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Overview 

 
The Reservation Road Planner Game is being developed by the Lummi Nation in partnership 
with the Federal Highway Administration (FHWA), and the Bureau of Indian Affairs (BIA).  
 
Conquent is acting as creative agency to manage the various projects involved in creating 
the board game, promotional and training materials under a single source. This allows us to 
create a consistent look and feel across the separate creative works and limit redundant 
development. 
 
These projects include the following: 
 
Game Board Design 
The primary project is to redevelop the existing game boards and creation of new boards for 
different tribal regions and cultures.  These regions are: 
 
¶ Pacific Northwest and Alaska-Western Coastal 
¶ Agricultural/Marshy-Eastern Coastal 
¶ Desert/Mountain/Plateau 
¶ Plains 
¶ Woodland (Great Lakes, Iroquois etc) 

 
Game Video Presentation 
As part of the promotional materials, Conquent will produce a 15 minute video overview of 
the philosophy of the game and game play. This includes script development, casting, 
filming and post production. 
 
Website Development 
A small website will be developed to deliver basic information about the game The site will 
include an online game request form and a place to showcase a Flash version of the video. 
 
Ongoing Development 
In addition to these initial deliverables, the team has taken on the responsibility for defining 
the requirements of the final, physical board game and managing the production phase of 
the project. Conquent has also investigated presentation hardware for conferences and is in 
the process of defining other materials to be used at these conferences and for promotion. 
 

Team 
 
This section provides a review of the staff on the Conquent team who are currently involved 
in the project. 
 
Project Manager: Michael Bissell 
With a career that has spanned advertising, production, technical services, and project 
management, Michael is able to communicate with the wide range of talent required for this 
project.  His resourcefulness has frequently brought success to projects with limited 
resources, and by translating the broader goals of the project into daily tasks he is able to 
bring disparate skills together for a common goal. 
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Graphic Lead: Purnima Prassad 
Aside from her Bachelors degree in Graphic design and the wide range of corporate identity 
projects she has developed, Purnima's unique experience with combining traditional design 
elements with digital tools is critical for this multi-faceted project.  Her management of the 
graphic works for the Reservation Road Planning Game insures that the appropriate look will 
not only be created but will be able to be adapted to the wide range of media involved in 
this project. 
 
Writer: Leslie Grasa 
Leslie's background provides an amazing mix of talents for this project.  She holds a 
Masters in Theater with an emphasis on Native American Studies and has direct experience 
working in land use planning.  Her experience includes managing large scale educational 
and presentation events for political presentations (including names such as Bob Dole and 
Madeline Albright) and she brings this experience along with her enthusiasm to this project. 
 
Videographer: Sarah Powers 
With a mix of corporate video clients and event video development, Sarah has an amazing 
talent for working with actors and non-actors alike to create engaging, informative and 
entertaining video.  Her high standards for video quality are visible in all her work, on 
screen and off screen. 
 
Web Lead: Brock Fansler 
It's an ever moving target to make websites that work in the rapidly changing landscape of 
web browsers, connection speed and programming languages. Brock's front-lines 
experience has allowed him to prove his abilities to adapt to new technological standards 
and deliver a web product that not only looks like it should, but works on the desktop and in 
the boardroom. 
 
 

Timeline 
 
February 20, 2008 -- Kick-off Meeting 
Conquent met with the Lummi team responsible for the development of the Reservation 
Road Planner game at the planning offices at the Lummi Nation.  The meeting was focused 
on the two existing maps and the changes that would have to happen to complete the 
project. 
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February 25, 2008 -- Staging Site Implementation 
In order to manage communication with the Lummi team as well as involve Federal Lands 
and the BIA, Conquent set up a staging site at http://roadplanner.conquent.com/ where 
iterations of the designs could be posted and to keep an ongoing record of revisions and the 
evolution of the project. 
 
At this stage the team uploaded the digital versions of the original maps and posted a 
reference image of the existing map which we chose to use as our foundation for developing 
our communication process and for the creation of the basic elements to be used in all the 
maps. 
 

 
http://roadplanner.conquent.com/roadfiles/rr_inland_original.html 

 
March 6, 2008 -- First Draft 
The Conquent design team was given the opportunity to create a completely new look and 
feel for the game.  The team created an "over the top," super saturated version of the 
existing Inland Nation map with the philosophy that the game would be played by non-
planners and to try to add more color to the experience. 
 

 
http://roadplanner.conquent.com/roadfiles/roadplanner_inland.html 

 
The consensus of the stakeholders was that this look did not provide a realistic enough 
experience for the players and the approach was abandoned. 
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March 17, 2008 -- Script Treatment 
As part of the broader project requirements, the team is 
developing a script for the explanatory and training 
video.   
 
The first step was to work with the background of the 
development of the game, research the history and need 
for such a training tool, and create a framework for how 
the overall structure of the script should flow. 
 
We then got the entire team together to play the game 
at Conquent.  Our writer then got her friends and family 
to play the game, and worked up a five page script 
treatment for review by the videographer. 
 
The treatment provides the overall structure for the 
video, but allows the final actors and direction to be 
somewhat more freeform, creating a more natural final 
performance. 
 
Our videographer has reviewed the script treatment 
with consideration for casting and production and is 
comfortable that this can be executed within the structure of the project. 
 
 
April 4, 2008 -- Revision to color scheme 
As a revision to the initial, playful, extruded plastic design, our team worked on a more 
muted color version while attempting to incorporate more color and traditional board game 
styles into the look of the new board.   
 
This revision also addressed some comments aimed at realism, incorporating more digital 
effects for rocks and other terrain. It also defined the "top-down view" requirement for 
vegetation. 
 

 
http://roadplanner.conquent.com/roadfiles/rrp_v2_web.html 

http://roadplanner.conquent.com/ 
roadfiles/script_treatment.pdf 



Project Status Update  June 16, 2008 
Page 6 

 
 
 

 
 
April 16, 2008 -- Production Research 
It became apparent early in the process that the selection of a vendor to produce the final 
board games was not a simple process.  Our project manager worked with the Lummi team 
and a wide range of existing print, advertising specialty and marketing resources to attempt 
to find a vendor who could produce the board game for a reasonable cost and delivery 
schedule. 
 
The bulk of the production companies would have used Chinese manufacturing facilities to 
control costs but quality control and turnaround time could not be guaranteed.  The 
remaining domestic production companies were generally limited to a 20" maximum board. 
 
The board design as returned to the concept of a vinyl sheet to be delivered in a map tube. 
The sourcing of game pieces and packaging will probably be handled by separate vendors 
with final assembly being coordinated in Portland under Conquent's supervision. 
 
May 7, 2008 -- Color Corrections 
Continuing through the process to define appropriate color saturation, our designer created 
two maps for comparison.  These maps brought more hand drawn elements to the design 
standard and lowered the color saturation dramatically. 
 

   
http://roadplanner.conquent.com/roadfiles/rr_v3_web.html 

http://roadplanner.conquent.com/roadfiles/rr_v3_less_color.html 
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May 15, 2008 -- Vegetation and Shoreline Transitions 
With the general color scheme settled, our designer was able to focus on other details such 
as the look of the vegetation and the need for more realistic transitions between the water 
and agricultural land. 
 

 
http://roadplanner.conquent.com/roadfiles/rr_v5_web.html 

 
 
 
May 21, 2008 -- Design Process Review 
Because of the high visibility of the project, it is critical 
to create a look and feel for the games that satisfies or 
exceeds the expectations set by the previous designs for 
the stakeholders while it provides a fun, easy to 
understand, learning experience for the players. 
 
The revision process to this point had allowed the 
Conquent team to develop a better understanding of the 
needs of the Lummi management team and ultimately 
the other stakeholders. 
 
The challenge had been with sifting through these 
expectations and design goals. As we drew closer to a 
conclusion to the first map design, it became important 
to document the design discussion to keep track of what 
the team had learned and set standards for moving 
forward. 
 
Our team put together a Design Process Review 
document to compare the development work with the 
requirements and direction being provided by the 
Lummi management team. 
 
The document has proved to be an excellent communication tool and has allowed the 
development to focus and accelerate. 

http://roadplanner.conquent.com/ima
ges/Reservation Road Planner 
Review.pdf 
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May 21, 2008 -- Board Template 
The goal of the project is to develop five different game boards while using the same set of 
playing cards.  Before moving on to the development of new boards, the team created a 
template which shows the placement of each game project. 
 
This template is designed to be printed on 11x17" paper to allow anyone to suggest terrain 
and features and can be used in our electronic production systems. 
 

 
http://roadplanner.conquent.com/images/board_template.pdf 

 
May 23, 2008 -- Desert/Mountain/Plateau Board Template 
Utilizing the layout template posted on May 21st, our designer was able to create a layout 
for the Desert/Mountain/Plateau Board. While not a finished product, this template allowed 
the Lummi management team to quickly spot any potential issues with the placement of the 
overall geography. 
 
This layout was created by using satellite imagery for coloring and positioning of major 
elements including typical shapes for land and water features. 
 

 
http://roadplanner.conquent.com/roadfiles/desert_mtn_plteau_board_template_2.html 
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June 2, 2008 -- Alternate Plains Template 
There was some minor confusion about the use of the existing "Inland Nation" map as a 
stand alone map or whether it can be adopted as the Plains Nation map.  Using the board 
template, our designer created an alternate layout for the Plains Nation for comparison. 
 
This layout was created by using satellite imagery for coloring and positioning of major 
elements including typical shapes for land and water features. 
 

 
http://roadplanner.conquent.com/roadfiles/plains_board_template_large.html 

 
 

June 10, 2008 -- Revised Plains Board 
At this point, we have a design with detailed road shoulders, improved transition areas by 
the shoreline and a correction to the understanding of the river size. This version also 
establishes the look and placement of the Casino for future maps.  
 

 
http://roadplanner.conquent.com/roadfiles/rr_v3_less_color_v2_web.html 
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June 16, 2008 -- Eastern Coastal Layout Template 
Utilizing the layout template posted on May 21st, our designer was able to create a layout 
for the Easter Costal Nation board. While not a finished product, this template allowed the 
Lummi management team to quickly spot any potential issues with the placement of the 
overall geography. 
 
This layout was created by using satellite imagery for coloring and positioning of major 
elements including typical shapes for land and water features. 
 

 
http://roadplanner.conquent.com/roadfiles/eastern_coastal_web.html 

 
 
 


