Additional notes and tips on running the Camden Flu Pandemic Game
1. Start by reading the Camden Flu Pandemic Game Resource Pack1. This is their original version although when Devon County Council ran the game we made some changes to the names of the individuals and companies to make it easier to distinguish the gender of the employees and make it more relevant to the local community. We also added ages to the mix.
2. Each table / group should have the following: 

· Dice (ideally 5 but you can just use 1 and roll it the required number of times)
· A surface to throw the die
· Absence Sheets (2)

· Business Details Sheet

· Sickness Probability Rates (25% and 50%)
· Pen / pencil
3. Have some spare blank absence sheets in case of error or coffee spillage
4. Use the Inject / chance cards at set times or as necessary if you need to increase the level of absence. Remember as it is based on the roll of the dice some businesses will naturally be less disrupted than others
5. Rather than a single discussion session at the end take a break every 4 or so rounds for businesses to report on how they are coping. Which staff are absent? What is the impact upon the business? What steps are they taking? Are they telling other businesses who might be impacted?
6. If you are playing it twice swap businesses around for the second game so that teams get a fresh challenge and get to deal with a different set of problems. 
7. To add variety in the second game when the pandemic it at its height get them to get up and go and talk to the businesses they believe may be affected by their business continuity issues. This will help to keep clients on board. They then report back on who visited them.
8. DCC added an additional Chance Card covering absence dues to annual leave as over the duration of the pandemic some leave that cannot easily be cancelled would have been pre-booked. Some businesses may decide that they can persuade staff to cancel their leave but most will accept the situation. If adding further chance cards of your own make sure the level of probability is appropriate to the risk of the event happening.
9. Included in the information are the slides DCC used. Feel free to copy into your own corporate templates. You may decide to give some background to flu pandemics before you start.

10. Allow 75 minutes for the first game, as players get used to the rules. The second game will run much quicker but because it will probably generate more discussion it will still take just as long.
11. Would suggest that 3 players per business is about the right level. Any more and there may not be enough to keep all players interested. Can play as pairs if necessaryor drop some businesses.
12. For the dice we bought 2 bags from Amazon but as mentioned above you can get away with just one dice per business but it may take slightly longer.
13. It will take a little longer to prepare but you could personalise the businesses for your local community or even the departments within a larger business.

14. The success or failure of the game rests largely with the level of participation of those taking part. When it was run at the Forum 22nd November 2018 we were lucky enough to get a really good group with some excellent banter and understanding of the issues raised.
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