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Game Story

In Capcom’s Megaman franchise there exists a robot from the Megaman 10 game called Nitroman. Nitroman can turn into a motorcycle. In this game Nitroman wants to show off his sweet skills and go really fast and make some sweet jumps so everyone will know he is truly the best robot around.
Gameplay Look and Feel

Since the character this game is based on was presented with a 2D 8bit graphic style so with our game we have decided to follow suit. The sprites are ripped from the Megaman 10 game itself and we will modify them as we need to for the role in the game. We also plan to use some of the tiles from different Megaman games as well, hopefully making the player feel it belongs with the franchise.

The players avatar will stay stationary in the middle of the screen and the level will move behind him as the character moves across the level. There probably wont be any menus besides the title screen. In which the player will click or press a key to start playing. There will be one level done by the demo date.

The soundtrack will consist of the same 8bit style of music used in previous Megaman games. The one level we will design will be using the Nitroman stage theme from Megaman 10.
Player Role and Actions

The player will play as Nitroman. They will control him through various levels. The object is to try and complete the level as fast as possible without dying. They will have to jump over obstacles, avoid others, make a judgement as to which path will be faster, but most of all they will have to chose which parts they wish to handle in robot mode and which parts to handle in motorcycle mode. The motorcycle mode will be much faster than robot mode however you will have more skill intensive controls, also he will be constantly moving. Robot mode is slower but you will have more control over Nitroman and you will be able to take the time to stop and time your jumps.
Strategies and Motivations

Since the game is going to be a time attack, the player will want to try to be in motorcycle mode as much as they can to move the fastest. However the skills comes with knowing when to switch so that obstacles can possibly be done quicker. Getting the best score will require path memorization, pinpoint timing, good spacial judgement, trial and error, and a quick finger. 
Level Summary

The first level will be an intro stage. It will introduce the gameplay elements to the player one a time. Making sure they can use them. Then at the end it puts all of them together in to make sure the player understands how the game will work, including path choices. 
Story Progression

There isn’t much of a story. In the end there may be party to celebrate how much of a bad ass Nitroman is. And that’s about it.
Development Specifications

The required hardware will be any computer system that can run adobe flash player and has a keyboard and mouse set-up. The required software will obviously be adobe flash player. Our chosen algorithm style is scrum.
