
EXECUTIVE SUMMARY

Ninja Nightmare

	
 Ninja Nightmare is a humorous action game where up to 4 players can participate in 
cooperative gameplay. This console game will have a stylized art style, humorous dialogue, 
and a wild cast of characters. The Ninja of Edgetopia are summoned to combat an alien evil 
in the form of a being named Mr. Kill-Roth. The player will have to fight their way through 
13 unique and diverse levels in order to have their final stand off with Mr. Kill-Roth. The 
players will be able to upgrade specific weapons and powers assigned to each ninja. When 
fighting there way through each level the ninja will have to over come specific obstacles with 
the use of their individual powers.. The player can summon the appropriate ninja for help or 
can summon a friend to join in on the fun. 

	
 Each level with have a distinct theme and enemy list. While battling the minions of 
Mr. Kill-Roth the player can complete “duties” given to them by characters in the game. 
These can be completed in and out of level combat, depending on  who has assigned the 
duty.  Completing these duties will allow the player to upgrade their weapons and powers for 
a specific ninja. The player will also be allowed to participate in end-level mini games that 
will reward the player for possible upgrades to their ninja. After completing all the 13 levels 
and restoring each town to its original state, the player will finally be able to combat the vile 
Mr. Kill-Roth. After defeating the ancient evil, order will be restored to the lands. 

	
 This game is intended to be played on home console systems to encourage the pick 
up play. The humor of Ninja Nightmare will give the player a fun and enjoyable playing ex-
perience. 
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11/6/2006

*Doc Improvements

- Proof read, argh

- Target Audience

- Log Line 

- Rory has a good execu-
tive summary: read stuff 

- Be simplistic 

- Include 3 paragraphs in 
the summary about the 
story 

- what happens when you 
die? 

- how does it sound? 

- point system, for weap-
ons and powers 

Michael Vaughn Green 11/
6/06 4:06 PM



NINJA NIGHTMARE
Design Document

Michael Vaughn Green
Raptor’s Revenge Studios Production

Ninja Nightmare DD	
 2

Notes
---------------

-proof 

- platform and graphic 
style 

describe more of the girl-
friend game play 

- summon up to 3 friends 

- get rid of the fluff at the 
end 

- get rid of the intro ex-
plaining 

- say what consoles I want 
them on 

- get rid of the modular 
story line

- have a lot of work ahead 
of me 

Michael Vaughn Green 11/
15/06 4:06 PM



TABLE OF CONTENTS

[3.] Story overview 11

3A. Story	
 11
The Lands of Edgetopia 11

The Evil Arrives 11

The 4 Ninjas Are Born 11

The Evil is Vanquished 12

The Lasting Tradition 12

The Evil Returns 12

The Journey Begins 13

The Journey in Play 13

The Journey Ends 13

The or is it ending? 13

3B. Story Timeline	
 14

3C. The Main Characters	
 14

Ninja Nightmare DD	
 3



The 4 Ninjas 14

The Crimson Ninja  15

Weapon: 16

Powers 16

The Golden Ninja 18

Weapon: 19

Powers 19

The Royal Ninja 21

Weapon: 22

Power moves 22

The Emerald Ninja 24

Ed The Elder Monk 26

The 4 Girlfriends 27

Mr. Kill-Roth 27

3D. Bosses and Enemies	
 31
1.The Deady Freddies	
 31

2. The Dinosauric Flood	
 32

3. The Robotos	
 33

4. The Teen Demons	
 34

5. The Werewolvians	
 35

6. The Squidies	
 37

7. The Freezanoids	
 39

8. The Magmaracons	
 39

Ninja Nightmare DD	
 4



9. The Sand Band	
 41

10. The Electrified Sensation Nation	
 41

11. The Roaching	
 41

12. The Rock’n Mummies	
 42

13. The Sickening Souls	
 46

3E Story Scripts	
 46
Boss Battles 46

NPC interaction 46

[4.]Game-play 47

4A. General Requirements and Settings	
 47
Console Gaming 47

Xbox 360 Controls 48

4B. General Mechanics	
 49

4C. Level Progression	
 49
Modular Story/Game-play 50

Overview of the Modular Game-play 50

4D.) Power Ups and Items	
 52
Restoration Items 52

Disruptive Items 52

4E.) Regular Moves	
 53

4F.) In Between mini game play	
 54

4h. Starting the game	
 56
Ninja Nightmare DD	
 5



4G.) Playing with other people 2-4 other players.	
 56
Any time pickup play 56

One player play 56

[5.]   Design Elements  57

5A. Game Interfaces	
 57
Start Screen 57

Pause Screen 57

Save Screen 57

Upgrade Screens 58

Mini Game Selection Screen 58

Map Screen 58

Text Screen 58

5B. Level Layout/Map	
 58

5C. Environment Landscapes	
 60
1. Village of the Harvesters (The Deady Freddies Level)  60

2. Darkwood Forest (The Werewolfian Level)  61

3. Hot Scotch Mountain (The Magmaracons Level) 61

4. Industrial Dark and Doom (The Robot Level) 61

5. New Swamp City ( The Sickening Soul Level)  61

6. The Sands of Suck (The Sand Band Level) 62

7. Winter Forkland (The Freezanoids Level)  62

8. The Electric Slides (The Electrified Sensation Nation Level )  62

9. Triassic Petting Zoo (The Dinosauric Flood Level) 62

10. Alley Cat Lane (The Teen Demons) 62

Ninja Nightmare DD	
 6



11. Underwaterville (The Squidies Level)  62

12. The Ancient Temple (The Rock’n Mummies Level) 62

13. Mushroom Meadows (The Roaching Level) 63

14. The Center Stage (The Final Level)  63

5D. Level Specific Duties	
 63
1. Village of the Undead Duties 64

2. Darkwood Forest Duties 66

3. Hot Spot Mountain Duties 68

4. Industrial Dark and Doom Duties 71

5. New Swamp City Duties 73

6. The Sands of Suck Duties 75

7. Winter Forkland Duties 77

8. The Electric Slides Duties 79

9. Triassic Petting Zoo Duties 81

10. Alley Cat Lane (The Teen Demons) 83

11. Underwaterville (The Squidies Level)  85

12. The Ancient Temple (The Rock’n Mummies Level) 87

13. Mushroom Meadows (The Roaching Level) 89

[6.]  Controls  92

6A. User Setup Options	
 92
Main menu 92

Levels of Difficulty 92

6B. Control Screen In/Out of Gameplay	
 93

6C. Changing Controls	
 93
Ninja Nightmare DD	
 7



6D. Saving Your Game	
 93
[7.]  Interacting with the game  94

7A. Normal Abilities	
 94

7B. Special Abilities	
 94

7C. Upgrades	
 94

7D. Interacting with your teammates	
 94

7E. Interacting with non player characters (NPCs)	
 94
[8.]   Enemy Abilities  95

8A. Normal Moves	
 95

8B. Special Abilities	
 95

8C. Final Blows	
 95

8D. End Boss Moves	
 95
[9.]  Ninja Nightmare’s Art Style  96

9A. Look and Feel	
 96

9B. Inspirations	
 96
[10.] Sound Style  97

10A. Sound Effects	
 97
Ninja sound effect asset list  97

Crimson Ninja 98

Golden Ninja 98

Ninja Nightmare DD	
 8



Royal Ninja 98

Emerald Ninja 99

Weapon sound effect asset list  100

Power sound effect asset list 100

NPC sound effect asset list  100

Enemy sound effect asset list  100

Mr. Kill-Roth 100

The True Form of Mr. Kill-Roth 101

Environment sound effect asset list  102

1. Village of the Undead Duties (The Deady Freddies Level)  102

2. Darkwood Forest Duties (The Werewolfian Level)  102

3. Hot Scotch Mountain Duties (The Magmaracons Level) 102

4. Industrial Dark and Doom Duties (The Robotos Level) 103

5. New Swamp City Duties (The Sickening Souls Level) 103

6. The Sands of Suck Duties (The Sand Band Level) 103

7. Winter Forkland Duties (The Freezanoids Level)  103

8. The Electric Slides Duties (The Electrified Sensation Nation Level)104

9. Triassic Petting Zoo Duties (The Dinosauric Flood Level) 104

10. Alley Cat Lane (The Teen Demons Level) 104

11. Underwaterville (The Squidies Level)  104

12. The Ancient Temple (The Rock’n Mummies Level) 105

13. Mushroom Meadows (The Roaching Level) 105

10B. Theme Songs/Soundtrack	
 105

10C. Voice Acting	
 105

Ninja Nightmare DD	
 9



[11.] The Humor of Ninja Nightmare 106

11A. Applying it to the game	
 106

11B Look and Feel	
 106

11C Its Importance	
 106
[12.] End Game 107

12A. Final Boss Battle	
 107

12B. Credits	
 107

12C. Unlockables	
 107
[13.] Other Assets  108

13A. Programming	
 108

13B. Loading Screens	
 108

13C. Network Play	
 108

Ninja Nightmare DD	
 10



[3.] Story overview
a.     Story timeline

b.     Main Characters

c.     Bosses and Enemies

d.     Script

3A. Story

The Lands of Edgetopia 

	
 Once upon a time the great land of Edgetopia was home to 13 mystical elements that 
helped shape and create the world and its inhabitants. From these elements 13 great towns 
arose and each worshiped the mystical element that helped create it. All was at peace and 
the people of Edgetopia lived happily, going about their daily duties. The land was self gov-
erned by its people and the laws of the lands were enforced  by Edgetopia’s elite force of 
ninja. However, unbeknownst to the people of Edgetopia a great evil was soon to be released 
upon the land. 

The Evil Arrives 

	
 Several centuries ago a great evil unleashed its power over Edgetopia. That evil had a 
name; Mr. Kill-Roth. Mr. Kill-Roth has traveled many light years to come to Edgetopia. An-
cient space tales inform us that Mr. Kill-Roth is a devourer of worlds, that feeds on the en-
ergy of life. Many have tried to stop its evil from consuming their world. but many have 
failed. Those who have survived, have only do so by fleeing their own home worlds. As Mr. 
Kill-Roth consumes Edgetopia he corrupts the 13 elements and uses their mystical, god like 
powers, to take control over the land and destroy all of Edgetopia inhabitants. 

The 4 Ninjas Are Born


Ninja Nightmare DD	
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 The citizens of Edgetopia soon realize the threat that they face and thus decide 
to call upon the word’s most scared knowledge. Each of the 13 towns sends a monk to 
the center of Edgetopia. There an ancient temple resides where the 13 monks ask the 
spirits of the world to come to their aid. The spirits respond by embedding 4 young 
ninja’s with the power of the 4 ancient gods. The Phoenix, THe Kodiak, The Dragon, 
and The Cheetah. The 4 young ninja’s quickly put their new powers to the test and set 
off to cleanse Edgetopia of its evil. 

The Evil is Vanquished 


 After cleansing each town of its corrupted element. The monks rid the world of 
these elements by trapping them into a magically encapsulated rock that they hurtle into 
space. The 4 ninjas then venture to the center of Edgetopia, where they have a final 
stand off between Mr. Kill-Roth. They are able to defeat the great evil and vanquish him 
into the darkness of space. However in the process the ninja lose their lives. 

The Lasting Tradition 

	
 Ever since that time of the Great Vanquishing. The lands of Mr. Kill-Roth have 
trained  4 of its brightest students every decade. In the hope that if that Mr. Kill-Roth ever 
returns then they will be able to defeat its evil. Unfortunately over the centuries the cere-
mony and tradition have lost all inspiration and follow through. The talk of spirits is consid-
ered lunacy. And the name of Mr. Kill-Roth is only used as a story to tell children to spook 
them into behaving. This years 4 brightest students are recognized for their efforts, but are 
no longer trained to harness the power of the ancient spirits. 

The Evil Returns 

 Just weeks after the new ninjas are recognized for their efforts, Mr. Kill-Roth re-
turns. Not only have Mr. Kill-Roth emerged from the skies, but the 13 ancient elements 
have crashed back into the planet, as if they just completed a 1000 light year journey 
only to return home to rightfully regain their power over the land. The elements have 
grown worse with their time in space and in a matter of days have corrupted the lands of 
Edgetopia. The 4 ninja’s realizing there extreme importance venture to face Mr. Kill-
Roth. Mr. Kill-Roth easily defeats the ninja’s and hurtles them into the deepest regions 
of Mr. Kill-Roth. The ninja’s awake in the Northern mountain town of Edgetopia. The 
town is inhabited by the surveying monks who still believed in the ancient powers of 
Edgetopia. The place almost seems to be part of a different world. It is a place that time 
has forgotten and thus holds the only surviving power of the world. Within days the 
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ninja’s feel a great strength consume them. They soon discover the new power that re-
sides in them. 

The Journey Begins 

	
 Now understanding the great power they posse. The ninjas venture forth into the 
lands of Mr. Kill-Roth. The player now takes control over the fate of Edgetopia. 

The Journey in Play

	
 The ninja’s must travel through out the lands of Edgetopia in order to restore peace 
to the land. As they fight their way through the game the ninja gain powers in order to meet 
the strength of Mr. Kill-Roth. 

The Journey Ends

	
 After defeating all 13 of the ancient elements the ninjas now must face Mr. Kill-Roth.  
After an intense battle the ninja are able to defeat the evil nemesis. However Mr. Kill-Roth 
resurrects himself with the last bit of energy that he has. The ninja then fight Mr. Kill Roth 
on a floating rock island in the sky. The world sensing the ninja are fighting for the sake of 
good, they give the ninja unspeakable power and send Mr. Kill-Roth packing. The world is 
saved and peace is restored to the land. 

The or is it ending?

	
 As the ninja relax on the beaches of Edgetopia they see a hurtling mass of flames fal-
ling from the sky. The flames crash into the sands 1/2 a mile away from the ninja beach party. 
As they approach with caution the ninja see alien beings appears. Hearing of their honorable 
defeat of Mr. Mr. Kill-Roth they plead with the ninja to come back to their home plant to 
help them fight their own menace. Bam. Ninja Nightmare 2: The Galaxy Missions. Coming 
Fall 2008. 
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3B. Story Timeline 

3C. The Main Characters 

The 4 Ninjas 

The player will be able to choose from 4 ninjas at the start of the game. Players will be 
able to choose from a Male or Female version of the character. Each ninja will have its 
own special powers and abilities that will be needed to defeat certain puzzles and foes 
during the game. 

 Character Description Category: A short description of the character can be 
found here. 

 Costume Color: The description of the costume is discussed here. 

 Powers: The list of powers of each character is listed here. The powers will re-
quire energy from the ninja. Some powers will require more energy than others. These 
specific powers should be seen as various attacks the ninja can do. 

 Weapon Category: Each ninja will start with a unique weapon that they will be 
able to upgrade through out the game. The weapon can be upgraded 5 times and will 
add on new features or increase the features attributed to that particular weapon. The 
look of the weapon will also change with each upgrade. The look of the weapon should 
be viewed as an evolution into a more organic element.

 Special Abilities: Each ninja will have a list of special abilities they can use to help 
them solve puzzles and progress through the game. The game will depend upon these 
ninjas working together in order to make it through the levels. The player will be able to 
call on other ninjas if 4 players are not playing at the same time. For example: If One 
player is playing the Crimson ninja and needs the power of the Golden Ninja to fly the 
player will be able to switch characters during game-play. 

Ninja Nightmare DD	
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The Crimson Ninja 

 Character Description: Black hair, with red streaks. Red eyes. This ninja is al-
ways brooding and is very passive. He is the most powerful of them all, but he always 
has this attitude of “whatever.” Always rolling his eyes. Black hair, with red streaks.

Ninja Nightmare DD	
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 Costume Color: A crimson red or a deep blood red for garments. Black clothing 
for undergarments. 

 Aspect of the Dragon:The ninja can harness the power of the ancient beast of the 
Dragon. The “unknown” village believed that the Dragon was the protector of the peo-
ple. In times of peril and chaos a child would be marked at birth with the symbol of the 
ancient beast. The individual would inherit the courage of the Dragon and the strength 
of ultimate power. With the power of the Dragon the “name” ninja could defeat his ene-
mies with force fire breath and savage strikes. Wisdom would help the ninja plan power-
ful attacks. This ninja will be able to figure out how to unlock doors and open locked 
doors. 

Weapon: 
-Sword of Fury- 

Upgrade -1

 Description: The sword grows larger in size. 

Upgrade -2

 Description: The sword’s handle curves into a dragon’s tail. 

Upgrade -3

 Description: The blade of the weapon has slash marks from a dragon. Three 
large streaks are apparent on the blade. 

Upgrade -4

 Description The handle of the weapon is turned into red dragon scale. The blade 
has a soft glow around it. 

Upgrade -5

 Description: The sword takes on the image of a dragon. The hand resembles a 
dragon's head, while the blade is no longer metal. Instead a red glow of fiery energy is 
in it’s place, as if the dragon’s head is breathing fire. This is a truly a weapon to be 
afraid of. 

Powers
-Fire Blast-

Ninja spits a ball of fire at enemies. This will cause the enemies to slow down their at-
tack and take several hits of damage overtime.

-Crippling Slash- 
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The ninja’s arm is transformed into a dragon’s claw. The ninja can then slash opponents 
within a certain range. 

-Ultimate Might-

 The ninja transforms into a dragon and can destroy all enemies around. This effect will 
have a cool down and will require a full energy bar to unleash. Once the spell is finished 
the ninja returns to normal.  

Special Abilities:

1.) Unlocking

 In certain levels, doors and passage ways will be locked. The ability allows the 
ninja to unlock these passageways. 

2.) Portal

 This allows the ninja to place two portals in each level. This will allow the ninja to 
warp back and forth to various spots in the level. 

3.) Scare

 This allows the ninja to scare a group of enemies. The enemies will turn around 
and run off the screen. However they will show back up. This will be helpful when the 
ninja are fighting numerous enemies. 
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The Golden Ninja

 Character Description: This ninja will be the shortest of the four in stature. Not 
necessarily midget size, but obviously smaller than the rest. The ninja is marked with 
orange hair and freckles. 
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 Costume Color: The color of the costume will be yellow or a gold color. The un-
dergarments will be black. 

 Aspect of the Phoenix: The ninja that would consume the glow of the vibrant 
Phoenix would have the power of flight and the sun. The Phoenix was to believed to be 
the hope of the people. The Phoenix would rise from the ashes of a burned “some type 
of old tree” and come to the people’s aid. A child that was born with the mark of the 
Phoenix would be able to fly in times of battle. 

Weapon: 
-Pole Arm of Angst- 

Upgrade -1

 Description: The pole arm has one blade at the end. Below the blade are a group 
of feathers. 

Upgrade -2

 Description: The pole arm now has one blade at each end. The blades are 
curved and the feathers can be found at the end of each blade. 

Upgrade -3

 Description: The blades grow a little larger and start to glow. The feathers start to 
shine and glisten. 

Upgrade -4

 Description: The entire pole arm is now glowing. And the blades seem to be emit-
ting a small fire. When the blade slashes a wake of yellow energy is left in its wake. 

Upgrade -5

 Description: There are now longer blades, but glowing images of the blades. The 
ninja can swirl the pole arm around creating a shield of energy to protect himself from 
attacks. There are now golden wings sprouting below the blades of energy where the 
feathers use to be. 

Powers

Hawk Call

  The ninja can summon a group of hawks to attack a crowd of enemies. The 
Hawks will attack the faces of the enemies allowing the ninja for an easy finish. 

Summon the Light
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 The ninja can summon a beam of light that will come crashing down on the en-
emy. This will instantly kill the enemy. Leaving behind a smoldering ash of ruin. 

Special Abilities

Flying: The Golden Ninja will be able to fly for a certain amount of time. If they’re other 
ninjas in play, he will be able to carry them during the flight duration. This will help ninjas 
fly over certain gaps and obstacles in the game. 

Ariel Vision: The Golden Ninja will be able to see deep into the stage. This will allow the 
ninja to see future enemies and other vital information. 
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The Royal Ninja
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 Character Description: This ninja has an eating habit that has resulted in girth! 
This ninja is a fatty and is always eating between battles. Even though this ninja is 
chunky they have a very powerful physique. 

 Costume Color: A deep blue is needed for this ninja. While underneath the ninja 
clothing the ninja is wearing black colored garments. 

 Aspect of the Kodiak: The ninja that held the power of the nurturing Kodiak could 
heal is fellow warriors. The “?” village looked the Kodiak as a healer. The mother of the 
people. The child that was born with the symbol of the Kodiak would be of great girth 
and kindness. He would be able to assist his fellow warriors with heals and protections. 
Shamanistic in his growth, the Kodiak will the life chain of the group. This ninja will be 
able to knock down walls and heal teammates.   

Weapon:
 -Mace of Pain-

Upgrade -1

 Description: The mace has a huge ball of spikes on the top of the handle. The 
ninja only needs one hand to carry the weapon. 

Upgrade -2

 Description: The mace grows bigger and the spikes become sharper. A bear paw 
forms below the handle.

Upgrade -3

 Description: The mace now requires to hands to hold. A small blue aura sur-
rounds the blade. Small blue smoke arise from the tips of the blades. 

Upgrade -4

 Description: The spikes are now blue shards of energy. The aura has grown big-
ger and stronger. 

Upgrade -5

 Description: Where the bear paw use to be there is now a bear head, growling 
and showing its teeth. The mace is transformed into a blue ball of energy. The ninja can 
swirl the mace around, as this happens, blue spikes of energy cannon out of the ball; 
destroying anything in its path. 

Power moves

Uncontrollable Roar
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 This power move causes the enemies to be shocked to death. This can be in-
flicted on one enemy at a time.

A Cold Freeze

 This ninja will be able to blow a cold wind that will freeze the enemies feet. Allow-
ing the ninja to attack the enemy without it jumping around. The enemy can still attack, 
but can’t move. 

Ferocious Bite

 The ninja will be able to bite down on his enemies. He can take off the enemy’s 
head by doing this. The enemy will then run around with no head. It still can attack, but 
its attacks will become random. 

Special Abilities:

Healing

 This ninja will be able to heal himself as well as the other ninja on screen. The 
healing move will replenish 1/4 of the health bar. However it will drain 1/2 of the power 
bar. 

Wall Crusher 

 In some of the levels huge walls will be found in the ninja’s path. The Royal Ninja 
can use this ability to charge into the wall, smashing it to bits. 
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The Emerald Ninja

 Character Description: This ninja is the tallest of all and is extremely lanky. This 
ninja looks like he or she should be in the nut house.  The ninja’s tongue tends to hang 
out while running. The ninja’s eyes always linger instead of focusing on the task at 
hand.

 Costume Color: Green 
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 The ninja that could hold the power of the Cheetah would eventually be driven to 
madness and rage. The people of the village believed that the Cheetah was the will of 
the people. The endurance and the speed of the Cheetah would kill normal men. A child 
that was born with the mark of the Cheetah was be able to run with the animals and en-
dure the hardest of times. In battle the Cheetah will be able to run his enemies into the 
ground. 

Weapon: Daggers of Spite 

Upgrade -1

 Description: The ninja will hold two daggers, one each hand. They are straight 
blades. 

Upgrade -2

 Description: The daggers’ blades curve. The end of the hand starts to curve into 
the form of a tail. 

Upgrade -3

 Description: The dagger’s blades become spotted. A small glow of green energy 
surrounds the blades. 

Upgrade -4

 Description: The blades are barely visible. Instead with see a powerful form of 
green energy. The tail end of the blade is covered in spots and it looks more like a tail 
then it did in its previous form. 

Upgrade -5

 Description: The curved tail is finally realized as a tail and curves around the 
ninja’s wrist. The blades are no longer blades, but green daggers of energy. The green 
energy has dark green patches like a cheetah’s fur. 

Power Moves

Pride Stun: This move has the ninja performing a “Stud” stance. The enemy will then 
become confused. This will freeze the enemy for 2 seconds. Allowing the ninja to strike 
the first blow. 

Speed Upper cut: The Maroon Ninja speeds up and delivers a powerful blow. This will 
send the enemy up into the air, off screen. The enemy will finally fall back down. De-
pending on the enemy’s strength it will then die or get back up. 

Lick: This move has the ninja lick his enemies. The enemy will then become disgusted 
at the lovable affection. As the enemy tries to swipe off the drool. The ninja can attack 
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the enemy, easily taking it down. Any enemies affected by the Lick Move will not be able 
to block or fight back. 

Special Abilities

Water Walk: The Maroon Ninja has the ability to run across water. The Maroon Ninja will  
have to speed up before making the attempt. 

High Jumper: The Maroon Ninja will be able to jump up higher places. 

Ed The Elder Monk


 Ed, the Elder Monk of Edgetopia, guides the ninjas through the their adventures. 
He offers advice and inspiration as the ninjas use their newly discovered powers to de-
feat the evils of Edgetopia. The player will also interact with Ed when they want to save 
or be transported back to A-Town. 

Character Description 
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The 4 Girlfriends 

 Each of the ninja’s have a girlfriend. Sometimes they will show up and help the 
ninja’s in their quest. Also their will be a mission in the game where the ninja’s will have 
to go and rescue their girlfriends. They also pester the ninja’s saying that they are not 
hanging out with them enough or not paying close attention to their needs. They are 
viewed as more annoying than loving. They are all look like they went to the mall to by 
matching out fits. They all have the same body types, the only difference is the color of 
their hair. 

Character Descriptions

Crimson’s Girl

 Red hair.

Royal’s Girl

 Black hair. 

Golden’s Girl 

 Blond hair. 

Emerald’s Girl 

 Brown Hair. 

Typical Text Speak of the Girlfriends 

 A comic panel/balloon interface will appear to annoy the player. 

“Crimson Ninja, why don’t we hang out tonight? Make sure your back here by 8 so we can watch the 
E.C!”

Girlfriend Respect Meter: 



Mr. Kill-Roth
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 Mr. Kill-Roth is the ultimate evil. He is an unstoppable force of spite and anger. 
Utterly pissed about being defeated a 1000 years ago, he is back for revenge. He be-
lieves that nothing will be able to stop him this time. His asteroid has landed in the cen-
ter of Edgetopia, destroying the ancient temple. He now resides in the crater sur-
rounded by a pink glowing energy dome. 

Character Description

 Mr. Kill-Roth is a humanoid mass of black smog. You can see through his body 
that glistens like the galaxy. This represents all of the previous worlds that this being has 
consumed. His head has massive horns as well. He is draped in a cape, with matching 
bracelets. 
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3D. Bosses and Enemies 
The 13 Summoning

	
 Each element will overtake the village. It will be the goal of the ninja to cleanse the 
villages of each element and restore order to the land. The following section below is a list 
of all the enemies that will be found in the game. 

1 . T H E  D E A D Y  F R E D D I E S

 The Undead are the first elements that have ascended upon the land of Edgeto-
pia. The villagers of Harveston have been transformed into rotting corpses and the 
walking undead. 

 The lands of Harveston have been taken over by the Deady Freddies. The 
Deady Freddies are zombies. The town was known for its wheat, grains, and gigantic 
pumpkins. 

Enemy Level

A. Zombie Mutts

 These are scrawny zombies that run very fast on all fours. However when they 
attack they stand on their two using their clawed arms. They have a humanoid preces-
sion about them. They are wearing the clothes of the townsfolk that once inhabited the 
land. 

B. Zombie Harversters 

 This zombies have the stature of a football linemen. They wear torn farmer 
clothes and carry around rusted pitch forks. They can “fork” the ninja and toss them to 
other side of the screen. 

C. Zombie Monstrosities

 These creatures are a walking mess of body parts. There are no longer one be-
ing, instead they have multiple heads and arms. They throw their numerous body parts 
to ward of the ninja. They are fat, smelly, and overly disgusting. 
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D. Pumpkin Monster 

 This giant zombie beast is a transformed pumpkin patch. It has a menacing jack-
o-lantern face. Vines twirl around. The thing is able to spit out Zombie Mutts as the ninja 
fight the hideous creature. 

2 .  T H E  D I N O S A U R I C  F L O O D  

 The villagers of blank have been transformed into dinosaur like begins. The hu-
mans have been giving the characteristics and features of dinosaurs. Claws, teeth, 
horns, and scaly skin have transformed them into deadly killing machines. 

 Edgetopia’s Dinosaur Zoo is home to some the most dangerous creatures on the 
planet. The Zoo was molded after the likeness of the Jurassic Park films. 

Enemy Level

A. Chaotic Compys 

 These little creatures show up by the dozens. They are more annoying than dan-
gerous. They can easily be defeated by 

B. Raptor Terrors:

 These creatures are quick predators that can swipe at the ninja with ease. The 
have several feathers protruding from their forehead. There claws are caked in blood 
and their eyes glow red. 

C. Tricky Triceratops

 These beasts have a face full of horns. On their back is a mounted turret that is 
controlled by one of the parks transformed humans. 

D. Tyrant Rexor:

 Rexor is a giant Tyrannosaurs that has a built in lazer gun attacked to is fore-
head. The ninja can only see about half of his body on screen. He is covered in plates 
of armor and has spikes protruding from his face. 
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3 .  T H E  R O B O T O S  

 The villagers of “somewhere” have been transformed into cyborgs. They are now 
laced with metallic and wires. Some of them have laser guns instead of arms others 
have blasting razor blades. The robots are concerned with building a perfect society of 
machines. There only goal is to assimilate everything into a 

  The village surroundings have been covered with wires, metal sidings, computer 
terminals. 

Enemy Levels

 A. Robot Guards:
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 Simple guards that can be easily defeated but can spawn by the plenty. When 
approaching new areas through out the levels this guards can go into stealth mode. And 
become visible when it is too late for the player to notice.  

 B. Robot Mercenaries:

 These enemies are behemoth and can fire missiles at the player. They usually 
travel in packs of two and when defeated a smaller robot guard appears. 

 C. Robot Elites:

 Out of this world robots that seem more organic than robotic. These advances 
machines are the ultimate warriors for the cyborgs. 

 D. Robot Boss:

  A giant brain that is connected to a mess of wires, mechanical legs, and 
powerful weapons. 

4 .  T H E  T E E N  D E M O N S

 Demons has enveloped the lands of Alley Cat Lane. They have transformed into 
a community of hell on Earth. 

 The Teen Demon level is modeled after a typical 1950’s town. 

Enemy Levels

 A. Imps

  The imps are much like the Chaotic compys. They travel in packs and are 
easily disposed of. 

 B. Demon Hounds

  The Demon Hounds are hulking bulldogs with tails of fire. They have large 
teeth and can quickly move about. 

 C. Demon Nightmares

  The Demon Nightmares look like they belong to a biker gang. They raise 
from size and form. All of them wear biker jackets and carry crow bars. They can hurtle 
balls of Hell Fire at the ninja. 

 D. Biker Lord: Evening Moon 
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  This being looks like the embodiment of Satan. He is has a huge muscular 
body and two curving horns above his eyebrows. He wears a black biker jacket and 
black shades. 

5 .  T H E  W E R E W O L V I A N S  

 This level is home to Edgetopia’s hardy Lumber Mill workers. Most of the level is 
covered in thick pines. Beautiful waterfalls and streams cover the land. You can stumble 
upon work sites that house construction trailers and trucks for the Lumber Mill. The vil-
lagers have been transformed into vicious wolf creatures. 

Enemy Levels

A. Werewolf Hounds

 These hounds can unleash a piercing hound that can stun the ninja and cause 
them to be left defenseless. 

B. Werewolf Thugs

 These werewolfs could belong to the mob. There are hulking beasts that can pick 
up the ninja and bite into them. 

C. 3 Headed Werewolf Monsters

 These beasts are huge and have three heads. They can throw the ninja across 
the screen. 

D. Werewolf Master 

 This giant beast wears a black trench coat and a hat. He looks like an under-
taker. He can summon hounds to come to his aid. 
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6 .  T H E  S Q U I D I E S  

 The Squidies are a group of sea creatures that have aquatic powers. 

Enemy Levels

A. Squid Babies

 These little things flop around waiting for their prey. They float around in the sea. 
They look like a small ball with tentacles emerging from every direction.

B. Tentacle Teds

 These guys are the transformed villagers. They have the body of a human but 
have the head of a tentacle. There hands have been replaced with tentacles. 

C. Beakers

 Larger versions of the Tentacle Teds, they also have huge exposed beaks that 
they will use to chop on the ninja. 

D. Kracker Kraken 

 A huge mess of tentacles and slime. 
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7 .  T H E  F R E E Z A N O I D S  

	
 The Feezanoids are a group of ice creatures that have transformed the snow moun-
tains of Forkland into an icy hell.

Enemy Levels

 A. The Top Hat Snowmen

  These are evil snowmen that bounce around throwing snowballs at the 
ninja. 

 B. Raging Yeti 

 C. Ice Brothers and Sisters

 These are the large hulking versions of the Ice sisters. The are huge behemoth 
with ice spikes surrounding their bodies. They use their spiked bodies to inflict pain 
upon their enemies. 

 D. The Yodeling Yeti

8 .  T H E  M A G M A R A C O N S  

 The Magmaracons have re-ignited the hills of Hot Spot Mountain with lava. They 
have emerged from the lava pits in the forms of hideous lava creatures. There bodies 
burn everything around them. 

Enemy Levels

 A. Lava Slugs

 B. Lava Birds

 C. Magma Soldiers

 D. Molten Man Marry 
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9 .  T H E  S A N D  B A N D

 The Sand Band are a group of sand creatures. There are made out of the world’s 
sand dunes.

Enemy Levels

A. Sand Rats

B. Sand Storms

C. Sand Beasts 

D. Sid the Sand Snake 

1 0 .  T H E  E L E C T R I F I E D  S E N S A T I O N  N A T I O N

	
 The Electrified Sensation Nation are a group of electrified beings. There bodies are 
made up of electricity and neon particles.

Enemy Levels

A. Electric Blobs

B. Lighting Storm Beings 

C. Lighting Goliaths

D. The Electric Emperor 

1 1 .  T H E  R O A C H I N G
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Enemy Levels

A. Ravenous Roaches 

B. Roach Riders 

C. Mantis Maids 

D.The Big One

1 2 .  T H E  R O C K ’ N  M U M M I E S  

Enemy Levels

A. Guitar Rockers

B. Wailing Backups 

C. Mummy Guards 

D. Noobus

 A giant Egyptian god that has taken the form of Nubus. He wears a punk rock 
jacket and wields a large saber. Noobus’s attitude is too cool for school. 

Concept Art Descriptions 

Image 1

 The smaller guy is the lower level of baddie that the ninja will encounter in the 
early stages. The bigger brute in the back of the image is one of the harder enemies the 
ninja will face. 

Image 2

 This group of baddies was a focus on trying to establish the “rock’n” theme of the 
level. I was trying to create costumes based on popular rock costume motifs. 

Image 3: Noobus 
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 This is could possibly be the boss at the end of the level. I like how collective and 
cool he is. His sword is his ultimate power. 
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1 3 .  T H E  S I C K E N I N G  S O U L S

 The sickening souls are creatures of the underworld. They are transparent 
ghosts and ghouls. There are unaffected by most of the power ups the ninja can require. 

Enemy Levels

A. Spirit Sprites 

 These small balls of energy travel around randomly waiting to inhabitant physical 
bodies. 

B. Grotesque Ghouls 

C. Wailing Wisps 

D. Ghost Pirate 

 The bogs were once home to notorious pirates. The Sickening Souls have 
massed together to resurrect a haunting nightmare; Ghost Pirate Daniel's. 

3E Story Scripts

Boss Battles 

 Each Boss Battle will include a small dialogue interaction between the Boss and 
the ninja. 

NPC interaction 


 The NPCs will interact with the characters when they approach them for duties. 
This is in more detail in the Duties section of the design documentation. 
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[4.]Game-play
a. General Requirements and settings

b. General Mechanics

c. Level Progression

 c1. Duties 

d. Main Combat Rules

e. Regular Moves 

f. Mini Games 

g. Playing with 2-4 other players

h. Starting the game

i. Smashable Objects 

 Ninja Nightmare is a bash and mash game. The objective of the game-play is to 
fight through hordes and hordes of enemies, with simple button configurations. While 
battling enemies the player will have to solve puzzles and unlock passageways in order 
to finish the level.

4A. General Requirements and Settings

Console Gaming 

 Ninja Nightmare is intended to played on the console gaming system XBOX 360. 
This is the ideal scenario because of the pick up action that the game offers. This game 
could certainly be ported to the PC with network play enabled to allow for in game 
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pickup. The potential for network play is discussed in section 13. However this game will 
be focused on the XBOX 360 controls. 

Xbox 360 Controls 

Start Button: Brings of the option 

Left Joystiq: Moves the character and depending on the direction you are pointing the 
stiq decides what move, weapon, or special power you use when pressing the specific 
they are assigned to 

Back Button: Brings up upgrade screen 

Xbox Live Button: Turns on 

A Button: Action Button  
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X Button: Regular moves 

Y Button: Use Special Ability 

B Button: Use Special Power 

Back Right Shoulder Button: Use Power Item

D Pad: Allows you to select an innovatory item 

4B. General Mechanics 

 Battling enemies: The ninja can fight the enemies in three different ways; regular 
moves, weapon moves, and power moves. They can also use power ups to cause harm 
or distraction. Each level with have countless enemies that will descend upon the ninja 
in droves. It will be common to see at least 15-20 enemies on screen at a time. As the 
ninja progress through the level more and more enemies will be appear. 

 Boss Battles: At the end of each level the ninja will need to battle a final boss in 
order to continue. Each boss will have unique moves and powers. However the ninja 
will need to solve small puzzles during the battle to help them defeat the boss. These 
puzzles will involve the player manipulating the environment in order to inflict damage 
on the boss. 

 Duties: The ninja will need to complete duties through out each level. By com-
pleting these duties the ninja can earn Super Turbo Bonus Points, Power Items, Extra 
Lives, and overcome obstacles in order to advance in the level. 

 Leveling Up: The ninja will need earn Super Turbo Bonus Points to upgrade their 
powers and weapons. It is important that is accomplished because they will need 
stronger weapons and more powerful spells to beat the tougher enemies. 

 Puzzles: In each level there will be a series of puzzles that the ninja will need to 
solve in order to progress. These puzzles will require the specific skills of each of the 
ninja. 

4C. Level Progression 

 Level progression will be based on a modular nodes. The following graph below 
describes this implementation. 
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Modular Story/Game-play

 The stages that the ninjas must fight through in Ninja Nightmare can occur in any 
pattern. This allows the player more freedom and navigation through out the game. 
However as the game-play progresses the enemies will increase in strength and size. 
For example if the player chooses to do fight the zombies last they will be the hardest 
enemies in the game, but if they play them first, they will be the easiest to conquer. The 
graph below demonstrates the modular mode of play. 

Overview of the Modular Game-play

- Story elements 2-14 can be played in any order. However after defeating each level 
the enemies become increasingly stronger with each passing level.  

- There are 15 Chapters to the game, however stage one begins in Chapter 2. 

- When the ninjas defeat each stage they are awarded with assets that will allow them 
to upgrade their weapons and powers. Some levels will randomly drop special items 
that will help the ninjas defeat certain enemies within each chapter. These are dis-
cussed in more detail in the asset section of the documentation. 

- The players will be able to choose each area through a map selection screen. The final 
confrontation in the game is held at the center of the map. However the center is pro-
tected by a mystical energy super shield(or M.E.S.S.) that the ninjas can only break af-
ter defeating each ancient element. 

-Each stage will have a final boss battle. The ninjas must defeat the boss in order for 
the element to drop a special item. Once all of these items are collected, the ninjas can 
then use them to bring down the M.E.S.S. 

-I believe that modular game-play allows the player to feel like they have control over 
their ninja’s destiny when playing the game.
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Modular Graph 1.1

                                              
1. The ninjas are summoned to de-

fend the ancient lands of Edgetopia .

2
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15. The Final Battle takes place. 
The ninjas defeat the Evil Warlord 

Mr. Kill-Roth.
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4D.) Power Ups and Items

 There will be several power ups scattered around the level to help the ninja 
through out their battles. The ninja can pick up the items by just running over them. The 
power ups will then be placed in a pouch. The ninja can only hold 5 different items at a 
time. However they can hold up to 5 of the same item in each of the 5 different slots. 

Restoration Items

 These items will refill the energy and health meters.

Cans of Soda: Fills 1/4 of your ninja’s energy meter. 

Bottle of Soda: Fills 1/2 of energy. 

Jug of Soda: Fills all of meter x

Tacos: Fills 1/4 of the ninja’s health meter. 

Pizza Slices: Fills 1/4 of the ninja’s health meter. 

Whole Pizza: Fills the whole ninja health meter. 

Bucket of Chicken: Fills the all the health meters of all ninjas in play. 

Disruptive Items 

 These items will aid in manipulating the environment and destroying enemies. 
However the ninja will only be able to carry one of these at a time. They will not be as 
abundant as the restoration items. These are rare pick ups because of the powerful 
blows they can deal to the enemies. 

Thunder Rage

Description: Ninja summons a lighting storm that electrifies all nearby enemies. Causing 
1/2 damage to affected enemies. Will not work on  enemies that have electric attributes. 
When the lighting bolt shocks the enemy a simple animation occurs that shows the 
skeleton of the enemy flashing in and out. 

Blazin Meteor
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 Description: Summons a meteor that wipes the entire screen, killing all enemies 
in play. A smoldering hole is left in the ground after the effect takes place. Smoke will 
rise from the crater hole and ash will fall from the sky until the ninja advance onto the 
next screen. 

Freeze Bolt

 Description: The freeze bolt creates an ice block around each enemy on screen. 
The Freeze Bolt only last for 5 seconds. Some enemies will not be effected by the dis-
ruption. I.E. fire and electric monsters. The ice blocks will instantly appears when the 
disruption has been casted. The blocks will range in form and shape based on the size 
and type of the enemy. 

Rainbow Spoils

 Description: This disruption will cause the enemies to flee around in confusion. 
The Rainbow Spoils will only last about 5 seconds or until the ninja hit the enemy. A 
rainbow will appear to rise out of the ground and complete and arch onto the other side 
of the ground. The rainbow will then disappear after the arch has been complete. The 
enemies will have a little spiral over their heads. 

Grave Robber

 Description: The ninja can place this on one enemy. As they place the spell on 
the enemy a tombstone pops up from the ground. As this happens dust settles and a 
zombie arm pops up taking the enemy down into the grave. This item can only used on 
regular enemies. Bosses are not affected by this disruption item. 

Monkey Madness

 Description: This will allow the ninja to summon a pack of monkeys to descend 
upon any enemy on the screen. The monkeys will knock the enemies down and then 
run off screen. The number of monkeys that appear on screen depend upon the number 
of enemies on the screen. After the monkeys have left the enemies that were knocked 
down will stay down for 2 seconds. 

4E.) Regular Moves 

 These are regular moves that ninja will be able to use at all times. These are 
needed because the ninja will be run out of power. The regular moves are needed be-
cause sometimes the ninja will run out of power to perform weapon and special movies. 
The enemies can even have the ability to knock the weapon out of the ninja’s hand or 
dis-spell the special moves. 

Kick: A simple kick move. 
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Punch: A simple punch move. Varies from hand to hand when punching multiple times. 

Flip: Ninjas can jump over enemies and dodge attacks. This will require the ninja to 
jump twice to perform the move. 

Power Meter

 The power meter shows the amount of energy the ninja can use towards their 
special abilities and moves. 

 Power Meter Levels.

  After completing two levels the power meter will increase. Allowing the 
ninja to perform more moves and abilities. 

Weapon Moves

 Ninjas will be able to perform weapon attacks with each of their assigned weap-
ons. 

Power Moves

 These moves are unique to each ninja and require a certain amount of the power 
meter in order to complete. These are moves that can help the ninja fight multiple ene-
mies at once. They are also needed to defeat the bosses in the level. 

Special Moves 

 Each ninja has a set of movies assigned to them. These moves will require most 
of the power meter to complete. These are moves that help the ninja over come obsta-
cles. These call upon the animal element assigned with them. 

4F.) In Between mini game play

 These mini-games will be played at the end of each level to earn points towards 
upgrading the player’s weapons and learning new powers. These mini games are ran-
domly selected at the end of the level. The mini-game gives the ninja points for up-
grades for their powers and weapons. 

 Mini game interface selection screen: The screen looks like a big slot machine 
with only one bar. When the slot machine is activated the slot spins and randomly se-
lects a mini-game. 

 During game play interface: The ninja will be located on the bottom of the screen 
with their backs to the audience. This occurs in most of the mini-games, except for the 
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Hamburger Eating Contest. There will also be a timer located on the top of the screen in 
the middle. 

1.) Hamburger Eating Contest

 Description: Players will have a plate of hamburgers in front of them and will try 
to eat as many as they can. Players will push button “A“ repeatedly until the end of the 
duration. There will be a tray of burgers in front of the ninja. The more they eat the lower 
the stack gets. Food bits are continually being

 Time Duration: 15 seconds or until a ninja finishes the plates of burgers. 

2.) Shoot the Duckies 

 Description: Shoot the duckies is an old style carnival game where the ducks go 
back and forth and the player will need to shoot them. Besides ducks there will be other 
objects that the user will shoot. These objects will deduct and add points. The ninjas will 
be on the bottom of the screen holding little be-be guns that they can turn and shoot at 
the moving objects. 

 Time Duration: 1 minute. 

3.) Torturous Torpedoes 

 Description: Players will launch torpedoes at enemy bases. The more bases they 
blow up the more points they will gain. The torpedoes will shoot down from the top of 
the screen and the ninja will have to target and guide missiles to the enemy bases. 
There will be about 20 buildings on screen. Some of the buildings will require more than 
one missile hit in order to the destroy it. 

 Time Duration: 1 minute or until all buildings are destroyed. 

4.) Roast Some Porcupines 

 Description: This takes place in a wooded area at a camp site. Porcupines will 
arrive on the scene and the ninja will need to spike the porcupine and then bring them 
over to the fire to roast them. Once the ninja has roasted the porcupine over the fire for 
about 3 seconds the player will have successfully roasted the little rodent. If there are 
more than one ninja playing, the ninja that roasts the most porcupine at the end wins. 

 Time Duration: 1 minute. 

5.) Arcade Karts! 

 Description: The ninja line up in front of 4 Arcade machines to play Arcade Karts. 
The ninja must navigate through 3 laps on a single obstacle course. Along the way are 
enemy karts and road blocks. While the completing the laps the ninja must run over 
video game cartridges to earn points. The one who collects the most cartridges in the 
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end wins. The cartridges will respawn in different locations with the completion of each 
level. 

 Time Duration: 3 minutes or whoever completes 3 laps first.

4h. Starting the game
 Once the player has selected the level of difficulty the player will be taken to the 
save file screen. There will be 3 saved slots the user can choose from. After selecting a 
save slot the user will then be able to select one of 4 ninja from the ninja selection 
screen. 

4G.) Playing with other people 2-4 other players. 

Any time pickup play


 Ninja Nightmare is meant to be a fun casual game that will allow your friends to 
come into the room, pick up the controller, press start, and join in on the fun. There is no 
split screen play, rather all of the characters will appear on the same screen. The game 
will support up to 4 players playing simultaneously .

One player play

 Even though the game encourages cooperative play, an individual player can still 
play the entire game. The player will be able to summon the other ninja when their spe-
cial abilities are needed. The player can do this by pressing the “Right Shoulder Button” 
to select which ninja and then press the “Second Right Shoulder Button” to summon 
him. The summoned ninja will then perform the duty required and then leave. The player 
will know when he needs to summon a ninja because the Ninja Nightmare will flash on-
screen when an obstacle appears that the ninja on screen can’t perform. A story-
boarded example is provided below. 
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[5.]   Design Elements
a.     Interfaces

b.     Level Layout/Map

c.     Environment Landscapes

d.      Environment Duties 

5A. Game Interfaces 

Start Screen


 The start screen have several options on it. The Ninja Nightmare takes up most 
of the space of the screen and is located in the middle. Below that are the following op-
tions... 

New Game

Load Game

Options

Pause Screen

 This screen is a slightly transparent screen that shows the paused action in the 
game. In the middle of this screen is a window that has several options. There are 3 se-
lections available in the box; continue, options, and quit. Obviously the continue screen, 
unpauses the game and the quit selection will end the game, sending the player back to 
the main menu. 

Save Screen


 The save screen is not part of the pause screen that you find in most games. In-
stead this will be a button mapped on the controller that will warp you back to the an-
cient monk village.  
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Upgrade Screens


 The ninja will be able to upgrade their weapons and powers as they earn Super 
Turbo Charge points. These will be used in skill trees on the upgrade screen. The up-
grade screen can be accessed with the L1 button. They then can add points to their 
weapons or powers. 

Mini Game Selection Screen


 The mini game selections screen appears at the end of each level. This is dis-
cussed more in the min game section of the design document. 

Map Screen

 The Map screen can be accessed by pressing the select button. A map of Edge-
topia will be displayed. Here the ninja can select any level to venture to. In the middle of 
the map is the crater where the final stage is located. Each level has a skull and cross 
bones over it. Once the ninja have beaten level the skull and cross bone icon will be 
removed. 

Text Screen 

 When the ninja are interacting with NPCs a small, slightly transparent screen will 
appear at the bottom of screen. Even though you can hear the dialogue being spoken, 
this will be appear on the screen for those who cannot hear or wish not to listen to the 
dialogue being spoken. 

5B. Level Layout/Map

Here is a layout of the map you will find on the map selection screen. 

1.) 

2.)

3.)

4.)

5.)

6.)
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7.)

8.)

9.)

10.)

11.)

12.)

13.)

14.

15.) 
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5C. Environment Landscapes 

 This section gives a little background on all the stages that appear in the game. 
Each village is transformed based on the ancient element that has overtaken the village 
and its inhabitants. As the ninjas cleanse each location the villages are returned to nor-
mal and the people returned to their normal state. After the ninja’s have completed a 
level they 

1. Village of the Harvesters (The Deady Freddies Level)
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 Before the town was transformed into a zombie -fest. The peaceful village of 
Sunshine was home to peaceful harvesters. The town once was known for it’s beautiful 
wheat fields and historic barns. Now the fields have been turned into a plateau of decay 
and despair. The barns and farm houses have rotted and a gooey red substance creeps 
over the land. Those who encounter the goo are instantly transformed into a mindless 
corpse. 

2. Darkwood Forest (The Werewolfian Level)

 Happy Forest Town was once home to the lands infamous lumberjacks. Now the 
autumn forest has been been morphed into a hellish den for the Werewolfians. The col-
orful cottages that populate the village are now a setting for the Werewolfians misdeeds. 
Broken glass and animal bones line the pathways. A ghostly full moon always seems to 
hang in the sky and most wonder if they will ever see the sun again. 

3. Hot Scotch Mountain (The Magmaracons Level)

 The Hot Scotch mountains are located in the Northern Mountains of Edgetopia . 
The landscape is covered with over following lave filled craters. The Magmaracons have 
emerged from the lava filled holes to transform Edgetopia  into a Hell on Earth. The 
miners of Hot Scotch have been transformed into the hideous beasts and are now mind-
less slaves. The Magmaracons have started to transform the craters into their personal 
lave factories. 

4. Industrial Dark and Doom (The Robot Level)

 The Industrial town of Edgetopia  has always been very prosperous. The func-
tionality of the city was Edgetopia ’s greatest source of trade and commerce. However 
the city streets haven taken over by the Robots. A thick smug has covered the city, cast-
ing the entire city into darkness. The Robotos have started to mold and evolve with the 
city streets. Potentially everything can 

5. New Swamp City ( The Sickening Soul Level)

 The bogs of Edgetopia have been a great source of hunting and medical sup-
plies. However the Sickening Souls have turned the swamps into a land of smog and 
death. 
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6. The Sands of Suck (The Sand Band Level)

 The barren sand lands of Edgetopia were once home of wise nomadic warriors 
who traveled the sands to understand the ways of life. The people of Edgetopia relied 
on these people to help protect the lands from humanoid invaders. Most of these people 
from the desert lived in tents and ranches. However the Sand Band has taken over and 
now called the deserts their home. 

7. Winter Forkland (The Freezanoids Level)

 The Icy Forest of Edgetopia. 

8. The Electric Slides (The Electrified Sensation Nation Level )

 The Entertainment Town of Edgetopia is home to its famous casinos and ar-
cades. 

9. Triassic Petting Zoo (The Dinosauric Flood Level)

 The Edgetopian Zoo district houses the infamous dinosaurs that inhabit the jun-
gles and forests of the planet. 

10. Alley Cat Lane (The Teen Demons)

 Abandon alleys are home to the eccentric people of Edgetopia. These people are 
known to teach magic and thievery. 

11. Underwaterville (The Squidies Level) 

  This takes places along the port towns of Edgetopia. The fishing industry also 
thrives in this area of the world. 

12. The Ancient Temple (The Rock’n Mummies Level) 

 The Jungle temples are part of the ancient past of Edgetopia. These use to be 
where the monks worshiped. 
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13. Mushroom Meadows (The Roaching Level)

 A field filled mushrooms. The mushrooms have now transformed into a mass of 
puss and alien objects. 



14. The Center Stage (The Final Level) 

 The Land of Edgetopia  has always feared that the Giant Crater would hold the 
ancient evil of Mr. Kill-Roth once again. The ninjas must enter the forbidden crater to 
face their greatest enemy. The ninjas will have to defeat Mr. Kill-Roth twice. After they 
have defeat Mr. Kill-Roth the first time, Mr. Kill-Roth will use his remaining strength to lift 
the ground around him and force the ninjas to fight on a hovering mass of ground above 
the land of Edgetopia . 

5D. Level Specific Duties 

 Each level will have duties that the ninjas can try to complete when fighting their 
way through the hordes of evil. Some of these duties can be completed at the end of the 
level or will require the ninjas to venture back into the cleansed town to turn in the duty. 
It is up to the player whether they choose to complete the duty. By completing duties the 
player will be awarded more points towards upgrades with weapons and powers.  

The duties will be available for pickup via the surviving villagers of each land. More du-
ties will become available after the village has been cleansed if the player chooses to go 
back into the level. Most of the duties will require the ninja to press the “Action” button to 
perform various tasks that pertain to the duty. 

In Combat Duties  

 Refers to the duties that are available for pickup when the ninjas are playing the 
level to defeat the ancient elements. 

Out of Combat Duties 

 This refers to the duties that the ninjas can pick up after they have completed the 
stage.

Completing the Duties

 Certain duties will require the ninja to collect items or carry items to complete the 
tasks. These items do not take of inventory space in your pouch. When these items are 
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in use or in need of pick up, a symbol will flash on the screen to indicate when this item 
is need of pick up or in need of use. 

 Some duties will require that the ninja escort a NPC back to a certain spot. The 
ninja will have protect the NPC until the duty is completed. If not the NPC will go back to 
the spot where the ninja started the duty. 

1. Village of the Undead Duties

In Combat 

1.) Zombie Cup Cakes: Collect 10 zombie heads. Once you have done collecting the 
heads and have defeated the King Zombie you must deliver the heads to the Lord Har-
vester Gary. 

 Duty Giver: Lord Harvester Gary.

 Location of Duty Giver and Description: Lord Harvester Gary will be at the front of 
the gates to the town. He is an older man with a strong built. He has seen many battles 
in his day, but now prefers the peaceful life of the farm. He was the appointed leader of 
the town before everyone was transformed into a zombie. 

 Duty Text

“Oh man...zombies! I know you ninja’s are here to clean up this mess, but I got a job for ya. Af-
ter you are done chopping these zombies to bits and freeing the townsfolk go and collect their 
heads. I got a great idea for some yummy treats. Sounds gross, I know, but the reward will be 

worth the effort. Get to it...if you have the stomach for it.”

 Reward: 5 Yummy Zombie Cup Cakes: Will heal the player’s health meter 1/4. 

2.) “Zombie Dog” Grandma Janet is concerned for her old dog, Chuckles. She gives the 
ninja some of Chuckles favorite treats; deep fried carmel apples. 

 Duty Giver: Grandma Janet 

 Location of Duty and Description: Grandma Janet’s Ranch is located in the first 
series of houses the ninja encounter in the town of Harveston. Grandma Janet’s house 
is a small farm house with a wobbly porch. She peacefully sits in her rocking chair ab-
sent minded about the events occurring in the town. The ninja will have to feed 3 treats 
to Chuckles later on in the level. After completing the duty the ninja will be reward with a 
Fried Carmel Apple Treat. If the ninja choose to ignore the Duty, Chuckles will continu-
ally fight the ninja. The ninja just have to swipe at the zombified dog to “shoo” him away, 
however he will continue to bug them until the end of the level. 

 Duty Text:
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“Chuckles! Chuckles! Here boy!   ...oh, Hello strangers. Good you find my precious Chuckles? If 
you feed him these treats, I’m sure he’ll come back to me. Thank you so much for you help. 

What nice young ninja”

 Reward: Fried Carmel Apple Treat and 1 Super Turbo Point. 

3.) “Close the Openings!” The ninja must seal up 5 undead ground openings. 

 Duty Giver: Terry 

 Location of Duty and Description: Terry is in charge of the local cemetery. Terry 
has noticed that there are five ground openings that zombies emerge from. The Ninja 
must secure these holes. All they will have to do is go up to the grave place an explo-
sive in it. The explosives will be provide by Terry. Once the ninja see one of the holes, 
they can walk up the opening and press the “Action” button to drop the explosive in the 
hole. Once they have done this the hole will explode and cave in. Terry is located in the 
front of the town testing his explosives in the graveyard. 

 Duty Text:

Off Screen FX: Explosives 

“Yeee-haw! That was a good one, eh? Have you come here to help us with the Zombie threat? 
Good! I’ve got a task for ya. Take these explosives and blow up in holes you see zombies com-

ing out of. If you do, it might make it a little easier to get through the town. And maybe I’ll be able 
to visit Grandma Janet and get a Fried Apple Treat!” 

 Reward: An extra life. 

Out of Combat

1.) “Billy is Lost!” The ninja must find a lost boy named Billy. The ninja will have to ven-
ture through the newly restored town of Harveston and try to discover where Billy is hid-
ing. 

 Duty Giver: Lord Harvester Gary 

 Location of Duty Giver: Outside the gates of Harveston. 

 Duty Text:

“Ninja, I’m so glad to see you again. Thank you for punishing the evil that has taken over our 
lovely town of Harveston. If it wouldn’t be too much, I would like to rehire your services for an-

other deed. My youngest son, Billy, is no where to be found, I have a feeling he has hidden him-
self in the village somewhere and is to scared to come forth. Please find my son, I’ll reward you 

with my highest praises!” 

 Reward: 5 Super Turbo points. 
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2.) “Bring in the Harvest”: The ninja need to recover 10 bushels of harvested grain lo-
cated through out the level. 

 Duty Giver: Farmer Grant

 Location of Duty: Town Hall (located in the middle of the level). The Town Hall is 
an old-fashioned buildings. Made out of lumber and wood. There are vines and grass 
growing up the sides of the buildings. The opening is an arch way, with the name of the 
town above the entrance. The name is cut out of tree stumps.  

 Duty Text: 

“Hello fellow adventures. Thanks for saving me butt. If you aren’t too busy, I’ve got a job for ya. 
Around the town are 10 bushels of grain. If you can collect them for me, I’ll see what I can do to 

help ya out.” 

 Reward: 5 Super Turbo points. 

2. Darkwood Forest Duties

In Combat 

1.) “Collecting Hides” The ninja will need to collect 10 wolf hides. 

 Duty Giver: Marksman Marvin Garner 

 Location of Duty and Description: Before the ninja enter the woods of Darkwood, 
they noticed a man peeking out of a bush looking down the road. This is Marksman 
Marvin Garner. Marvin Garner is hardly a marksman, he is a phony, who expects others 
do the hard work as he cashes in. The ninja will be able to collect their reward after 
beating the level. 

 Duty Text

“These Werewolfians have such a shiny, glossy mame. If you happen to take them on. Would 
you mind brining back some of their hides. I have a great idea for a new Fall Fashion. 

 Reward: 1 Extra Life. 

2.) “Lumber Workers” There will be 5 Lumber Mill workers trapped in cages through out 
the level. The Ninja must find kill the appropriate enemies in order to retrieve the keys 
that imprison the workers. 

 Duty Giver: Lumberjack Jack 

 Location of Duty and Description: The first building is the Lumber Mill office. Sit-
ting outside with a firearm is Lumberjack Jack. Jack is a strong man, who really loves to 
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wear plaid. He has a fiery red beard and yellow stained teeth. The reward will be given 
as soon as the last Lumber worker is released. 

 Duty Text:

“ Those stupid wolves have caused this town nothing but trouble. They have taken my best 
workers and best supplies. Please rescue my workers. These creatures have found it funny to 
cage us humans up like animals. Through out your journey you’ll stumble upon these beasts 

with keys. Use these keys to unlock the prisoners!” 

 Reward:

3.) “Plans” Find the 10 pages 

 Duty Giver Sue

 Location of Duty and Description: Sue will be hanging out in the woods looking 
for something. When she spots the ninja she tells them that they need to find her miss-
ing blue print pages. The 10 pages are scattered through out the level. Some are in 
plain view, while others are hidden. Sue is a young secretary of the Lumber Mill office. 
She is wearing a business suit and clearly does not belong out in the woods. 

 Duty Text

“Oh thank god, interns. Look, I don’t have all day. We need to find the missing pages to the 
blueprints for the new Lumber Mill. Those things have made a mess of the office and took off 

with everything. Find them, before you’re fired!” 

 Reward: 1 Power Up Item

Out of Combat

1.) “Puppy Round up”

 Duty Giver: Norman 

 Location of Duty and Description

 Duty Text

 Reward 1 Extra Life and 1 Power Up

2.) “We need water!” The water wheel is broken in town. The ninja can go back into the 
town of Darkwood and fix it. 

 Duty Giver: Lumberjack Jack

Ninja Nightmare DD	
 67



 Location of Duty and Description: Ninja will need to find Sue and Norman in the 
level in order to retrieve the two other pieces the fix the water wheel. Once they have 
the 2 pieces they can return back to Jack, who can now fix the water wheel. 

 Duty Text:

“Now that the town is back on its feet, it’s time to get back to work. People need lumber! There a 
lot of things needed fix’n. If you can fix the town water wheel that would be great. Here is one of 

the three pieces. The others can be picked up from Sue and Norman.“

 Reward: 1 Super Bonus Point. 

3. Hot Spot Mountain Duties

In Combat 

1.) “Banging Boulders” A short duty that will require the Ninja to collect different types of 
rocks. 

 Duty Giver Surveyor Mary 

 Location of Duty and Description: Before the Ninja work their way up the Moun-
tain. Surveyor Mary emerges from one of the hallow craters that inhabit the mountain. 
She asks the ninja if they could find 3 unique pieces of rock during their battle with 
Magmaracons. The ninja can return to Surveyor Mary after they have completed the 
level for their reward. Surveyor Mary is a middle age woman, who is dressed in “Indiana 
Jones” attire. She wears thick glasses and has red hair. The rocks will be hidden 
through out the level and will be noticeable by a small twinkle. The ninja have to go over 
and press the “Action” button to retrieve the rock.

 Duty Text:

“Ninja! Are you here to end the threat of the evil Magmaracons? Good. This is great news for my  
research. During your travel up the mountain you’ll discover three different rocks. Please collect 
these and bring them back to me after you have made it safely back down. My research cannot 

wait!”

 Reward: Science! 5 Super Turbo Points. 

2.) “Lava Bubbles” A little in-game mini-game. 

 Duty Giver: Giggles The Lovable Lave Slug. 

 Location of Duty and Description: Giggles is located in the first series of lava pits. 
She will emerge randomly from one of the pits and the ninja must talk to her to receive 
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the duty. The duty requires the ninja to guess the number of bubbles that emerge from 
the lava pits. This is a mini-game that if chosen by the ninja will pause combat. The 
bubbles will slowly emerge from the bubbling pits, but will continually move faster and in 
abundance. Giggles is a sweetened down version of the evil lava slugs the ninja will en-
counter in this level. 

 Duty Text

“Gwargh. Would you ninja like to play a game? See how many bubbles you can count when I 
start the timer. I’ll give you a nice hot treat if you do.” 

 Reward: Blazing Meteor [Power Item]

3.) “Test the Temperatures” Return Gary’s results to Mary. 

 Duty Giver: Surveyor Gary.

 Location of Duty and Description: At the end of the level Surveyor Gary will 
emerge and ask the Ninja to return to his wife, Mary. Gary has been out in the lava pits 
trying to record the temperatures of the bubbling fissures. The ninja will have to fight 
there way back to the beginning in order to finish the duty. Gary wears the same clothes 
as his wife and has the same thick glasses. His most noticeable feature is his gray 
bushy mustaches that covers his mouth. 

 Duty Text:

“Ah hah. Hello my young researchers. My wife, Mary, has told me that you have been collecting 
rocks for her. If you could take back these results for her I would greatly appreciate it. Good luck 

and watch your step! Don’t want to end up like a hot potato!”

 Reward: 1 Extra Life. 

Out of Combat

1.) “Big Daddy Bones.” The ninja will work their way back trough the level to retrieve 5 
pieces of a dinosaur skeleton. 

 Duty Giver: Surveyor Gary and Mary

 Location of Duty and Description: When the ninja re-enter the level to return the 
first duty back to Mary. They see Gary and Mary bent over a wobbly wooden desk, next 
to a tent filled with research equipment. It seems that they have uncovered an awesome 
find; a huge T-Rex skeleton. The ninja will need to go recover 5 pieces of the skeleton. 
These will be hidden in crates, barrels, and mounds of dirt. 

 Duty Text:

Gary
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“Ah, yes! My young researches have returned to me.”

Mary

Thank you ninja! Would you like to take your education to the next level?” There are 5 pieces of 
this skeleton we are missing. They have seen to be misplaced in the lava pits. I’m sure some of 

our boxes fell of the truck when we set up camp here.

Gary

“Go eager minds and retrieve our precious bones. Long live Science!”

 Reward: Dinosaur Chomp [Power Item]

2.) “Hot Springs “ Guess Ron’s favorite things. 

 Duty Giver: Ron 

 Location of Duty and Description: When the ninja work there way back up the 
mountain. They will stumble upon one of the former lava pits. A young surfer named 
Ron is relaxing in one of the lava pits that have now been turned into hot springs. Ron 
will ask the ninja a series of true and false questions. The questions relate to surfing, 
relaxing, and being a righteous dude. If the ninja can guess the 3 questions correctly, 
Ron will reward them.  

 Duty Text:

Gnarly! Hey Ninja doods. You want some freaky deaky rewards? Then answer my ques-
tion 3. Hahaha, rad, right? Ready here we go!”

Question 1

Correct Answer: 

Question 2

Correct Answer:

Question 3

Correct Answer: 

 Reward: 5 Super Turbo Points. 
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4. Industrial Dark and Doom Duties

In Combat 

1.) “Cogs, why does it always have to be about cogs?” Retrieve the stolen cogs. 

 Duty Giver: Mr. Mechanic 

 Location of Duty and Description: Mr. Mechanic is the infamous hardware seller 
of Steel City. Since the ancient evil spirits have taken over Steel City, Mr. Mechanic has 
been robbed numerous times. The Robotos keep on stealing his cogs. The ninja can 
retrieve the cogs when battling the Robotos. They will randomly drop after the Ninja 
have killed the enemy. The Ninja will need to return 20 cogs to the store owner. The 
shop is one of the first buildings you encounter in the level. 

 Duty Text:

 Reward: Lighting Rod [Power Item]

2.) “A Friendly Roboto” Keep the robot safe until the end of the level. 

 Duty Giver TX 15-58c

 Location of Duty and Description: TX 15-58c is a good Roboto that will accom-
pany you through the rest of the level. The ninja will have to protect him when fighting 
enemies. If TX 15-58c dies, the Ninja can return to Mr. Mechanic’s shop for a battery 
item that can recharge the Roboto back to life. You will talk to TX 15-18c after you en-
counter Mr. Mechanic. The Roboto will emerge from an alley. 

 Duty Text:

“Bleep. Bloop. Hello. I am TX 15-58c. Can I come with you? Bleep. I am not like these other 
Robotos. Bleep. I just want to see the grassy plains and feel the sun shine on my metal face. 

Bleep. Please, take me with you. Bleep. 

 Reward: 5 Super Turbo Points. 

3.) “Clearing the smog.” Clear the haze of Steel City. 

 Duty Giver: Bob the Fairy

 Location of Duty and Description: When the ninja encounter the first series of 
fogs of the city. An overweight, grizzly, male fairy will emerge; coughing and flying his 
way through the smog. He will the ninja to take 5 fairy globes and clear the smog from 
the city. There will be thick hazes that the ninja will not be able to see through, by using 
these globes they can clear the screen and see the level. 
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 Duty Text:

“Cough...cough. Who’s there? Ahhh, heroes! Excellent. Look bubs, we need to do something 
about this smog. I know this City isn’t the cleanest at times, but this is way to much. I’m putting 

you in charge of clearing up this mess. I got to get home before my wife starts yelling at me. 
Sheesh, being a fairy isn’t what it’s cracked to be. What you waiting for? Get to it! *Hacks and 

coughs up a loogy*” 

 Reward: 5 Super Turbo Points

Out of Combat

1.) “The Sewers”: Cleanse the sewers of Steel City. 

 Duty Giver: Bob the Fairy

 Location of Duty and Description: Bob returns at the beginning at the level asking 
the Ninja to walk through the city and drop Fairy Globes into any of the opening man 
holes. There are 10 man holes scattered through out the level. 

 Duty Text:

Breathes in deep: “Ahhh, smell that fresh city air? Still a little smoggy, but it will do. Look, the 
wife wants me to mow the lawn today. So you’ll need to do some more work for me. Take these 

Globes and drop them in any opened manholes you see. We got to clean up this place and 
those sewers stink! Get to it!” 

 Reward: Health Power Up

2.) “Neon Signs”: Turn on the Neon Signs through out the level. 

 Duty Giver: Duke Winston

 Location of Duty and Description: The Duke of Steel City wants you to turn in on 
all the neon signs through out the city. The Duke is a fat old man who wears fancy 
clothes. He looks like the man on the Monopoly board, monocle and all. After talking to 
BoB, Duke Winston walks on screen to shake the ninjas’ hands. He will then praise 
them for their hard work and ask them to run around the city turning on all the lights. 
The ninja will have to find 15 signs. A light switch icon will appear when they come 
across a light they can turn on. 

 Duty Text: 

“My good heroes! I can’t thank you enough. You really showed courage today. You are surely 
Knights of the Night. *Chuckles* If it is not to much trouble, we need to get this city back in busi-
ness. Please go through my city and turn on all the lights in the various districts. If you can ac-

complish this great task, I will give you the city’s highest honor.”

 Reward: 1 Extra Life and 5 Super Turbo Points. 
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5. New Swamp City Duties

In Combat 

1.) “Light the Way.” Refill the lanterns that hang from various posts through out the level. 

 Duty Giver: A Monkey 

 Location of Duty and Description: As the ninja arrive on the edges of New 
Swamp City a scrawny monkey jumps down from the trees. The ninja learn that they 
must light up the lanterns through out the level. The monkey will give them an old 
rusted, lighted lantern. When the ninja come near a unlit lantern post the game will flash 
a fire icon, indicating the lantern needs to be lit. After the last lantern has been lit the 
monkey will reappear and give the ninja the reward. The monkey is a young monkey 
that wears a baseball cap backwards. 

 Duty Text:

“Eek, eek, eek! Fire! Need Fire! Lanterns need Fire! Eek”

 Reward: 1 Extra Life.

2.) “Sing with the Green Frogs.” Mini-game that will require the ninja to sing along with 
the frogs. 

 Duty Giver: Hoss Boss Frog

 Location of Duty and Description: The ninja will eventually come across a small 
lilly pad patch. There will be several female frogs on lilly pads. This will be a small mini-
game where the ninja will have to repeat back the pattern in which the frogs ribbit. 
There will be 3 rounds. Each round will be progressively harder and faster. After they 
have repeated each round perfectly the ninja will receive their reward. Hoss Boss Frog 
is an old, bloated frog. His skin is covered in bumps and puss. His frogettes are on the 
opposite scale, they are very beautiful. It is a wonder they hang around this old fart. 

 Duty Text:

“Ribbit, burp. Hey, ninja! Want to test your musical skills? See if you can keep up with me, Hoss 
Boss Frog and my little frogettes. Ribbit.”

 Reward: 5 Super Bonus Points

3.) “Floating Barrels”: The ninja will need to retrieve barrels from the swamp. 

 Duty Giver: Ranger Ralph 
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 Location of Duty and Description: Ranger Ralph appears in a boat on one of the 
first docks the ninja encounter. He will inform the ninja that they will have to bring 10 
barrels out of the swamp. The ninja will see the barrels floating in the muck and they will 
just have to bring them ashore. This can be done by approaching the barrels and press-
ing the “Action” button. Once they do this a little animation plays where the barrel flops 
into the air and lands on the ground. 

 Duty Text:

Hey, ho! Hail ninja, what are you doing in these swamps? Don’t you know the dangers that in-
habit these parts? Well if your brave enough to venture forth, can you do me a favor? There are 
floating barrels around the swamp, I need to you bring them a shore for me. If you do this, I can 

help you out with a little somethin, eh? What do we say, do we have a deal?”

 Reward: Power Up

Out of Combat

1.) “Cleaning the up the Muck”: Deliver 6 Formula Packages to 6 Dock Hands. 

 Duty Giver: Ranger Ralph

 Location of Duty and Description: Ranger Ralph will see be sitting in his boat 
when the ninja return to New Swamp City. The Ranger will give the ninja a package that 
they will need to take to Ranger Ralph’s deck-hands. The deck-hands will be scattered 
through out the level on swamp decks. 

 Duty Text:

“Thanks for retrieving those barrels for me. They had the ingredients I need to get ride of the 
muck around the docks. Take this formula to the dock hands. They’ll know what to do with it.”

 Reward: 1 Extra Life. 

2.) “Alligator Raider”: Tame 4 Wild Alligators. 

 Duty Giver: The Newton Twins 

 Location of Duty and Description: The Newton Twins will approach the ninja near 
the beginning of the level. They are two young female twins who have garner the repu-
tation of wrestling “gators.” The ninja will need to go fight 4 alligators to earn their trust. 
The two young twins look like a pair of Pippy Longstockings. 

 Duty Text:

Newton Twin 1

“Well, well, well. Look at these tough guys. 
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Newton Twin 2

“Ha, you want to proof your worth? Then go wrestle four alligators.”

Newton Twin 1

“Yeah, we do it all the time! Shouldn’t be a problem for the heroes” 

*Giggles*

 Reward: 5 Super Bonus Points

6. The Sands of Suck Duties

In Combat 

1.) “Hidden Treasures” Dig up 5 treasure chests. 

 Duty Giver: Grave Robber Nar

 Location of Duty and Description: Nar will run past the ninja when they first enter 
the The Sands of Suck. Nar is scared for his life and he turns the ninja for help. Nar 
makes a living stealing goods from ancient tombs. Nar pleads with the ninja to recover 5 
treasure chests. The treasure chests are buried in sand mounds through out the level. 

 Duty Text

“Huff, huff. Whew. Hello Strangers. I need your assistance. I need to recover some treasure but 
I can’t go back into the dunes. I don’t know what has happened, but the dunes aren’t safe any-

more. I can’t risk it. But maybe you can?”

 Reward: Power Up

2.) “An Ancient Tomb”: Discover the ancient tomb. 

 Duty Giver: A rotting corpse. 

 Location of Duty and Description: Once they have entered into the dunes. They 
ninja will notice a rotting corpse sticking out of the sands. The corpse will request the 
ninja to take him back to his ancient tomb. The ninja will hoist the corpse onto its back. 
The corpse will remain with the ninja through the end of the level. The tomb is located in 
the exact location of the boss battle. 

 Duty Text

“Ahhhh, heroic ones. Please take me back. Tssss, take me back to my resting place. My soul 
needs to be at ease. Please, if not, your lives will be cursed forever.”

Ninja Nightmare DD	
 75



 Reward: 1 Extra Life. 

3.) “Desert Eagle”: Track Maria’s eagle

 Duty Giver: Marksman Maria 

 Location of Duty and Description: After traveling through the Sands of Suck for 
awhile. The ninja will stumble upon a out post. The out post is occupied by Marksman 
Maria, a 22 year old female warrior. She is a nomad that travels the sands in search for 
answers to life. She requests that the ninja track her eagle in order to receive a reward. 
The eagle will soar through the sky randomly through out the level, when the ninja spot 
the eagle the ninja will need to press the “Action” button to notify Maria they have 
tracked the eagle.

 Duty Text

“I’ve been keep a close eye on you young ones. You have great skills. My name is Maria and I 
am a warrior of these sands. I am young in my years, but I have seen much. If you can past my 
test then you can be called true marksmen. Find my eagle and I will bestow upon you the warri-

ors mark.”

 Reward: 5 Super Bonus Points

Out of Combat

1.) “Expeditions”: Find the treasure map, backpack, and compass. 

 Duty Giver: Marksman Maria 

 Location of Duty and Description: The ninja will need to retrieve 3 tools for 
Marksman Maria. They must return to the same location where they met Maria for the 
first time. 

 Duty Text:

“You are indeed true marksmen. I have lost my tools. Maybe you can retrieve them for me? 
Let’s just see how talented you really are.” 

 Reward: Power Item

2.) “Sand Castle”: Collect 15 bags of special sand

 Duty Giver: A rotting corpse 

 Location of Duty and Description: If the ninja return to the ancient tomb the rot-
ting corpse will instruct the ninja to go out and collect bags of sand through the level. 

 Duty Text
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“Ahhh, thank you for returning me to my tomb. I have a challenge for you. I want you to collect a 
special side of sand so I can build Sand Castles. What? Look I get bored down here, I need to 

entertained. I am here for eternity.”

 Reward: 5 Super Turbo Bonus Points

7. Winter Forkland Duties

In Combat 

1.) “Why don’t you just Chill?”: Kill 20 Yeti Beasts. 

 Duty Giver: The Old Yeti 

 Location of Duty and Description: Before entering into the frosty caves of Fork-
land, the ninja encounter a yeti. He is an old creature that can no longer stand up right. 
His fur is covered in tribal markings and jewelry. He requests that the ninja help his tribe 
who have been transformed into monstrous beings. By fighting the creatures the evil 
spirits will be released.  

 Duty Text

“Yarrrgh! Young ones, why do you travel forth? The lands are unfit for human life. I have been 
forced out of my caves and my tribe has been transformed into terrible beasts. We were once 

kind beings who helped the humans watch over the lands. Now are bonds have been broken. If 
you could talk to my tribe, try to convince them that they were once good people. Then maybe 

that bond can be restored.” 

 Reward: Power Up Item and 1 Extra Life 

2.) “The Ice Rink” Mini Boss Battle 

 Duty Giver: Rink Manager Marcela 

 Location of Duty and Description: Marcela the Manger of the Ice Rink will come 
running out of the rink in front of the ninja. The ninja will have to go into the rink and bat-
tle a mini boss. The ice rink is located in the middle of the level. Marcela is a 30 year old 
college dropout who more often then not forget to shave. He has a shaggy haircut and 
smells like cheese. 

 Duty Text

“Help! Help! Monster! Ninja! Thank the Heavens! My precious Ice Rink is being destroyed. Get 
in there and safe it before its to late!” 

 Reward: 1 Extra Life and 1 Super Turbo Bonus Point 
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3.) “Snowboarding”: Judging Snowboarding mini game. 

 Duty Giver: Ron

 Location of Duty and Description: Ron surfs into the ninjas’ way during the level 
and asks them to judge his performance. This is the same Ron that was in the Hot Spot 
Mountain. This will be a mini-game. You will watch Ron ride down the mountain and you 
will need to judge him based on his performance. You can do this duty several times 
and can even do it out of combat when you return back into the level. Ron will randomly 
do poor, okay, and awesome. If the ninja can judge him correctly they will receive a re-
ward.

Score 1-4

Score 5-8

Score 9-10

 Duty Text:

“Yo doods! Check me out! Did you see that hang time? Ha! Can you do me a favor? Can you do 
me favor my gnarly friends? Can you judge me on my rundowns? I’ll do three and you tell me 

which one was the best? Make sure you judge me on each one!” 

 Reward: Varies on scoring 

Out of Combat

1.) “Scary Snowmen”: Destroy the scary snowmen

 Duty Giver The Old Yeti

 Location of Duty and Description: The Old Yeti wants you to destroy 10 scary 
snowmen that are being built through out the level. 

 Duty Text:

“There is a little kid running around building scary snowmen. They are scaring the townspeople 
and not helping the newly restored bond we have with the humans. Please destroy these hide-

ous creations.”

 Reward: 1 Extra Life and 1 Super Turbo Bonus Point 

2.) “Yellow Snow?”: Shovel up the peed on snow clumps 

 Duty Giver Porkster Jankins 

 Location of Duty and Description: Porkster Jankins is a fat little annoying kid. He 
has been running around peeing everywhere. And now the ninja will have to clean up 

Ninja Nightmare DD	
 78



the mess. Jankins will run around the level peeing in the snow. The ninja will have to 
shovel the yellow snow. When duty is starts Jankins will run off screen. The ninja will 
have to run and find him. When they do Jankins will giggle and then run off the right or 
the left of the screen. 

 Duty Text:

“Snort. What are you looking at? You think you’re awesome? Then see if you can stop my little 
misbehaving. Everyone likes a little lemon with there snow!”

 Reward: 5 Super Turbo Bonus Points 

8. The Electric Slides Duties

In Combat 

1.) “Roller Rides” The ninja need to collect 10 marked theme park boxes 

 Duty Giver: Park Coordinator Tok 

 Location of Duty and Description: Tok is in charge of the park rides at the theme 
park. He encounters the ninja at the ticket booth, where he is hiding out. He is a middle 
age man with a strong build. He cares deeply about the park and wants it restored to its 
natural state. He wears typical janitorial clothes. He asks the ninja to retrieve parts of 
the rides. This quest can be returned in after the level is complete. 

 Duty Text

“Sigh. We have been having problems at the park. The park needs parts, but I don’t dare go 
outside. Can you fetch them for me? Maybe I can get some rides up and running. At least that 
may keep spirits high while you ninja clean up things here. The parts can be found in marked 

boxes. Bring back as many as you can.” 

 Reward Power Up Item and 1 Extra Life 

2.) “Cotton Candy... Gross”

 Duty Giver: Carny Bonnie 

 Location of Duty and Description: Bonnie is in charge of the carnival booths. She 
is an old tough lady who loves to smoke. The ninja will encounter Bonnie in one of the 
booths. She will be boarded up in one of her booths holding a shotgun. Bonnie will ask 
the ninja to go to the Cotton Candy Machine. There they will have to fight a mini-boss. 
Once they have done this they can go back to Bonnie to get their reward. 

 Duty Text
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“Who is that? Are you those nasty things wrecking up the place?....oh, no? Ahh now I see who 
you are. Heroes. Good. I need you to clean up a little mess at the Cotton Candy Booth. There 

seems to be something odd going on over there. You think you can take care of it?”

 Reward: Power Up Items 

3.) “Weeeeeee!” Show the Little Goblin the Rides 

 Duty Giver The Little Goblin 

 Location of Duty and Description: The ninja will need to find Gary the Goblin in 
the park. He is hidden in one of the booths at the beginning of the level. Gary will then 
ask the ninja to take him around the park and show him the rides. He will stay attached 
to the back of the ninja. However Gary can receive damage from the enemy attacks. If 
he takes enough damage he will run away and the ninja will have to go back and get 
him. Gary dresses like a young skater boy. 

 Duty Text

“Hey Misters! Can you please show me around the park. There are all these scary monsters 
crawling around and I can’t get anywhere, maybe you can protect me?”

 Reward: 5 Super Turbo Bonus Points 

Out of Combat

1.) “Let’s get it started in here....hoo”: Plug in the 5 outlets 

 Duty Giver: Park Coordinator Tok 

 Location of Duty and Description: Tok will seek the aid of the ninja in plugging in 
the 5 huge Park outlets. The ninja will need to scout the level finding this plugs. The 
plugs look like a typical plug you find on a lap, the outlet is similar in the one you find in 
your house. Two ninja will need to work together in order to lift the plug into the wall. 

 Duty Text:

“Ah, kind sirs. Thank you for restoring my park and getting rid of those nasty baddies. I can’t 
praise you enough. Could  you do me one more thing and plug in the 5 generators that operate 

the park. Unfortunately I must fill attend to other park duties, maybe you can combine your 
strength and plug the power outlets back in?  

 Reward: 1 Power Item 

2.) “ Tickets”: Collect 10 Tickets for Gary 

 Duty Giver: Gary The Little Goblin 
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 Location of Duty and Description: Gary will be pacing back around when the ninja 
return to his booth. Gary is upset because he has lost all of his tickets. The ninja can 
help him out my going through the trash cans in the park and trying to find any tickets. 
The ninja can attack the trash cans to see if there are any tickets inside. Once they 
have done this they can go back to Gary and receive an reward. This duty can be done 
repeatedly. 

 Duty Text

“I can’t believe this! I lost all of my tickets! Now I can’t ride any of the rides. What am I going to 
do?” 

 Reward: 1 Extra Life 

9. Triassic Petting Zoo Duties

In Combat 

1.) “Don’t Feed the Animals”: Destroy the 6 food bins in the park 

 Duty Giver Adam Brant

 Location of Duty and Description: Adam Brant is Edgetopia’s renown Paleontolo-
gist. Brant wants the ninja to destroy the food bins that are through out the park. These 
bins are big tins that look like water towers you see in old city buildings. The ninja will 
need to return back to Brant after they have defeated boss. Brant will be at the entrance 
of the park talking to another individual named Muldoor. These characters are molded 
after the characters in the film Jurassic Park. 

 Duty Text

“Hello boys, what brings you to these parts. The park has been abandoned, something has 
transformed the animals into murderous beasts. They keep on feeding and growing stronger. 

Me and my colleague Muldoor, have concluded that if he destroy the food stuff bins then maybe 
they’ll starve themselves into extinction? Would you be so brave to take this task onto your-

selves?”

 Reward: 5 Super Turbo Points 

2.) “Raptor Fences Are Down”: Turn on the 3 Raptor fences 

 Duty Giver Hunter Muldoor

 Location of Duty and Description: After talking to Brant Muldoor will request that 
the ninja turn on the 3 Raptor fences so that they will stop getting out of their paddocks. 
The ninja will find 3 paddocks through out the level and will notice a green and red 
switch on the side of the paddock. Once they have turned the switch to green. The 
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fences will turn on. When they approach the paddocks, Raptors will continually attack 
them until they turn the fence back on. 

 Duty Text

“Well if you are crazy enough to do Brant a favor, maybe you can help me out too? There are 3 
Raptor Fences in the area . These fences need to be turned back on. If you can do this I will re-

ward you greatly.” 

 Reward: 1 Extra Life and 1 Power Item 

3.) “Wasn’t the movie better?” Escort Tellie back to Adam Brant. 

 Duty Giver: Tellie

 Location of Duty and Description: Tellie is a small Triceratops and a friend of 
Adam Brant. The ninja will need to escort Tellie back to him in order to receive the re-
ward. They will also need to protect Tellie, if she is hurt too much she will run back to 
her cave. The cave is located in the middle of the level. If she runs away the ninja will 
have to return back to the cave in order to restart the duty.  

 Duty Text

“Who’s there? Oh, your not mean dinos are you? Can you get me back to Adam Brant? I need 
to get out here before I am eaten alive. Make sure you protect me, okay? I don’t want to come 

back here ever again!”

 Reward: Power Up Item and 1 Extra Life 

Out of Combat

1.) “Rorasaur Roundup” Bring back 5 rorasaurs to Muldoor 

 Duty Giver: Muldoor 

 Location of Duty and Description: After returning back to the park, they will see 
Muldoor looking out from one of the posts at the beginning of the level. Muldoor re-
quests that the ninja find 5 rorasaur babies. When the ninja find one they will have to 
escort the dinosaur back to Muldoor. Only one dinosaur can be escorted at a time. 

 Duty Text

“Hey guys. Thanks for restoring order to the park. However, there are 5 baby rorasaurs out 
there that need your help. They got out of their cage and our easy prey for the carnivores. Go 

get them before they become Dino Treats.” 

 Reward: 2 Super Turbo Bonus Points 

2.) “Dino Dung”: Bring 10 samples of Dino Dung to Brant 
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 Duty Giver: Adam Brant 

 Location of Duty and Description: Brant will be examining a pile of dino dung. 
Brant wants the ninja to help him in his research. Therefore the ninja will need to go 
back in the park and examine 10 piles of Dino Dung. 

 Duty Text

“Ninja! I have a problem that needs to be remedy quickly. The dinosaurs have been getting sick. 
I believe that we can solve this problem by examining the dinosaurs’ droppings. While I examine 
this pile, why don’t you go examine some others? This could speed up the process of finding a 

cure. Report back to me when you have found something.”

 Reward: 2 Super Turbo Bonus Points 

10. Alley Cat Lane (The Teen Demons)

In Combat 

1.) “Hell on Earth...eh, Edgetopia”: Rescue 5 members of Danny’s gang 

 Duty Giver: Danny

 Location of Duty and Description: Danny is the leader of the motorcycle gang that 
patrols the streets of Alley Cat Lane. However his gang has been turned into demons. 
The ninja will need to rescue Danny’s men by defeating the Teen Demon gang and re-
leasing them from the evil spell. After the ninja have defeated a certain type of Teen 
Demon they can go up to the corpse and press the “Action” button to restore the body of 
the lost gang member. The duty reward will be given after the last member of Danny’s 
gang has been saved. 

 Duty Text

“Heeeeey, gang. Where do you think your going, this is Danny’s turf. You can just go waltzing 
around here like you own the place. You need to earn respect. And the best way to do that is to 
save my bros. They have been transformed into these Teen Demons. Save them and you can 

call yourself a true road warrior of Alley Cat Lane.”

 Reward: 1 Extra Life and 1 Power Up Item 

2.) “I want my Baby Back Ribs”: 

 Duty Giver: Bubba Burger
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 Location of Duty and Description: Bubba Burger is the owner of Bubba’s Burger 
Fast Food Restaurant. Bubba is an overweight cooks with a belching problem. There 
are flies constantly surrounding him. He asks the ninja if they can go find his lost sup-
plies of frozen ribs. The ribs are in crates scattered through out the level. Bubba Burger 
is located in the middle of the level next to the Drive In Restaurant. This duty can be 
turned in during combat. 

 Duty Text:

“Man, my shipment never arrived today. Probably those cursed demons messing up my truck 
drivers again.You ninja look like a healthy bunch. Want to go scout my shipments? If you can 

bring them back to me I can if you some of my infamous ribs! Now don’t that sound good!”

 Reward: 5 Slabs of Ribs and 1 Extra Life 

3.) “The Drive In” Mini Boss Battle 

 Duty Giver: Sandy

 Location of Duty and Description: As the ninja make their way through town they 
will stumble upon the Drive In Restaurant. Roller Girl Sandy will greet the ninja and ask 
them if they can help her take out the trash. The trash in question is a giant blob behind 
the Drive In. The ninja will have to defeat the monster in order to receive a reward. Sand 
y is a young girl who looks like she fell out of a 1950’s High School dance. 

 Duty Text:

“Ewwww gross. There is a big icky sticky pile of muck in the back. Can you deal with it? I don’t 
want to get my dress dirty, Danny is picking me up later to go to the movies! K, thanks!”

 Reward: 5 Super Turbo Points 

Out of Combat

1.) “Meet the Gang”: Race the gang members to the end of the level 

 Duty Giver: Danny

 Location of Duty and Description: Danny will confront the ninja after they have 
reentered the level. He will challenge the ninja to a race. The ninja will need to switch off 
in order to race their way through the level to overcome obstacles that get in their way. If 
they lose they can go back to the beginning of the level and challenge Danny again. 

 Duty Text

“Heeeeey. You guys are alright. But to see your real stuff, why don’t we see who can get to the 
end of the level first? If you win you’ll be the Kings of the Streets.” 

 Reward 1 Super Turbo Point and 1 Extra Life
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2.) “Eeeeeh” Escort Sandy to the Drive In Movie Theatre 

 Duty Giver: Sandy 

 Location of Duty and Description: Sandy is missing her date with Danny. The 
ninja will need to escort her quickly to the end of the level where the Drive In Movie 
Theatre is located. Along the way she will get distracted by stray cats. The ninja will 
have to go over and press the “Action” button to get her attention. The ninja will have 30 
seconds to complete the duty. If the fail they will have to retry the duty by going back 
and talking to Sandy. 

 Duty Text:

“I’m late, I’m late. Can you get me to the Drive In Movie Theatre! I have a date with Danny. And 
this is the night where we might....gasp....go all the way!”

 Reward: 2 Super Turbo Points 

11. Underwaterville (The Squidies Level)

In Combat 

1.) “The Sunken Haul”: Find Dorkton’s heirloom 

 Duty Giver Pirate Dorkton 

 Location of Duty and Description: Before the ninja dive into Underwaterville. Pi-
rate Dorkton will be sitting on a dock grimacing at the sea. Dorkton is an old sea captain 
who has seen many hard years of sea storms. His boat has sunk due to the Squidies 
invasion. He asks the ninja if they could find his sunken haul and retrieve a priceless 
heirloom. Once the ninja have discover the heirloom they will see a sparkle. If they get 
close enough the sparkle they will discover the heirloom. However it will not be easy 
since the heirloom is guarded by Squidies. 

 Duty Text

“Ahoy there maties. I am troubled to see that find young men as yourself are not masters of the 
sea. But I don’t blame ye. These waters are not safe anymore. I just lost my precious ship last 
week to Squidies. I care not for my ship, since she had seen many years of harsh sea. How-
ever, what I do care about is my father’s heirloom. If you can find my sunken haul, please re-

trieve my heirloom. Thank you mates!”

 Reward

2.) “Shiny Salty Sea Shells by the Sea Shore” Collect 20 Sea Shells. 
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 Duty Giver: Holly

 Location of Duty and Description: Holly will be the first person you encounter in 
the level before diving into the water. She has a small bakery next to the shore. She is a 
middle age mom who is always wearing a dirty apron. She is still very attractive and en-
ergetic. She asks the ninja if they could help her out and collect 20 Sea Shells. The 
ninja will need to return out of combat to turn in the reward. 

 Duty Text:

“Hello cuties, my name is Holly. I use to come down here to collect Sea Shells. But ever since 
those creatures have arrived I can’t find them anymore. But maybe if you are going in for a swim 
you can find some on the bottom for me? My business has suffered because I can’t make my 

infamous Sea Shell Cakes anymore.”

 Reward: Holly’s Infamous Sea Shell Cakes and a Power Item

3.) “Dun nuh, Dun nuh, Dun nuh”: Bring 4 Different Shark Skulls back to Quinton

 Duty Giver: Quinton 

 Location of Duty and Description: Quinton is a shark hunter. He will be above the 
waves on his boat. The boat is his traveling home. Quinton is molded after the character 
in jaws. [link] The ninja will be able to board the boat and talk to Quinton. Quinton will 
want them to collect 5 different types of shark skulls. The skulls will be hidden through 
out the level. This quest can be turned in our out of combat. Quinton will be located in 
the middle of the level. His boat looks like the one in jaws as well. 

 Duty Text

“Hehe, well look at these salty dogs. Don’t you know that these waters are dangerous? Well if 
you have gotten this far, I imagine you can handle the beasts of the deeps. If you are brave 
enough to dive back bring me back some shark skulls for my trophy wall. Don’t worry I won’t 

hog all the credit. Hehehehe, or will I? Now, off with ye.” 

 Reward: 5 Super Turbo Bonus Points 

Out of Combat

1.) “Clams are good Eaten” Collect 10 clams for Dorkton. 

 Duty Giver: Pirate Dorkton

 Location of Duty and Description: After returning the heirloom to Dorkton, he will 
ask the ninja if they can find some clams for his lunch. The clams will be hidden through 
out the level. Once the ninja have collected enough clams they can go back to Dorkton 
and he will reward them. This can be done repeadtly as long as the ninja leave the level 
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and renter it. The clams will be randomly placed through out the level every time the 
ninja decide to redo this quest. 

 Duty Text

“Hey my young sea captains, thanks for retrieving me treasure. I can now get back to me ports. 
Now that I’m busy again, I hardly have time for lunch. If you could go find me some grub, I really  

appreciate! I might even promote you to junior admirals. Rarrrh.”

 Reward: 1 Extra

2.) “No Skinny Dipping”: 

 Duty Giver: Holly 

 Location of Duty and Description: Holly’s 5 young boys have been seen skinny 
dipping and scaring other beach goers with their antics. The ninja will need to find each 
of the boys and escort them back to Holly. Only one boy can be escorted back at a time. 

 Duty Text:

“My boys have been acting up again. They think because they have no daddy, they can just run 
around and cause mischief. Maybe you can teach them a lesson?”

 Reward: 1 Super Turbo Bonus Point and 1 Power Item 

12. The Ancient Temple (The Rock’n Mummies Level)

In Combat 

1.) “Ancient Symbols”: Discover the 4 Ancient Symbols.

 Duty Giver: Quills

 Location of Duty and Description: Sitting on one of the dead branches is a buz-
zard named Quills. Quills is an old wise bird that has watched over the Ancient Temple 
for ages. Quills informs the ninja that they must find 4 ancient symbols in order to unlock 
and item that can help defeat the Rock’n Mummies. The symbols will be placed through 
out the levels on various statures and ruins. Once the ninja decipher the symbols the 
ground will shake and out of the ground will appear an ancient pillar. The pillar will hold 
the reward. 

 Duty Text:
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“Kwah, halt my young warriors. If you dare to travel forth and defeat the evil that has inhabited 
these ancient ruins then I have some words of wisdom for you. If you can discover the 4 ancient 

symbols of these lands then you will be given an item that will help you in your quest.”

 Reward: Rock’n Quake Power Item

2.) “I wanna Rock.”:

 Duty Giver Naruta 

 Location of Duty and Description: Naruta is a nomad of the lands that encounters 
the ninja early on in the level. He informs the ninja that he wants to be a world renown 
rock star. He pleads with the ninja to collect the instruments that some of the Rock’n 
mummies might have on them. The ninja will need to collect various instruments that will 
randomly drop and bring them back to Naruta. Naruta looks like Sid Vicious from the 
punk band The Sex Pistols. 

 Duty Text:

“I wanna Rock! Hey rock stars. I want to shred with my pick but I don’t have a guitar or anything 
to do any type of shreddin on! Think you can help me out? I want to bring back any thing you 
find when batting those Mummies. If you do this, I’ll give you back stage passes for life. Rock 

on!”

 Reward: Power Up Item

3.) “Fight Night, Tonight!”: Prove your worth to Andre

 Duty Giver:  Andre the Awesome

 Location of Duty and Description: Andre the Great is Edgetopia’s greatest prize 
fighter. Andre is a big fighter with a fat build. He is shirtless and is always This can be 
complete in or out of combat. The ninja can come back into the level to gain extra lives. 
The ninja will have to defeat Andre in a ring. They will only be able to use normal at-
tacks against him. Andre will be located in the middle of the level. 

 Duty Text:

“Hail there ninja. Those who choose to venture forth need to challenge me, Andre the Awesome! 
*flex* If you want to see how strong you are, challenge me. If not, continue you on and I will look 

down upon you in pity.” 

 Reward: 5 Super Turbo Bonus Points and 1 Extra Life 

Out of Combat

1.) “Unwrapping the Mystery”: Find the clothes of 10 defeated mummies. 
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 Duty Giver: Quills 

 Location of Duty and Description: Quills will still be sitting on his branch when the 
ninja return to the Ancient Temple Level. Quills is curious about the recently defeated 
nemesis. He requests that the ninja go and collect the remains of the defeated mum-
mies. Through out the level are 10 bandage rolls, if the ninja can find these and return 
to Quills with the remains, they will be rewarded. 

 Duty Text:

“Ninja, you have made this old buzzard proud. The gods of wind cannot thank you enough. I re-
quest your services once again. I wish to understand the reasons behind these evil spirits. 

Maybe some of their bandages have been left behind. If you can bring them back to me, I could 
possibly understand the reasoning behind these attacks.”

 Reward: 1 Extra Life

2.) “Up Down Pyramid”: Mini game that will test the strength of the ninja. 

 Duty Giver: Andre the Great 

 Location of Duty and Description: If the ninja choose to return back to Andre’s 
ring. He will challenge them to a new duel. This time they will need to see how many 
blocks/pieces of pyramid they can hold. The player will repeatedly press A to keep the 
ninja strength up as more and more pieces fall. This will go on for 30 seconds. If the 
ninja can last that long then the ninja will win. Andre will collapse under the weight and 
reward the ninja with a reward. 

 Duty Text

“Ah my young troopers. Thank you for banishing the evil spirits away from the land. Let’s see 
how strong you have become since we last met. I challenge you in a feat of strength. The first to 

buckle under the pressure will lose. Ready? Let’s do it!”

 Reward: 1 Super Bonus Point and 1 Extra Life

13. Mushroom Meadows (The Roaching Level)

In Combat 

1.) “Get the Bug Spray”: Find the can of bug-spray for the scarecrow. 

 Duty Giver: Bard the Scarecrow 

 Location of Duty and Description: The ninja will come across Bard at the begin-
ning of the level in on open field. He will request that the ninja find a bottle of bug spray. 
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The bug spray is hidden towards the end of the level. They will have to return the bottle 
back to Bard before they finish the level in order to receive the reward. Bard looks like 
the scarecrow from the Wizard of Oz. He is hoisted on a cross and cannot move 
around. His movement is limited to him just flailing around on the pole. 

 Duty Text:

“Holla, if it isn’t some young fresh minds. I am Bard the Scarecrow. I have watched over the 
Mushroom Meadows for a hundred years, but it seems that the lands have been corrupted my a 
bug menace. Even I have not been spared. My body is covered in these creepy crawly roaches. 

If you could find some kind of repellent I would greatly appreciate it.”

 Reward: Power Item and 1 Extra Life

2.) “Ooooh, what is that smell?”: Mini Boss Battle 

 Duty Giver: Miss Dorthy

 Location of Duty and Description: Miss Dorthy will come screaming on screen 
from the right. She will stop and plead with the ninja to help her out. It seems that her 
little dog, Tokyo, has transformed in a smelly beast of gloop. The ninja will have to battle 
Tokyo in the middle of the level. Once they have defeated the beast and returned Tokyo 
to his original form they will receive a reward. 

 Duty Text

“Eeeeek, oh my god it stinks so bad. Ninja, my beloved puppy, Tokyo, needs a bath. He also 
seems to have gotten a little bigger since last week. Do you think you can do something? I don’t 

know what I’ll do without my precious little doggy.” 

 Reward: 5 Super Turbo Bonus Points 

3.) “Hippies”: Find Terry’s bandmates 

 Duty Giver: Terry Larcia 

 Location of Duty and Description: The ninja will stumble upon Terry lying in the 
middle of the road grinning unconsciously staring up at the sky. He is clearly on some-
thing. He asks if the ninja find the rest of Terry’s band. The ninja will have to find 5 
members of the band. Each time they do they will need to bring them back to Terry, who 
has pulled up the tour bus for the members to get back on. The bus looks like an old 
school bus that has seen better days. It is covered in painted neon flowers. 

 Duty Text

“Oh man, where am I. I ate all those Mushrooms and now my brain feels like its on fire. You, you 
there. Golden, shiny, rainbow angles. I need you to find my friends. I think we all got separated 
when all went on this groovy trip. We need to get back on the bus, we have a tour schedule to 

keep. If you groovy rainbow angles can help me, maybe I can lend a hand?”
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 Reward: Rainbow Power Up 

Out of Combat

1.) “Find the eatables” Bring 2 pounds of food stuffs back to Miss Dorthy. 

 Duty Giver: Miss Dorthy 

 Location of Duty and Description: Dorthy will be playing with her dog Tokyo. Miss 
Dorthy asks if they could go find some dog food for her dog. There are 2, 1 pound bags 
hidden in the level. The ninja will have to find these bags of food stuffs and bring them 
back to Dorthy in order to receive the reward. 

 Duty Text:

“Oh thank you, thank you! Thank you so much for getting my little snuggles back. But, 
now he is hungry. Do you think you can go get some food for me, while give Tokyo a 
bath?” 

 Reward: Power Up Item 

2.) “David who?” Find Band Manager David. 

 Duty Giver: Terry Garcia 

 Location of Duty and Description: There is still one member to be found. The 
ninja must find David, Terry’s band manager. David will be hiding out in one of the 
houses. The ninja will have to escort him back to the bus. 

 Duty Text:

“Dude, I knew we forgot someone. David. David is our band manager and he has all our money. 
It would be really groovy if you could go find him. I’m sure he’s hanging out somewhere trying to 

buy some groovy tie die shirts.”

 Reward: 1 Extra Life
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[6.]  Controls
a.     Setup

b.     Design interface

c.     Changing controls

d.       Saving Your Game 

6A. User Setup Options 

Main menu

 The main menu will have several options. 

1.) Start

2.) Options

3.) Difficulty

4.) Music Jukebox 

Levels of Difficulty 

 There are four levels of difficulty that users will be able to choose from. The lev-
els of difficulty will not be named easy, hard, ect; but instead will be have code names. 
They are as follows...

Easy: A stroll through a grassy knoll. 

Medium: Even though it may suck, you don’t like to leave till the end of the movie. 

Hard: It’s like trying to get Peanut Butter off the roof of your mouth. 

Super Hard: It’s going to be Blood Riot
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6B. Control Screen In/Out of Gameplay

 The control screen is important aspect of the gameplay.



6C. Changing Controls 


 The user has the ability to change the controls via the options screen. The player 
can do this on the start screen or during gameplay. If the player pauses the game they 
can select the options menu. 

6D. Saving Your Game 


 The ninja will only be able to save their game when not in combat. If they are in 
the middle of a level that will not be able to save the game. The only way they can save 
their game is to transport back to the Forgotten Village or when they defeat a boss. 
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[7.]  Interacting with the game 
a.     Normal abilities

b.     Special Abilities

c.     Upgrades

d.     Interacting with your teammates

e.  Interacting with non player characters 

7A. Normal Abilities 

7B. Special Abilities 

7C. Upgrades 

7D. Interacting with your teammates 

7E. Interacting with non player characters (NPCs) 
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[8.]   Enemy Abilities
a.     Normal

b.     Special Abilities

c.     Final Blow

d.     End Boss Moves 

8A. Normal Moves 

 Each enemy has several basic move attacks they can inflict upon the ninja. Each 
enemy will be discussed in detail. This will be added on to the design doc at a later time. 

8B. Special Abilities 

 Beside basic moves each enemy will have special moves that they can perform. 
These moves will inflict more damage on the ninja. 

8C. Final Blows 

 Some enemies will be require finishing blows. This will be indicated by an icon that 
flashes on the screen. This will require the ninja to use a special power move to perform 
the final blow. 

8D. End Boss Moves 

 Each end boss will have special moves that are unique to its particular level.
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[9.]  Ninja Nightmare’s Art Style
a.     Look and Feel

b.     Inspirations 

9A. Look and Feel 

 The art style of Ninja Nightmare should reflect the concepts that have been devel-
oped and shown through out the document. The style is a mix of western cartoon style 
mixed with Asian anime. The art style doesn’t have to be constrained to the boundaries 
of realism. The style should also reflect the tone of the humorous content found in the 
game. 

9B. Inspirations 

  Below are a list of inspirations that should provide more reasoning and explanation 
of the imagery that will be found in Ninja Nightmare. These examples below are from 
video games and cartoons. These should be studied and watched by the design team to 
encourage and inspire the style of Ninja Nightmare. 

1.) Viewtiful Joe 

2.) Paper Mario and the Thousand Year Door 

3.) Ren and Stimpy 

4.) Aqua Teen Hunger Force
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 [10.] Sound Style

a.     Sound Effects 

b.     Theme Songs

c.     Voice Acting

 When the ninja interact with the characters and environments on their journey; 
they will be able to engage with the characters with specific lines of dialogue. This will 
include catch phrases during battle, NPC dialogue, environmental sounds, weapons 
clashing, ect. Even though the ninja will have voiced lines, text will be appear at the bot-
tom of the screen for those who can not hear or for those who do not wish to listen to 
game. 

10A. Sound Effects

Ninja sound effect asset list

 The ninjas will have a variety of remarks and sounds that they will emote during 
battle and traveling through the levels. Each of the phrases are marked for the possible 
scenarios that each will appear in the game. Some will occur when the ninja pick up 
items. Others will occur when they are hurt or regain health. Other phrases will be used 
to interact with the NPCs that inhabit the game. Each of the ninja will have around 20 
phrases that they will say during the game. These are in no way final lines of dialogue 
but should provide enough information to inform us of each ninja personality. 

Categories

Typical Phrases

Pick Ups

Power Ups

Spirit Activation 
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Crimson Ninja

 The Crimson ninja is the most apathetic of the group. He is easily bored and 
seems to grow tired of defeating the same baddies over and over again. 

1.) *sighs*  “Are we there yet?” 

2.) “I don’t think so grubby!”

3.) 

4.) 

5.) 

Golden Ninja 

 The Golden Ninja is the smartest of the group. He is also the most freighted. 

1.) “Me + your ass = pwnd!”

2.) “I don’t want to go over there, it looks dangerous!”

3.) 

4.) 

5.)

Royal Ninja 

 Royal is the heart of the team and is very caring. He is at times passive, but 
when he gets mad, he gets extremely pissed! 

1.) “Lets keep up the good work!”

2.) “Mmmmmm, my fav.”
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3.) “I don’t think so.”

4.) “Man, I’m hungry. Can we take a lunch break?”

5.) “Oooh, I don’t feel good.”

6.) “Argh”

7.) *yawns* “I’m sleepy, can we take a nap?” 

Emerald Ninja 

 The goofiest of the group. Emerald’s phrases should reflect his fun loving atti-
tude.

1.) “Alright!”

2.) “This is better than free pizza!”

3.) “Ouch, why did you do that?”

4.) “Hehehehe, you’re funny look’n!”

5.) “Bam, spice it up!”
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6.) “Ugh”

7.) “Woot Woot!”

8.) “Sweetness!”

Weapon sound effect asset list 

Sword

Polearm

Mace

Daggers

Power sound effect asset list 

NPC sound effect asset list

Each NPC that the ninja will face will have their own set of catch phrases. 

Enemy sound effect asset list 

Mr. Kill-Roth 


 These are the sayings that Mr. Kill-Roth will emote when fighting the ninjas in 
their final battle. 

1.) “Haha...fools!”
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2.) “Whaaaa? You can’t do that!”

3.) “Now witness my ultimate power!”

4.) “Gwarrrghhhhhh.”

5.) “Ninja? More like ninja babies...diapers....WHATEVER, DIE!”

6.) “Easy as space pie”

7.) “All too easy.”

The True Form of Mr. Kill-Roth 

 After the ninja defeat Mr. Kill-Roth the first time they will have to fight him again. 
Here he reveals his true form. He will still recycle some of the phrases listed above, but 
there will be a few more added here. 

1.) “Now you see me for what I truly am!”

2.) “Taaaake Thiisssssss”

3.) “Noooooooooo!”

4.) “Ah ah ah, you didn’t say the magic word.”

 {Jurassic Park reference}

5.) “Ouch, son of a sandwich eater!”
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6.) “Now you will finally be destroyed!”

Environment sound effect asset list 

 These are suggested list of sounds for each level. Each of the levels should have 
sounds for the surrounding area. The creatures that inhabit the place and the enemies 
that appear in the level. 

1. Village of the Undead Duties (The Deady Freddies Level)

 - Zombie groans

 - Bat sounds

 - Hooting Owls

 - Screams

 - Winds going through a grain field 

2. Darkwood Forest Duties (The Werewolfian Level)

 - Wolf Howls

 - Hooting Owls 

 - Wolf growls

 - Scratching noises 

3. Hot Scotch Mountain Duties (The Magmaracons Level)

 - Lava Bubbling

 - Lave Beast Burps 

 - Volcano eruptions 
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4. Industrial Dark and Doom Duties (The Robotos Level)

 - Sparks

 - Loud banging noises 

 - Constructions noises

 - Honking Horns

 - Robot noises 

5. New Swamp City Duties (The Sickening Souls Level)

 - Alligator growls 

 - Swamp bubbles

 - Hooting Owls

 - Cackling 

 - Ghost Wailing

6. The Sands of Suck Duties (The Sand Band Level)

 - Sand Storms

 - Buzzard sounds

 - Hyena cackles 



7. Winter Forkland Duties (The Freezanoids Level)

 - Snow Storms 

 - Sounds of someone stopping through the snow 
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 - Yeti growls 

8. The Electric Slides Duties (The Electrified Sensation Nation Level)

 - Amusement Park noises

 - Sounds of people screaming as if there are riding a roller coaster

 - Fun House Music 

9. Triassic Petting Zoo Duties (The Dinosauric Flood Level)

 - Dinosaur growls

 - Birds chirping

 - Monkeys yelping 

 - Thunderous stomping 

10. Alley Cat Lane (The Teen Demons Level) 

 - Motorcycles engines 

 - Neon sings going in and out [bzzzit sound]

 - Jukebox music 

11. Underwaterville (The Squidies Level)

 - Sea Waves crashing on the shore

 - Whale calls
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 - Bubbles

 - Squid Noises 

12. The Ancient Temple (The Rock’n Mummies Level)

 - Parrot calls

 - Jungle noises

 - Cat screams

 - Waterfalls 

13. Mushroom Meadows (The Roaching Level)

 - Crows cawing 

 - Fairies giggling 

 - Rainbow Charm noises 

 - Bug noises 

10B. Theme Songs/Soundtrack  

 There will be a theme song for each level. They will be describe below to establish 
the mood of the song. 

Main Theme

Rock Song

Mini Game Songs 

10C. Voice Acting
 It is critical that the voice acting is coached and directed. 
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[11.] The Humor of Ninja Nightmare 

 a.     Applying it to the game

b.     Look and Feel

c.     Its Importance 

11A. Applying it to the game

11B Look and Feel 

11C Its Importance 
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[12.] End Game
a. Final Boss Battle

b. Credits 

c. Unlockables

12A. Final Boss Battle

 The final boss battle is two seperate fights. 

12B. Credits 

 After defeating the boss the credits will roll after the final cut scene. 

12C. Unlockables 

 There will be several unlockables in the game after the ninja complete the game  
on various difficulties. 

Mini-games: 

 After beating the game on normal difficulty the mini-games will be playable out of 
the main game. These can be selected on the main menu. 

The 4 Girlfriends: 

 After beating the game on hardest difficulty the player will be able to play as any 
of the 4 Girlfriends. 

Replay the levels: 

 Once you have completed the game
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[13.] Other Assets 
a.     Programming

b.    Loading Screens 

c.     Network Play 

13A. Programming 

 This game is being developed for XBOX Live Arcade. Which is playable through 
the XBOX 360. However, this game does have the potential for being developed under 
XNA and Flat Red Ball. 

13B. Loading Screens 
 Loading screens will need to be created for the XBOX Live interactions as well as  
for the players going into individual levels. 

13C. Network Play 
 Network play will allow players to connect to other users and play the game. Be-
cause this game is being developed for XBOX Live Arcade, online participation can oc-
cur. The game will provide the user to host a game on the Main Start screen. There are 
two options that the user can choose from after selecting XBOX Live; host a game or 
join a game. While playing online, users can interact with each other via the headset, 
which allows players to talk through a wired mic headset. 

 Host a game: By selecting this option other users can join in through the XBOX 
Live network. Users will also have the ability to make this a private hosted game so only  
their XBOX Live friends can join. If they leave it public they can allow anyone to 

 Join a game: By selecting this option a screen will be after a load time to show 
the available hosted games that you can join. This will allow you to find a game of your 
choosing. The listed games with show a how many players have joined the game and 
what level is currently being played. 
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