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Executive Summary

As the world turns, there will always be those who remain at the underbelly of the economic scales.  Those who are not as fortunate as others.  They may be seen in the states of Michigan, Vermont, and New York, at University campuses and local malls, picking up cans and bottles for a living.  Though many times attacked by students, police, animals and bugs, they are dedicated and hard working.  Individuals such as this are known as the Can Man!  Sick of being treated like scum, you decide to wage an all out war against the powers to be.  You will stop at nothing to reach your goal. 

In a recent encounter with the local biker gang, they stole and destroyed your only bike.  That was your only possession, so you wage an all out war against this gang.  The object is to knock as many bikers off their bike as you can, and escape in the leader's new red car.  

Revenge of the Can Man is fun, cartoony, funny animations, odd weapons and silly enemies.  At the same time, it is a violent, no-nonsense game play.  The overall art style of the game is realistic with humorous overtones.  The game will feature 3D looking characters, foes, and objects set in realistic settings.  The game will feature a development schedule of two days.

Product Specification

Production team Description
A team of one person was used to design and implement Revenge of the Can Man.  David Mehi developed the characters and the screen graphics.  He also learned how to write a game and implemented Can Man Direct X with Visual C++.  Total development time was two days, or 24 hours. 

Target Audience
· People who are sensitive to social issues in America today.  

· Fans of the ultimate revenge plot.

· Men and Women ages 14 - 35.

Game Play Time
The game has about 30 minutes of game play.  There are 6 screens that the player may journey to.  There are many bikers that will try to run over the can man.

Shelf Life
The game will be as good as long as the technology to develop the game is valid.  Two years is expected before an update.  The game can be customized for personal use.

Production Tools

· Visual C++ / DirectX

· Ray Dream Studio

· Poser 3D

· Bryce 3D

· Paint Shop Pro 5.0

Schedule

· 2 day total development time

· 24 working hours

· 2 hours preliminary design / storyboarding

· 8 hours graphic arts

· 10 hours programming

· 4 hours testing 

Milestones
· Complete Design documentation and graphic sketches

· Beta Implementation of Level 1 Game Play

· Beta Implementation of the complete game

· Testing

· Completion of Project 

User Guide

Installation

· Create the directory:  "c:\canman"

· Copy "canman.zip" to the above directory.

· Unzip all the files into the same directory.

How to play

· Run "canman.exe"

· The object is to knock the bikers off their bikes and steal the red car.

· Use the arrow keys on the key board to direct Can Man.

· Use the <spacebar> to fire the bottles.

· Move to the top of the screen to reach the next level.

Game Specification

Game Play
The Revenge of the Can Man is meant to be a lighthearted, shoot-em-up game.  The plot and characters are rather silly, but the game is very fun to play.  Assuming the role of a can man is humorous in itself.  The game surpasses all human and social limitations.  The Can Man is very serious about getting his revenge, and will stop at nothing.  Revenge of the Can Man is fun, cartoony, funny animations, odd weapons and silly enemies.  At the same time, it is a violent, no-nonsense game play.

The Can Man must throw bottles at the bikers, who are in turn, trying to run him over.  The object is to knock off as many bikers as possible and escape in the leader's new red car.  Nothing shall get in the way of the Can Man. 

· The Can Man can fire his weapon at people, objects, animals, and bugs.

· Currently, Can Man is invincible.  He will not die if run over by a biker.

Interface
100% of the screen shows the actual game play. 

· The user will use the arrow keys to move the Can Man around the screen.

· The <spacebar> will be used to fire bottles.  The bottles will be fired in the direction of the Can Man.

· When the user moves to the top of the screen, it will automatically go to the next screen.

Story Line
With the advent of the Internet and the technology boom during the past five years, thousands of new jobs have opened up all over the country.  With the Dow Jones recently surpassing 11,000, much money is to be made in the buying and selling of stocks.  The unemployment rate is at an all time low, and even fast food restaurants have “Help Wanted” signs on display.

However, there will always be those who remain at the underbelly of the economic scales.  Those who are not as fortunate as others.  They may be seen in the states of Michigan, Vermont, and New York., at University campuses and local malls, picking up cans and bottles for a living.

Though many times attacked by students, police, animals and bugs, they are dedicated and hard working.  Individuals such as this are known as the Can Man!  Sick of being treated like scum, you decide to wage an all out war against the powers to be.  You will stop at nothing to reach your goal.

Story Board
When the game is first started, a screen will fade in and fade out with the words “David Mehi Presents . . .”.  Next, a menu screen will appear with a 3D graphic with the title “The Revenge of the Can Man”.  After 5 seconds, a new screen will appear that explains the story and game play.

After 15 seconds, the screen will go into screen play.  Once the player reaches the goal, a new screen will appear notifying the player that they have won.

Character Bibles
Ernie - Currently a homeless person, his only source of income is collecting cans and bottles.   Rumor has it that Ernie used to be a Professor at a very well known University.  He temporarily gave up teaching to conduct an Anthropology experiment, living homeless and collecting cans.  Do not underestimate his wits and street smarts.  After an encounter with the local biker gang about some cans, they steal and destroy his bike.  Sick of it all, he decides to wage an all out war against the gang.  He will stop at nothing to knock as many bikers off their bike and he can and steal the leader's new car.

Level Outline
There are six screens that the player will encounter when playing.  All six screens are outdoor scenes, showing buildings and roads.

Art Specification 
The overall art style of the game is realistic with humorous overtones.  The game will feature 3D looking characters, foes, and objects set in realistic settings.  It is supposed to model real life to a certain extent, and will have the feel of a person who is desperate to reach their goal.  

· The view of the user is about a 75 degree overhead view of the scene.  The view is at angle to give it a 3D feel.  The objects, characters, and buildings will be 3D rendered images.

· The background will have realistic settings such as grass, buildings, water, trees, sidewalks, and carpet. 

· The foreground will feature many moving objects.  Many bikers on their bike will be moving on the screen

· The player will be able to move back and forth between scenes.

Characters
Ernie the Can Man is the main character and the hero in our game.

Multimedia
There are currently no sounds or music.

Design Specification 

The game has been designed for home PC use and an Arcade style game.  The implementation will best be done for the home PC using Visual C++ and DirectX.  Research still needs to be done to determine the best system for an Arcade System.

The characters and enemies will be created as separate objects.  The Character objects will have variables for number of cans / bottles, appearance, transportation, and personality.  

The Game Engine I in "Game Programming for Dummies" was used to create this game.  Code was also borrowed from 14_1.cpp and starferret1.cpp and starferret2.cpp.  Many existing functions were modified for use in this game.

