
Blu3_M1sT 
 

by Team 1 
 

Tom Anderson, Patrick Reed, Vanesa Ephron 

 
 

 

 

Submitted to 

the Faculty of the School of Information Technology 

in Partial Fulfillment of the Requirements for 

the Degree of Bachelor of Science 

in Information Technology 

 
 

 

 

© Copyright 2017 Tom Anderson, Patrick Reed, Vanesa Ephron 

 
 

 

 

The author grants to the School of Information Technology permission 

to reproduce and distribute copies of this document in whole or in part. 

 
 

 
 

University of Cincinnati 

College of  

Education, Criminal Justice, and Human Services 

 

April 2017 

 



i 

 

 

 

Table of Contents 
Abstract ................................................................................................................................. 1 

Introduction .......................................................................................................................... 2 

Problem ........................................................................................................................................ 2 

Solution ......................................................................................................................................... 3 

Project Description ....................................................................................................................... 3 

Overview ....................................................................................................................................... 3 

Discussions ............................................................................................................................ 4 

Project Concept ............................................................................................................................ 4 

Project Design ............................................................................................................................... 4 

Core Systems ............................................................................................................................ 4 

RPG Elements ........................................................................................................................... 5 

Management Mode .................................................................................................................. 6 

Auxiliary Systems ...................................................................................................................... 7 

Content and Balance ................................................................................................................ 8 

User Interface and Experience ................................................................................................. 9 

Graphics .................................................................................................................................. 10 

Audio ...................................................................................................................................... 10 

Unity……………………………………………………………………………………………………………………………………..11 

User Profile ................................................................................................................................. 14 

Players .................................................................................................................................... 14 

Unity ....................................................................................................................................... 14 

Publishers ............................................................................................................................... 14 

Distributors ............................................................................................................................. 15 

Journalists ............................................................................................................................... 15 

Use Case Diagram ....................................................................................................................... 16 

Methodology .............................................................................................................................. 17 

Budget ........................................................................................................................................ 18 

Gantt Chart ................................................................................................................................. 20 

Conclusion ........................................................................................................................... 22 

Lesson Learned ........................................................................................................................... 22 

Next steps ................................................................................................................................... 23 

 



1 

 

 

 

 

ABSTRACT 



2 

 

 

 

 

INTRODUCTION 

PROBLEM 



3 

 

 

 

 

SOLUTION 

PROJECT DESCRIPTION 

OVERVIEW 



4 

 

 

 

 

DISCUSSION 

PROJECT CONCEPT 

 

PROJECT DESIGN 

 



5 

 

 

 

 

 



6 

 

 

 

 

 



7 

 

 

 

 

 



8 

 

 

 

 

 



9 

 

 

 

 

 

• 

• 

• 

• 

• 



10 

 

 

 

 

• 

 

• 

• 

• 

• 

• 

 

 



11 

 

 

 

 

UNITY 

 

 

Figure 1: Unity User Interface 



12 

 

 

 

 

 

 

Figure 2: Work-In-Progress Main Menu 
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Figure 3: Play testing 
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