
	Each Per Training Event
	25
	 
	

	Smoke Generator, Fluid, 1 Gal
	Each
	25
	 
	

	Village Prop, 3' x 3' Food Cart
	Each Per Training Event
	29
	 
	

	Village Prop, 8' x 10' False Front Building
	Each Per Training Event
	12
	 
	

	Village Prop, Beauty Parlor/Barbershop
	Each Per Training Event
	12
	 
	

	Village Prop, Book Store
	Each Per Training Event
	12
	 
	

	Village Prop, Clothing Store
	Each Per Training Event
	12
	 
	

	Village Prop, Convenience/Food Store
	Each Per Training Event
	12
	 
	

	Village Prop, Doctor's Office
	Each Per Training Event
	12
	 
	

	Village Prop, Electronics/Computer/Phone Store
	Each Per Training Event
	12
	 
	

	Village Prop, Fishing Store
	Each Per Training Event
	12
	 
	

	Village Prop, Hardware Store
	Each Per Training Event
	12
	 
	

	Village Prop, Marketplace/Village Lane
	Each Per Training Event
	12
	 
	

	Village Prop, Restaurant
	Each Per Training Event
	12
	 
	

	Watercraft, Up To 12' PWC
	Per Day
	6
	 
	

	Watercraft, 16' 
	Per Day
	10
	 
	

	Weapon, SKS Blank Firing
	Each Per Training Event
	110
	 
	

	Weapons M-4 Blank Firing
	Each Per Training Event
	289
	 
	

	Weapons, 2 in Light Mortar
	Each Per Training Event
	12
	 
	

	Weapons, 240G Blank Firing
	Each Per Training Event
	4
	 
	

	Weapons, 240G Blank, Ammo
	Each 
	400
	 
	

	Weapons, 9mm Blank Ammo
	Each 
	4400
	 
	

	Weapons, AK-47 Blank Ammo
	Each 
	34200
	 
	

	Weapons, AK-47 Blank Firing
	Each Per Training Event
	360
	 
	

	Weapons, AK-47 Dummy Ammo (100 rd belts)
	Each 
	7
	 
	

	Weapons, M-4 Blank, Ammo
	Each 
	24000
	 
	

	Weapons, Pistol, Blank Firing
	Each Per Training Event
	48
	 
	

	Weapons, RPG 7 Dummy Rounds
	Each 
	280
	 
	

	Weapons, RPG 7 Replica
	Each Per Training Event
	220
	 
	

	Weapons, Rubber AK Family Replica
	Each Per Training Event
	54
	 
	

	Weapons, Rubber M-4 Replica
	Each Per Training Event
	80
	 
	

	Total Props for Period
	
	
	
	

	
	
	
	
	

	
	
	Total Labor for Period
	

	
	
	Total Props for Period
	

	
	
	Total CLIN 0003 Ceiling 
	

	
	
	
	
	

	
	
	CLIN 0004 ODC (Travel and Shipping) 
	
	$1,890,000.00

	
	
	
	
	

	
	
	Total Option Year One
	$


OPTION YEAR TWO

	Personnel - 

(California ONLY)
	Unit
	Qty  Total For Period
	Option Year Two Rate
	Total Option Year Two

	
	
	
	
	

	Mission Manager
	Per Hour
	1976
	 
	

	Role Player
	Per Hour
	44522
	 
	

	EMT
	Per Hour
	2458
	 
	

	Exhibits Specialist I
	Per Hour
	1340
	 
	

	Technical Instructor/Boat Tactics SME
	Per Hour
	372
	
	

	Tech Instructor (SME I)
	Per Hour
	4566
	 
	

	Tech Instructor (SME II)
	Per Hour
	6888
	 
	

	Material Coordinator
	Per Hour
	1666
	 
	

	UXO Tech I/ Lane Controller
	Per Hour
	6978
	 
	

	UXO Tech III
	Per Hour
	1688
	 
	

	Total Labor for Period
	
	
	
	

	

	Personnel - 

(Locations Other Than California)
	Unit
	Qty  Total For Period
	Option Year Two Rate
	Total Option Year Two

	
	
	
	
	

	Mission Manager
	Per Hour
	1976
	 
	

	Role Player
	Per Hour
	44522
	 
	

	EMT
	Per Hour
	2458
	 
	

	Exhibits Specialist I
	Per Hour
	1340
	 
	

	Technical Instructor/Boat Tactics SME
	Per Hour
	372
	
	

	Tech Instructor (SME I)
	Per Hour
	4566
	 
	

	Tech Instructor (SME II)
	Per Hour
	6888
	 
	

	Material Coordinator
	Per Hour
	1666
	 
	

	UXO Tech I/ Lane Controller
	Per Hour
	6978
	 
	

	UXO Tech III
	Per Hour
	1688
	 
	

	Total Labor for Period
	
	
	
	

	
	
	
	
	

	Props
	Unit
	Qty Total For Period
	Option Year Two Rate
	Total Option Year Two

	
	
	
	
	

	Battlefield Effects, IED
	Each 
	300
	 
	

	Battlefield Effects, RPG
	Each 
	200
	 
	

	Battlefield Effects, Simulated Mortar Attack
	Each 
	60
	 
	

	Battlefield Effect, Inert Suicide Vest
	Each Per Training Event
	26
	 
	

	Clothing, Military Uniform,
	Each Per Training Event
	500
	 
	

	Clothing,  Border Patrol Uniform
	Each Per Training Event
	300
	 
	

	Clothing,  Enemy Combatant Uniform
	Each Per Training Event
	500
	 
	

	Clothing,  Female Attire
	Each Per Training Event
	130
	 
	

	Clothing,  Male Attire
	Each Per Training Event
	500
	 
	

	Clothing,  Police Uniform
	Each Per Training Event
	240
	 
	

	Moulage Kit, Amputations
	Each 
	100
	 
	

	Moulage Kit, Burns
	Each 
	150
	 
	

	Moulage Kit, Bruises
	Each 
	100
	 
	

	Moulage Kit, Bullet Wounds
	Each 
	130
	 
	

	Moulage Kit, Lacerations
	Each 
	130
	 
	

	Moulage Kit, Sucking Chest Wounds
	Each 
	100
	 
	

	Other Props, False Documentation
	Each Per Training Event
	15
	 
	

	Other Props, Lanterns/Batteries 
	Each Per Training Event
	15
	 
	

	Other Props, Night Vision Goggles
	Per Day
	150
	 
	

	Scenting Generator, 4 Output Power Scent System
	Each Per Training Event
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Cooking Middle East
	Each
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Corpse II
	Each
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Village Smells
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Chlorine Gas
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Cyanide
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Gunpowder
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Meth Lab
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Mustard Gas
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Nitric Acid
	Each
	10
	 
	

	Smoke Generator
	Each Per Training Event
	25
	 
	

	Smoke Generator, Fluid, 1 Gal
	Each
	25
	 
	

	Village Prop, 3' x 3' Food Cart
	Each Per Training Event
	29
	 
	

	Village Prop, 8' x 10' False Front Building
	Each Per Training Event
	12
	 
	

	Village Prop, Beauty Parlor/Barbershop
	Each Per Training Event
	12
	 
	

	Village Prop, Book Store
	Each Per Training Event
	12
	 
	

	Village Prop, Clothing Store
	Each Per Training Event
	12
	 
	

	Village Prop, Convenience/Food Store
	Each Per Training Event
	12
	 
	

	Village Prop, Doctor's Office
	Each Per Training Event
	12
	 
	

	Village Prop, Electronics/Computer/Phone Store
	Each Per Training Event
	12
	 
	

	Village Prop, Fishing Store
	Each Per Training Event
	12
	 
	

	Village Prop, Hardware Store
	Each Per Training Event
	12
	 
	

	Village Prop, Marketplace/Village Lane
	Each Per Training Event
	12
	 
	

	Village Prop, Restaurant
	Each Per Training Event
	12
	 
	

	Watercraft, Up To 12' PWC
	Per Day
	6
	 
	

	Watercraft, 16' 
	Per Day
	10
	 
	

	Weapon, SKS Blank Firing
	Each Per Training Event
	110
	 
	

	Weapons M-4 Blank Firing
	Each Per Training Event
	289
	 
	

	Weapons, 2 in Light Mortar
	Each Per Training Event
	12
	 
	

	Weapons, 240G Blank Firing
	Each Per Training Event
	4
	 
	

	Weapons, 240G Blank, Ammo
	Each 
	400
	 
	

	Weapons, 9mm Blank Ammo
	Each 
	4400
	 
	

	Weapons, AK-47 Blank Ammo
	Each 
	34200
	 
	

	Weapons, AK-47 Blank Firing
	Each Per Training Event
	360
	 
	

	Weapons, AK-47 Dummy Ammo (100 rd belts)
	Each 
	7
	 
	

	Weapons, M-4 Blank, Ammo
	Each 
	24000
	 
	

	Weapons, Pistol, Blank Firing
	Each Per Training Event
	48
	 
	

	Weapons, RPG 7 Dummy Rounds
	Each 
	280
	 
	

	Weapons, RPG 7 Replica
	Each Per Training Event
	220
	 
	

	Weapons, Rubber AK Family Replica
	Each Per Training Event
	54
	 
	

	Weapons, Rubber M-4 Replica
	Each Per Training Event
	80
	 
	

	Total Props for Period
	
	
	
	

	
	
	
	
	

	
	
	Total Labor for Period
	

	
	
	Total Props for Period
	

	
	
	Total CLIN 0005 Ceiling 
	

	
	
	
	
	

	
	
	CLIN 0006 ODC (Travel and Shipping) 
	
	$1,984,500.00

	
	
	
	
	

	
	
	Total Option Year Two
	$


	OPTION YEAR THREE
	
	
	
	

	Personnel - 

(California ONLY)
	Unit
	Qty  Total For Period
	Option Year Three Rate
	Total Option Year Three

	
	
	
	
	

	Mission Manager
	Per Hour
	1976
	 
	

	Role Player
	Per Hour
	44522
	 
	

	EMT
	Per Hour
	2458
	 
	

	Exhibits Specialist I
	Per Hour
	1340
	 
	

	Technical Instructor/Boat Tactics SME
	Per Hour
	372
	
	

	Tech Instructor (SME I)
	Per Hour
	4566
	 
	

	Tech Instructor (SME II)
	Per Hour
	6888
	 
	

	Material Coordinator
	Per Hour
	1666
	 
	

	UXO Tech I/ Lane Controller
	Per Hour
	6978
	 
	

	UXO Tech III
	Per Hour
	1688
	 
	

	Total Labor for Period
	
	
	
	

	

	Personnel - 

(Locations Other Than California)
	Unit
	Qty  Total For Period
	Option Year Three Rate
	Total Option Year Three

	
	
	
	
	

	Mission Manager
	Per Hour
	1976
	 
	

	Role Player
	Per Hour
	44522
	 
	

	EMT
	Per Hour
	2458
	 
	

	Exhibits Specialist I
	Per Hour
	1340
	 
	

	Technical Instructor/Boat Tactics SME
	Per Hour
	372
	
	

	Tech Instructor (SME I)
	Per Hour
	4566
	 
	

	Tech Instructor (SME II)
	Per Hour
	6888
	 
	

	Material Coordinator
	Per Hour
	1666
	 
	

	UXO Tech I/ Lane Controller
	Per Hour
	6978
	 
	

	UXO Tech III
	Per Hour
	1688
	 
	

	Total Labor for Period
	
	
	
	

	
	
	
	
	

	Props
	Unit
	Qty Total For Period
	Option Year Three Rate
	Total Option Year Three

	
	
	
	
	

	Battlefield Effects, IED
	Each 
	300
	 
	

	Battlefield Effects, RPG
	Each 
	200
	 
	

	Battlefield Effects, Simulated Mortar Attack
	Each 
	60
	 
	

	Battlefield Effect, Inert Suicide Vest
	Each Per Training Event
	26
	 
	

	Clothing, Military Uniform,
	Each Per Training Event
	500
	 
	

	Clothing,  Border Patrol Uniform
	Each Per Training Event
	300
	 
	

	Clothing,  Enemy Combatant Uniform
	Each Per Training Event
	500
	 
	

	Clothing,  Female Attire
	Each Per Training Event
	130
	 
	

	Clothing,  Male Attire
	Each Per Training Event
	500
	 
	

	Clothing,  Police Uniform
	Each Per Training Event
	240
	 
	

	Moulage Kit, Amputations
	Each 
	100
	 
	

	Moulage Kit, Burns
	Each 
	150
	 
	

	Moulage Kit, Bruises
	Each 
	100
	 
	

	Moulage Kit, Bullet Wounds
	Each 
	130
	 
	

	Moulage Kit, Lacerations
	Each 
	130
	 
	

	Moulage Kit, Sucking Chest Wounds
	Each 
	100
	 
	

	Other Props, False Documentation
	Each Per Training Event
	15
	 
	

	Other Props, Lanterns/Batteries 
	Each Per Training Event
	15
	 
	

	Other Props, Night Vision Goggles
	Per Day
	150
	 
	

	Scenting Generator, 4 Output Power Scent System
	Each Per Training Event
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Cooking Middle East
	Each
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Corpse II
	Each
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Village Smells
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Chlorine Gas
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Cyanide
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Gunpowder
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Meth Lab
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Mustard Gas
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Nitric Acid
	Each
	10
	 
	

	Smoke Generator
	Each Per Training Event
	25
	 
	

	Smoke Generator, Fluid, 1 Gal
	Each
	25
	 
	

	Village Prop, 3' x 3' Food Cart
	Each Per Training Event
	29
	 
	

	Village Prop, 8' x 10' False Front Building
	Each Per Training Event
	12
	 
	

	Village Prop, Beauty Parlor/Barbershop
	Each Per Training Event
	12
	 
	

	Village Prop, Book Store
	Each Per Training Event
	12
	 
	

	Village Prop, Clothing Store
	Each Per Training Event
	12
	 
	

	Village Prop, Convenience/Food Store
	Each Per Training Event
	12
	 
	

	Village Prop, Doctor's Office
	Each Per Training Event
	12
	 
	

	Village Prop, Electronics/Computer/Phone Store
	Each Per Training Event
	12
	 
	

	Village Prop, Fishing Store
	Each Per Training Event
	12
	 
	

	Village Prop, Hardware Store
	Each Per Training Event
	12
	 
	

	Village Prop, Marketplace/Village Lane
	Each Per Training Event
	12
	 
	

	Village Prop, Restaurant
	Each Per Training Event
	12
	 
	

	Watercraft, Up To 12' PWC
	Per Day
	6
	 
	

	Watercraft, 16' 
	Per Day
	10
	 
	

	Weapon, SKS Blank Firing
	Each Per Training Event
	110
	 
	

	Weapons M-4 Blank Firing
	Each Per Training Event
	289
	 
	

	Weapons, 2 in Light Mortar
	Each Per Training Event
	12
	 
	

	Weapons, 240G Blank Firing
	Each Per Training Event
	4
	 
	

	Weapons, 240G Blank, Ammo
	Each 
	400
	 
	

	Weapons, 9mm Blank Ammo
	Each 
	4400
	 
	

	Weapons, AK-47 Blank Ammo
	Each 
	34200
	 
	

	Weapons, AK-47 Blank Firing
	Each Per Training Event
	360
	 
	

	Weapons, AK-47 Dummy Ammo (100 rd belts)
	Each 
	7
	 
	

	Weapons, M-4 Blank, Ammo
	Each 
	24000
	 
	

	Weapons, Pistol, Blank Firing
	Each Per Training Event
	48
	 
	

	Weapons, RPG 7 Dummy Rounds
	Each 
	280
	 
	

	Weapons, RPG 7 Replica
	Each Per Training Event
	220
	 
	

	Weapons, Rubber AK Family Replica
	Each Per Training Event
	54
	 
	

	Weapons, Rubber M-4 Replica
	Each Per Training Event
	80
	 
	

	Total Props for Period
	
	
	
	

	
	
	
	
	

	
	
	Total Labor for Period
	

	
	
	Total Props for Period
	

	
	
	Total CLIN 0007 Ceiling 
	

	
	
	
	
	

	
	
	CLIN 0008 ODC (Travel and Shipping) 
	
	$2,083,725.00

	
	
	
	
	

	
	
	Total Option Year Three
	


	OPTION YEAR FOUR
	
	
	
	

	Personnel - 

(California ONLY)
	Unit
	Qty  Total For Period
	Option Year Four Rate
	Total Option Year Four

	
	
	
	
	

	Mission Manager
	Per Hour
	1976
	 
	

	Role Player
	Per Hour
	44522
	 
	

	EMT
	Per Hour
	2458
	 
	

	Exhibits Specialist I
	Per Hour
	1340
	 
	

	Technical Instructor/Boat Tactics SME
	Per Hour
	372
	
	

	Tech Instructor (SME I)
	Per Hour
	4566
	 
	

	Tech Instructor (SME II)
	Per Hour
	6888
	 
	

	Material Coordinator
	Per Hour
	1666
	 
	

	UXO Tech I/ Lane Controller
	Per Hour
	6978
	 
	

	UXO Tech III
	Per Hour
	1688
	 
	

	Total Labor for Period
	
	
	
	

	

	Personnel - 

(Locations Other Than California)
	Unit
	Qty  Total For Period
	Option Year Four Rate
	Total Option Year Four

	
	
	
	
	

	Mission Manager
	Per Hour
	1976
	 
	

	Role Player
	Per Hour
	44522
	 
	

	EMT
	Per Hour
	2458
	 
	

	Exhibits Specialist I
	Per Hour
	1340
	 
	

	Technical Instructor/Boat Tactics SME
	Per Hour
	372
	
	

	Tech Instructor (SME I)
	Per Hour
	4566
	 
	

	Tech Instructor (SME II)
	Per Hour
	6888
	 
	

	Material Coordinator
	Per Hour
	1666
	 
	

	UXO Tech I/ Lane Controller
	Per Hour
	6978
	 
	

	UXO Tech III
	Per Hour
	1688
	 
	

	Total Labor for Period
	
	
	
	

	
	
	
	
	

	Props
	Unit
	Qty Total For Period
	Option Year Four Rate
	Total Option Year Four

	
	
	
	
	

	Battlefield Effects, IED
	Each 
	300
	 
	

	Battlefield Effects, RPG
	Each 
	200
	 
	

	Battlefield Effects, Simulated Mortar Attack
	Each 
	60
	 
	

	Battlefield Effect, Inert Suicide Vest
	Each Per Training Event
	26
	 
	

	Clothing, Military Uniform,
	Each Per Training Event
	500
	 
	

	Clothing,  Border Patrol Uniform
	Each Per Training Event
	300
	 
	

	Clothing,  Enemy Combatant Uniform
	Each Per Training Event
	500
	 
	

	Clothing,  Female Attire
	Each Per Training Event
	130
	 
	

	Clothing,  Male Attire
	Each Per Training Event
	500
	 
	

	Clothing,  Police Uniform
	Each Per Training Event
	240
	 
	

	Moulage Kit, Amputations
	Each 
	100
	 
	

	Moulage Kit, Burns
	Each 
	150
	 
	

	Moulage Kit, Bruises
	Each 
	100
	 
	

	Moulage Kit, Bullet Wounds
	Each 
	130
	 
	

	Moulage Kit, Lacerations
	Each 
	130
	 
	

	Moulage Kit, Sucking Chest Wounds
	Each 
	100
	 
	

	Other Props, False Documentation
	Each Per Training Event
	15
	 
	

	Other Props, Lanterns/Batteries 
	Each Per Training Event
	15
	 
	

	Other Props, Night Vision Goggles
	Per Day
	150
	 
	

	Scenting Generator, 4 Output Power Scent System
	Each Per Training Event
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Cooking Middle East
	Each
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Corpse II
	Each
	10
	 
	

	Scenting Generator, High Intensity Frag. Cartridge, Village Smells
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Chlorine Gas
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Cyanide
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Gunpowder
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Meth Lab
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Mustard Gas
	Each
	10
	 
	

	Scenting Generator, Single Cartridge Scent System, Nitric Acid
	Each
	10
	 
	

	Smoke Generator
	Each Per Training Event
	25
	 
	

	Smoke Generator, Fluid, 1 Gal
	Each
	25
	 
	

	Village Prop, 3' x 3' Food Cart
	Each Per Training Event
	29
	 
	

	Village Prop, 8' x 10' False Front Building
	Each Per Training Event
	12
	 
	

	Village Prop, Beauty Parlor/Barbershop
	Each Per Training Event
	12
	 
	

	Village Prop, Book Store
	Each Per Training Event
	12
	 
	

	Village Prop, Clothing Store
	Each Per Training Event
	12
	 
	

	Village Prop, Convenience/Food Store
	Each Per Training Event
	12
	 
	

	Village Prop, Doctor's Office
	Each Per Training Event
	12
	 
	

	Village Prop, Electronics/Computer/Phone Store
	Each Per Training Event
	12
	 
	

	Village Prop, Fishing Store
	Each Per Training Event
	12
	 
	

	Village Prop, Hardware Store
	Each Per Training Event
	12
	 
	

	Village Prop, Marketplace/Village Lane
	Each Per Training Event
	12
	 
	

	Village Prop, Restaurant
	Each Per Training Event
	12
	 
	

	Watercraft, Up To 12' PWC
	Per Day
	6
	 
	

	Watercraft, 16' 
	Per Day
	10
	 
	

	Weapon, SKS Blank Firing
	Each Per Training Event
	110
	 
	

	Weapons M-4 Blank Firing
	Each Per Training Event
	289
	 
	

	Weapons, 2 in Light Mortar
	Each Per Training Event
	12
	 
	

	Weapons, 240G Blank Firing
	Each Per Training Event
	4
	 
	

	Weapons, 240G Blank, Ammo
	Each 
	400
	 
	

	Weapons, 9mm Blank Ammo
	Each 
	4400
	 
	

	Weapons, AK-47 Blank Ammo
	Each 
	34200
	 
	

	Weapons, AK-47 Blank Firing
	Each Per Training Event
	360
	 
	

	Weapons, AK-47 Dummy Ammo (100 rd belts)
	Each 
	7
	 
	

	Weapons, M-4 Blank, Ammo
	Each 
	24000
	 
	

	Weapons, Pistol, Blank Firing
	Each Per Training Event
	48
	 
	

	Weapons, RPG 7 Dummy Rounds
	Each 
	280
	 
	

	Weapons, RPG 7 Replica
	Each Per Training Event
	220
	 
	

	Weapons, Rubber AK Family Replica
	Each Per Training Event
	54
	 
	

	Weapons, Rubber M-4 Replica
	Each Per Training Event
	80
	 
	

	Total Props for Period
	
	
	
	

	
	
	
	
	

	
	
	Total Labor for Period
	

	
	
	Total Props for Period
	

	
	
	Total CLIN 0009 Ceiling 
	

	
	
	
	
	

	
	
	CLIN 0010 ODC (Travel and Shipping) 
	
	$2,187,911.00

	
	
	
	
	

	
	
	Total Option Year Four
	


(End of Summary of Changes) 

