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Introduction

There is currently no good strategy game of TMNT. Most games out there are released by Hasbro and 
are targeted toward kids. So there are very simple and are not appealing to gamers. This document 
explain briefly how I would have designed a TMNT game for the adult target audience that has a bit 
more of strategy than in the kids game. The rules in this document are vaguely explained since it's just 
a draft, the goal is to give an idea on how the game could work and gather feedback about it. You can 
contact me by email at: ericp[at]lariennalibrary.com.

Game Basics

The goal is to make a game more appealing to game, that contains a lot of thematic elements from 
many TMNT sources and that is flexible enough to allow players to add content to the game. The game 
will be a cooperative game due to the nature of the theme, but I am not sure if a player will manage the 
bad guys.

The general idea of the game is that various events target the city, and all these events are linked 
together to the same master villain. The turtles need to do a series of missions in various areas of the 
city to prevent the villain from progressing. The turtles has a certain time limit to complete each 
mission, if they fail, the villain progress.

In order to encourage flexibility, there will be no city map, instead, you will have a small sheet for each 
location in the city where a mission is engaged. This will allow players to create new locations for new 
adventures.

For each game, there will be 1 master villain that has various abilities, soldiers and boss. For example, 
shredder has foot ninja's, and Beebop + Rocksteady as boss. The turtle will have access to their lair. 
This is useful to rest between mission, or re-equip yourself for the mission to come. It might be 
possible to get additional training from splinter.

To balance the number of player and prevent the need to have 4p all the time, there might be support 
characters that can join a turtle to give him more power. Support characters include: Casey Jones and 
April. They should be there to help balance the game with the fact that there is less turtle. 

So this is a broad view of how the game works, here are more details of some of the game concepts.

Missions and Locations

Each location has a small map of the main rooms found in the building. There is no map of the city, but 
each location has some properties like how far it is from the lair and in which part of the city it is 
located. 



Players can move from a location to another, it's just the distance that changes. Moving between 
locations in the same part of the city is faster. The turtle will have access to various methods of 
transportation that can shorten the travel time.

Each location will be connected to a sheet use to keep track of various variables including 
accomplishment and how far the turtles need to move to reach the destination. These tracks are used 
differently according to the mission cards.

The mission card will tell the players in which rooms the enemies are located, the objective of the 
mission and any special rule that are required to manage the mission. There can be multiple mission 
cards for the same location. The troops placed on the location are generic cubes, the mission card will 
tell the nature of the enemy and give it's basic combat stats. Maybe the villain will place additional 
troops of a different color (ex: shredder place foot soldiers, Baxter Stockman place mousers, etc).

Clues

In order to prevent ending up with a game that is a multi-player puzzle where 1 player tell everybody 
else what to do, I need to have some sort of hidden information into the game to make sure players 
cannot plan the optimal movements. I do not want to have an investigation system where the players try 
to find where the enemy is going to attack, because it force to use an real player for the bad guys. 
Instead, the players know where there is trouble and have an idea of how to solve the problem.

So I decided to use a system a bit like which of salem where players hide information from each other. 
When players accomplish stuff, or search for it, they will gain clue cards which can be items, 
information, etc. These are made of different categories, and they help the turtle to accomplish certain 
task or unlock access to certain area more easily and more rapidly. But the players does not know 
which clues are required, that information is hidden an revealed only to the players that visit the area.

This way, players cannot optimize which character is best to accomplish which task. Clues can also be 
spend at the lair to forge new items and equipment and the players does not want to use them.

Rolls

The  combat and skill system must be simple enough to manage making combat where few turtles can 
defeat multiple enemies. A first idea was to use something like “Death angel card game”, where you 
must roll a die < than the number of enemies to take a wound.

Another idea is that you roll 1 D for each enemy in the location, if 1 die is > than your skill level, it 
does not work. For example, you could attempt to sneak 3 guards, you roll 3D and all dice must be 
below your sneak skill to pass without being detected. For combat, it would work the same, each failed 
die will give you wounds. Weaker creatures could give 1 pour per 2 miss, while strongest enemies 
could make 2 wound for 1 miss. 

Creatures or areas could have skill modifiers ranging between -1 and +1 to make it easier to accomplish 
certain task.



Actions

Probably Like defender of the realm, each player will have a list of actions and will be able to perform 
a certain amount of them every turn. Player could sneak though enemies, fight enemies, unlock an area, 
etc. For example, if could be possible for a turtle to create a diversion that will occupy or move a 
certain number of guards, allowing another turtle to sneak in more easily in another room. So team 
work should be important and there must be many possibilities to do teamwork.

The timing of the actions is unsure yet. probably each character do an action until all actions are 
accomplished. This could make the timing issues more important: arrive at the right time for another 
character to do something. In that situation, it might be more interesting that the bad guy also act while 
the player are doing their actions. In that case, maybe the player chose what the bad guys do like in 
shadow over Camelot, or maybe like in the D&D game, each player has a card that tells them what the 
enemies should do on their turn.

Victory Conditions

I am not sure of the victory conditions. The first idea is that the turtle needs to accomplish a certain 
number of mission while preventing the villains from succeeding a certain number of missions. (It 
looks like shadow over Camelot!) 

Maybe if the villain or the turtle succeed more missions, the villains become stronger and send more 
reinforcement in the active missions.

Other Mechanics

Items: Each player will have various one time use items that they can spend to increase their chances 
to succeed. So for example, they can use shuriken to paralyse enemies and progress forward.

Alarms: Maybe the locations have certain alarms, if something happens, example, a battle start, the 
alarm is triggered and enemies will move around the board while reinforcements will arrive from the 
villain.  

Transportation: There would be various transportation vehicles that can transport a certain number of 
turtle, carry equipment or weapons, and moves at different speed. This is used to travel between 
locations.

Lair: When the turtles get back at their lair, they can forge Items, re-equip themselves, get special 
training from splinters, etc.

Boss: Certain locations will have boss, the boss used will be those hired by the villain.
 

Conclusion

So this is the basic idea of the game. One thing I might do is simplify the mission system so that I could 
only need a card with cubes rather than a layout of the area. But I don't want to end up with a dice fest 
mission like Ninja Burger. Maybe the mission would require skills and other stuff. I might also get 
some inspiration from Elder Sign on how the mission are built up.


