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CREATIVE BRIEF
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1 - Concept presentation

A - Topic B – Relevance of the project regarding platforms

 The idea of Our Land came from a will of Yan-
nis Moulay to make a strategy-management game that 
did not fit the Western model of society’s development. 
Some games like Civilization allows us to play as indi-
genous civilizations. However, playing theIroquois in 
this game is not really playing the Iroquois. It’s more 
a remake of the US world’s conquest with 3D models 
inspired by Iroquois, with 2 unique units and a mo-
vement bonus into the woods. What a management 
game where we really embody the Iroquois civiliza-
tion would look like ? With their culture, their rites and 
their own vision of a prosperous society, helped by 
contemporary Native people?

 Our Land’s concept was therefore to be part of 
another model of society and culture in which extermi-
nation, expansion and exploitation are not criteria for 
success. In Our Land, success depends on the survival 
of our civilization and its culture, on the respect and 

 We plan to release the game first on PC, using 
dematerialized shops. Indeed, the PC is the platform 
par excellence of strategy games, where there is a very 
large base of players fond of the genre.

understanding of the nourishing but dangerous nature. 
We wanted to present a game that questions the place 
of humans in their environment, where they are not 
all powerful and must play more humbly, using noma-
dism as a solution to follow the cycles of nature and 
explore it to discover its wonders.

 However, we want to make a game that is very 
inclusive and accessible to people who want to disco-
ver strategy games without immersing themselves in 
games that can be obscure and full of new informa-
tions to process for those who are not familiar with 
the genre. We have in fact thought of the game as a 
«gateway» to other strategy games. 
A console positioning seems very interesting for this, 
especially on Switch, this console being very adapted 
to this kind of porting, especially with its tactile sup-
port. Civilization VI also opens to this console with its 
porting, so players are also there.
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Our Land is a solo turn-based management game on a 
2D hexagonal grid.

 The game takes place in a «post-collapse» fu-
ture of our contemporary civilization where nature has 
regained its rights. The nomadic tribe that the player 
embodies lives is therefore marked by our contem-
porary history. They decide  to oppose this and find a 
place more in harmony with its environment.

2 - Summary of the project and its originality

 Our Land’s ecosystem shows the fragile ba-
lance of a systemic world where everything is inter-
connected and where the player’s actions can have 
positive or negative consequences. The player will the-
refore have to understand these connections and the 
behaviours that result from them in order to have a bet-
ter understanding of the world and to survive as long 
as possible. The resources that the player needs are lo-
cated, exhaustible but also renewable. The civilization 
that the player embodies therefore uses nomadism to 
give the resources time to renew themselves during 
their absence. By surviving for a long time, the player 
will be able to evolve over time and natural changes.
 The game will be divided into different scena-
rios that the player can do as they wish, allowing them 
to vary the challenge proposed and thus give elements 
of narrative and knowledge about the nomadic tribe.

 The originality of the project therefore lies in 
its development of the ecosystem as an entity that has 
its own behaviour. That aspect is generally not much 
addressed in management games where the ecosys-
tem is at the player’s convenience. Our Land encou-
rages the player to have ecological considerations and 
a short and long-term understanding of their actions. 
Moreover, by being part of a non-expansionist logic, 
the game allows the player to discover new challenges 
and ways to evolve.
 Finally, we wanted to create a game that was 
very accessible and inclusive for two reasons. First, 
to be able to have this positioning as a «gateway» to 
strategy gaming and work well on the ease of handling 
the game. Secondly, because we feel that we have a 
responsibility as game creators to remove the barriers 
that prevent people with different cognitive, sensory or 
motor skills from accessing the proposed experience.
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A - Gameplay

A.1 The Environment

Our Land is played on a hexagonal grid, each tile is a 
«biome» that will have consequences on the passage 
of the entities (animals and plants) that can or cannot 
go on it. They can also block the player and the wind.

                The ecosystem is populated by various entities 
that have a specific behaviour and interact with each 
other. Each entity gives resources and the player can 
interact with them to collect the resources they need to 
survive. In order to keep consistent cognitive patterns, 
we have taken inspiration from reality to create a cycle 
that is understandable for the player.

3 – Game design and gameplay presentation

However, the player must be careful because as the 
entities are interconnected, decimating predators will 
create a demographic explosion among herbivores 
that will eat all the plants the player needs. The player 
must therefore think carefully about his short-term de-
cisions so as not to suffer the long-term consequences.

                To highlight the evolution of the world and 
its cycles, a system of seasons is present, especially 
the winter for which the player will have to prepare 
and to which they must pay attention to survive the 
difficult climate. This time marker also highlights the 
player’s control of the systems and allow us to vary the 
challenge proposed to them.
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A.2 The Player

                Since we had a very different game base from 
the usual management games, we decided to have a 
bottom-up methodology where we tested our essen-
tial short-term mechanics to make sure that the game 
worked in the interactions the player does all the time. 
Once we had that certainty, we built on top of that the 
progression the player would have.

Core loop

            The two resources that the player will need for 
their survival are the food without which their popu-
lation starves to death and the fuel without which 
the tribe cannot move and consequently seek new re-
sources once those around are exhausted.
            Our two main interactions that constitute the 
«core loop» of the game are then harvesting and mo-
ving.

            The player can move as many tiles as they want 
as long as they have fuel to do so. For each trip, they 
have the challenge of choosing an ideal place regar-
ding their needs and means as well as calculating if it 
is more worth to make the trip in one or more turns, the 
nearest tiles at a given turn being less expensive than 
the most distant ones.

                When placed, the player can harvest when 
entities located in his area of influence. They can then 
distribute his population, symbolized by «population 
points» around, which will collect the resources of the 
entities when the player ends the turn.

  The player has an «entry cost» when harves-
ting an entity that will hence bring them little in the 
first turn of harvesting and then more and more.

                This mechanism emphasizes the tension that 
exists between eliminating a group of entities at the 
risk of unbalancing the ecosystem regarding the large 
amount of resources that would provide comfort to the 
player.

Core loop
Short-term goals

Survival

Mid-term goals
Management

Towards 
the

end game

Movement

Harvest
area of influence
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                The Population

         After food and fuel, the player’s most important re-
source is their population. Indeed, the more people the 
player has, the more entities they will be able to collect 
around them but also devote part of their population to 
less primary goals than pure survival, with crafts and 
research (see Workshops). However, the population is 
a versatile resource because it is closely linked to the 
population’s food needs per turn. Having more popu-
lation allows more actions but also proportionally in-
creases the difficulty of the game.

The Workshops

           The player can use their population points in 
workshops inside the ship. Each of these workshops 
brings a bonus in a defined field. By default, the points 
are on the «Harvesters’ Carpet» and represent the 
points that go outside to collect when the player is 
landed on a place.

 They can add or remove points in these 
workshops at will but will lose one turn when the point 
is on its «way» to the workshop or to the carpet of the 
harvesters (every time the player moves them).

In addition to the bonuses, having a token for several 
rounds (consecutive or not) in the same workshop al-
lows the player to win very useful permanent impro-
vements. The player must therefore choose between 
their short-term interest in having the bonus in a given 
house and the long-term interest in unlocking an im-
provement that will be permanently useful to them.
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A.3 Controls

                In terms of controls, we tried to think for 
both those who are used to management games and 
those who are new to them as well as those who have 
different physical abilities. So we have multiplied the 
means to do each action. It is indeed possible to play 
only with the mouse, which adapts particularly well to 
phycially disabled people as well as tactile supports. 
It is also possible to do a large part of the game with 
keyboard shortcuts to optimize each action.

A.4 The different scenarios

                In order to diversify the game experience, 
its difficulty and to give the player more information 
about the tribe they control, we plan on making seve-
ral scenarios based on a different assumption. Each 
scenario has its own specific area and set of missions 
as well as a set of workshop improvements specific to 
it in order to renew the proposed experience and bring 
novelty to each scenario.

B - Visual Universe

B.1 The majestic nature

                In terms of visual art direction, we wanted 
to emphasize the beauty of nature to give the player 
the desire to preserve it. This requires a great diversity 
of assets produced to stimulate curiosity and the im-
pression of discovery. Particular care has been taken 
to have a coherent and detailed world to give it pre-
sence. To do this, animation is also very important to 
bring life and vividness as well as give an impression 
of abundance of biodiversity.

B.2 The movement

                As the player embodies a nomadic tribe, we 
wanted to have a lot of movement on the screen and 
have a game that looks alive and involve only the 
player in this momentum of motion.

B.3 Tribe identity

 Our last pillar in terms of visual direction is to 
be able to bring out a strong identity for the nomadic 
tribe, they use the wind as their driving force, are often 
outside, living in a large ship or in tents with a rustic li-
festyle. It was necessary to show its elements through 
the visual of this population, their morphology, their 
clothes, their accessories. 

Scenario 1

Scenario 2

Scenario 3
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C - Audio universe
C.1 The majestic nature

                As with the visual, the sound underlines the 
majesty of nature with major and imposing music to 
highlight the gigantism and magnificence of natural 
spaces. One of the main sound constraints of a strate-
gy game is that the music must be listenable and en-
joyable for several hours, so we have been careful not 
to make it too repetitive. The dynamic ambiences ac-
cording to the position and zoom level of the player’s 
camera on the screen also allows these variations.

C.2 Tribe identity

                In order to give a strong identity to the tribe, we 
used recurrent instruments symbolizing their sounds 
and musical culture. Using diegetic interface sounds 
also allows the player’s actions to be anchored in the 
reality of the tribe. We intend to make the player feel 
close to the tribe through sound, make it human and 
avoid the impression of being a god which can qui-
ckly happen with the top-view camera. The presence 
of small «mistakes» in the music is also there to make 
this human side feel.

C.3 Sound Design

                These musical intentions are also reflected in the 
sound design, which is very dynamic and adaptive to 
what is happening in the game and what the player is 
looking at, there are also many layers of detail that give 
a real depth of information to the player’s interactions.
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A - Target and competition B - Communication strategy

We wish to be on PC and Switch since with Our Land, 
we have 2 types of target:
 - First, there is the mid-core Strategy/Manage-
ment player. That type of player is used to play on PC. 
Unlike the “hardcore Strategy player”, they don’t ne-
cessary look for a high-level challenge. They can have 
a lot of fun on more accessible games like Our Land.
 - Secondly, there is the “tourist gamer”. It’s a 
type of player that doesn’t play strategy games and 
usually plays on console. Recently, the trending plat-
form is the Nintendo Switch. Our Land is an accessible 
game that could be a good entry door for the Manage-
ment type of game.

Social network

Regularly, we will publish screenshot from the game, 
concept arts and show funny bugs in the game engine.

Video

We will create a video series of 10 episodes on YouTube 
and Twitter. It will present the game concept, the ga-
meplay and the commitment of Our Land. The show 
will be editing as a night show with puppet and each 
time, a developer is the guest and will answer to ques-
tions about the game.

 About the business plan, we are planning to 
sell the game at 30€. We will also include few DLC not 
yet priced. As the graphic bellow shows, we are targe-
ting an average price for strategy/management games. 
 This price meets perfectly with the quality le-
vel of Our Land. Furthermore, since Our Land is not 
a famous franchise, it would be difficult to convince 
players to buy it if we were more expensive.

Newsletters

After the pre-production, we will develop our website 
and publish every month a newsletter. It will be a de-
vblog, filled with news about the project’s progress 
and interview with the developers.

Events

We will take advantage of the Enjmin location in seve-
ral events such as Game Connection in Paris. We will 
also take part to event in relation with our theme and 
the game message such as ecology, the balance of na-
ture and collapsing. We are planning to work with as-
sociation as Game Impact in France.

4 – Commercial potential
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C - Financial forecast

*

* According to the estimated sales of equivalent games on Steam (SteamSpy)

A - Ecological awareness
 During the creation of Our Land, we had a hard 
time relying on other games of this kind because it 
comes out of the codes of the management game: we 
don’t extend territory, we don’t build up to the skies, 
we don’t try to exterminate other players, we don’t ex-
ploit the earth.
We have brought back to the heart of the game a theme 
of survival facing the environment, an environment 
where humans are no longer demiurge but with which 
they must deal to create and perpetuate a culture.

Our Land therefore speaks of a very current theme: 
the place of humans in their ecosystem. If we have be-
lieved for centuries that we could shape the earth at 
will with no consequences, it now appears that this is 
no longer the case and we must learn to understand, 
apprehend and maintain a balance with it. Our Land, 
by simply highlighting elements tangibly connected 
to each other to create a system that the player can 
understand, brings out the player’s actions and their 
consequences. This leads them to think pragmatically, 
without moralizing them about how they will manage 
this environment and identify a strategy that is valid 
for them in the short and long term.

5 – Description of creative innovations
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B – Nomadism

A - ManagementC – A non-expansionist 

management game

            By enhancing the ecosystem and giving it a new 
importance, the nomadic system seemed to us to be a 
relevant way of talking about exhaustible resources 
and allowing nature to recover before a new harvest. 
Moreover, nomadism raises interesting issues in terms 
of management, knowing where we are going to place 
ourselves, which migratory routes to follow, which 
journeys are the most interesting, which roads opti-
mize our travel. It seems  to us to be under-exploited 
in the few games that present a mechanism of noma-
dic civilisation. The movement is also interesting in a 
sense that nothing is acquired but everything is chan-
ging, unstable and adaptable to the situation.

          These originalities in the treatment of the ecosys-
tem and the way of life have led us to rethink the pur-
pose of the game and the player’s progress. It is classic 
in management / strategy games to propose a progres-
sion through expansion and empowerment. In general, 
this type proposes during the game a shift from micro 
to macro by an exponential increase in the resources 
extracted and a progressive automation of tasks. In Our 
Land we wanted to leave resource harvest at the cen-
ter of the gameplay, the goal is not always to win more 
but to keep the balance. So expansion and increase 
is not a good thing in itself, but rather an increase in 
difficulty, there are more arms to work with, but also 
more mouths to feed. The player will therefore have 
to redouble his strategy to survive without disrupting 
their environment.

We are a team of 10 people, working in the same room. 
It allows us to debate together and to transmit the in-
formation smoothly. Every day, at 2 p.m., we have a 
daily meeting to know what people did the day before, 
on what they are working and what are their obstacles. 

To stay in touch and to keep a written record, we are 
using Slack. 
 
We are using Google Drive and G Suite (Google Office 
programs) to store, create and share all the documents 
about the game development.

The project monitoring and the task tracking is made 
on HacknPlan. 
Everyone can create a new task, indicate if the task 
is in progress or done and give a priority to each task. 
Thank to this tool, we can follow the progression of the 
project.

6 – Methodology and tools
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B - Technical

About the development, we chose to work on Unity 
2018.3. Firstly, because we are used to work on this 
tool. But especially because the version 2018.3 in-
cludes new prefab systems and the tile map manager, 
increasing our workflow. 
 

Finally, in order to ease the work on Unity, we are using 
a versioning software (GitKraken), thus we can work 
together on the project without the risk of losing data. 

A - Background

September 2017 : start of the 14th promotion at CNAM ENJMIN school

March 2018 : beginning of the 1st-year game project 

June 2018 : ending of the 1st-year game project

November 2018 : beginning of Our Land as the 2nd-year game project

February 2019 : ending of the 2nd-year game project and the Our Land pre-production

7 - Team’s resume
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B - The team

Damien Crechet - Programmer
Experience : Codex

Paul Gaston - Game Designer
Experience : Perma

Eugénie Goube - 2D Artist
Experience : Stori

Darenn Keller - Game Designer
Experience : Tae.exe

Raphaël Marchetti - Sound Designer/Composer
Experience : Deep Breath, Every System Down

William Désert - Project Manager
Experience : Tae.exe ; Lily

Thomas Giro - Programmer
Experience : It’s Paper Guy

Sara Jaafar - UI/UX Designer
Experience : Ceux qui restent

 Corinne Le Toquin - Game Designer
Experience : Ceux qui restent

Romain Navazo - 2D Artist
Experience : You’ve got mail

We have evaluated a 14-month production. We want to release the game in December 2019. The planning has 3 
milestones:

8 – Production Planning
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Vertical slice

Gold Master

Beta

 Made as the CNAM ENJMIN 2nd year project, 
the Vertical Slice is a part of the first scenario. It pre-
sents the Core Loop gameplay and  the workshops 
mechanic during 10-to-15 minutes and introduces to 
future feature such as the seasons. It begins with an 
animated and dubbed cinematic. This Vertical Slice 
shows a part of the Our Land experience. 

After the first presentation to the CNAM ENJMIN jud-
ging panel, we could note a real interest in the concept 
of Our Land. The game goes against all strategy-mana-
gement fundamentals. 

The over-consuming of our planet is a very concerning 
issue and, as one of the most widespread media, the 
video game has to heighten awareness about ecology. 

Today, the whole team thinks sincerely the project is 
original, thanks to its gameplay and its commitment. 
We wish being a stepping stone for future strategy ga-
mes about the respect of the environment and other 
people. Not about the pursuit of power and greatness. 

When the game is over. After this moment, we will fo-
cus on the DLC and continue to update the game. 

The Beta is when the whole game can be played from 
the start to the end. At this moment, we will send the 
game to Nintendo in order to release Our Land on Nin-
tendo Switch E-shop. 

Conclusion
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