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 Executive Summary 
 You are a ninja… almost. As an apprentice ninja, you must learn the ancient skills 
of your clan: run swift as the wind, hide in the darkness, and fight your enemies. If you 
prove yourself to the Grand Master, you will become a full-fledged ninja, ready to do 
your clan’s bidding. If you fail, he will have you personally apologize to your ancestors. 
 The game is targeted toward ninja enthusiasts and fans of platform, stealth, and 
combat games. The platform and combat action will play in similar fashion to the Ninja 
Gaiden and Shinobi franchises, while the stealth segments are reminiscent of the Metal 
Gear series. Elements of the other parts will be present in each level to complement the 
main action to make each segment feel like part of a whole. 
 The platform segments allow the player to experience the rush of running across 
walls, leaping across tree branches and rooftops, and jumping off walls to reach higher 
ground. You must learn how to climb walls and trees and use ninja tools of the trade to 
get to your destination. 
 The stealth missions need the player to learn how not to be seen or heard while 
infiltrating enemy territory. You must hide in the shadows, move silently, and distract 
your enemies to get past them without raising an alarm. 
 Finally, the combat missions pit the player against a slew of foes with murderous 
intent. Use the terrain to your advantage, use your running and jumping skills to evade 
their attacks, and make use of ninja tools and weapons to take down your attackers. 
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 Game Vitals 
 Use Case: The player takes the role of a ninja in training, and must learn the skills 
of his clan in order to join the family business. You must pass your final exams by using 
all of your skills in free-running and jumping from trees and rooftops; hiding in shadows 
and silently sneaking around dark buildings; and fighting multiple opponents in hand-to-
hand combat. After passing all the tests, you must defeat the ninja masters who 
administer them to stand before the grand master, ready for the final test. Should you 
complete everything in an exemplary fashion, you may just have a challenge from the 
legendary ninja himself. 
 Genre: Platform / Stealth / Freestyle combat… with ninjas! NBC is similar to 
Ninja Gaiden, Shinobi, and Metal Gear Solid in these aspects. 
 Platform: Xbox Live Arcade. 
 Target Market: We’re aiming at males, 13+, who are fans of ninja, platform, 
stealth, and fighting games. Ninja Boot Camp is better than the rest because it has more 
interactivity than a Metal Gear game. It also won’t be so divorced from reality like other 
ninja games, but still capture the mystique. 
 Distribution: Xbox Live Arcade. 
 Priorities: Presenting an engaging narrative; making the game fun to play; 
increasing the replay factor. 

Risks: Creating too much content for a Live Arcade title; going too far on the 
dark and gritty factors; making it too derivative of other ninja entertainment. 
 Art Style: We want subdued earth tones (ninja are not known for bright flashy 
colors) and realistic character designs. Bright colors should be used sparingly for making 
memorable characters and levels. The art should take cues from spaghetti Westerns and 
jidai geki films for the rustic feel we’re going for. 
 Audio Direction: Instrumentals. Focus on wind and percussion. Upbeat for 
platforming, tense for the stealth, and frantic for combat. Each character could have a 
leitmotif. 

Feature Sets 
Three different modes of play: Run and jump, sneak and hide, punch and kick. 
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Game Mechanics 

Movement 
The ninja can move at three paces: slowly and quietly, briskly, or at a run. The speed at 
which he is running determines how far and high he can jump. 
 In a stealthy walk, you move at one body length per second and cannot jump more 
than knee-height. At this pace, you are silent. 
 At a brisk pace, you move three body lengths per second and can jump up to waist 
height. This speed causes some noise, which enemies can hear up to four metres away 
without obstructions. 
 While running, you move seven body lengths per second and can jump up to mid-
chest. This speed causes enough noise to be heard from up to ten metres away. 

Climbing 
The ninja can only climb certain objects unassisted: things like trees, ropes, and ladders. 
You climb at half normal walking speed. With items such as the grappling hook or 
climbing claws equipped, you can ascend at three-quarters walking speed and can climb 
more surfaces. The knife allows you to pull yourself up and increase by one-third your 
effective height for reaching high. 

Jumping 
Once the ninja leaves the ground, he cannot control his movement (this is basic physics). 
If you are jumping at a wall, you may jump again to push against it, wall-jumping to gain 
speed and altitude. This technique will be required to reach the end of each platforming 
level. 

The Zip Line 
When you have the nunchaku weapon, you can use it to quickly descend certain lines. 
This skill will also be required in at least two places to complete the final platforming 
test. 

Stealth 
The stealth levels will focus on this aspect, but elements will be present in the rest of the 
game. 

Visibility 
One aspect of stealth is visibility. As long as your enemies are not aware of your 
presence, you are invisible. Shadows, obstacles, and hiding evidence of your presence 
such as “dead” bodies (see Sneak Attack) contribute to your invisibility. 
 In ideal lighting, enemies have a sight cone limited only by objects. In poorer 
light, the sight cone terminates at shadows. Staying still while in a shadow makes you 
effectively part of that shadow. Moving within a shadow while in an enemy’s sight cone 
has a 50% chance of breaking your cover. 
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Noise 
Just because they can’t see you doesn’t mean they can’t hear you. Moving slowly reduces 
the noise you make, as does avoiding hard surfaces. Enemies can hear anything that 
happens within a ten-metre radius. Walls dampen sound, so an enemy has to be twice as 
close to hear something on the other side of a wall. 
 Soft surfaces include grass, loosely-packed dirt, and carpets, and reduce the noise 
of your movement by half. 
 Knocking objects over practically guarantees that they will hear you. A fallen 
object emits enough sound when it hits the ground to be heard fifteen metres away, 
reduced to five if it falls onto a soft surface. Pressing the X button during a very short 
window while the object is falling will catch it. 

Sneak Attack 
When a target is unaware of your presence, you can inflict a sneak attack with an 
equipped melee weapon. In the context of the test, this constitutes a “kill.” The target will 
fall to the ground after a sneak attack is inflicted, requiring you to hide the body out of 
sight. 

Combat 
Sometimes, all you can do is hit somebody until he falls down. Some levels focus on 
combat, but the platform and stealth levels will have some combat elements. 
 See the table under Weapons and Items for weapon statistics. 

Melee – unarmed 
This is the basic melee form. Unarmed strikes are not very powerful, but they are always 
available. You know basic left-right and right-left combinations, and can end either with 
a tooth-rattling uppercut. Left-left and right-right combinations can end with an opposite-
leg kick. 

Melee – armed 
Most items can be used as melee weapons. Having a weapon increases your damage 
output and extends your melee reach in some cases. You are trained in using weapons in 
both hands, but the grappling hook must be used two-handed. 

A double-tap of either attack sends out a sweeping forward and reverse swing 
with slashing weapons or nunchaku, a downward and upward sweep for bludgeons, or a 
quick double stab with piercing weapons. 

Ranged 
Some items can be used as thrown weapons. Before throwing an item, the player can 
enter an over-the-shoulder view to see where it’s going to land. This covers ranged 
weapons as well as grappling hooks and smoke bombs. 
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Injury 
All characters have seven (7) hit points, except the Ninja Master, who has 21, and 

Falcon has 35 due to being the legendary ninja. If you lose all your hit points, you return 
to the last checkpoint and lose three marks on the final grade. 

 Grading 
At the end of each stage, the administrating master assigns a letter grade, based on 

overall speed, how many hidden ninja tokens were collected, and how well you 
completed any other assigned tasks. 
 You are always allowed to retake a test in order to improve speed and accuracy. 
Complete the course: 10 marks A: >35; Exceptional 
Complete the course without injury: 10 marks B: 30 – 35; Satisfactory 
Complete the course without being seen: 10 marks C: 25 – 30; Competent 
Each ninja token collected: 1 mark D: 10 – 25; Barely competent 
Each restart due to loss of hit points: -3 marks F: <10; Apologize to your ancestors 
Every three minutes spent on the course: -1 mark  
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 Game UI 

 Screens 

 Title Screen 

 

 Options Screen 
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 “Game Over” Screen 

 

 Play Screen 

 
Left Hand: Item in the ninja’s left hand. An empty hand means there is nothing currently 
equipped. If “#” is present, that represents how many projectiles are available to throw. 
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Right Hand: Item in the ninja’s right hand. An empty hand means there is nothing 
currently equipped. If “#” is present, that represents how many projectiles are available to 
throw. 
Time Indicator: Time goes up until the end of the level. This is used to determine what 
rank medal the player will be awarded. 
 

 Inventory Screen 
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 Pause Screen 
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 Screen Flowchart 
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 Controls 
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 Platform 
1. Camera Mode: Side-scrolling, zooming camera. 
2. Movement: Left-and-right, up-and-down. 

 Stealth 
1. Camera Mode: ¾ overhead, rotating camera. 
2. Movement: 360° freedom. 

 Combat 
1. Camera Mode: Side-on, rotating camera. 
2. Movement: 360° freedom. 

 

 Weapons and Items 
 
Blowgun (Melee – Bludgeoning / Projectile – Piercing / Utility) 
 The blowgun is used primarily to silently deliver a poisoned dart. The hollow tube 
can also be used as a melee weapon, and also functions as a snorkel when infiltrating an 
area through the water. 
Climbing Claws (Melee – Slashing / Climbing) 
 These claws can help when climbing rough surfaces like tree trunks. They 
increase your climbing speed by one-third if both are worn; a single claw functions 
identically to the knife as a climbing aid. They double the wearer’s melee damage when 
worn, but do not increase melee range. 

Grappling Hook (Melee – Slashing / Thrown – Bludgeoning / Climbing / 
Distraction) 
 The hook (and the rope attached to it) makes it possible to climb sheer walls. 
While the hook is finding purchase, it makes a lot of noise. 

As a weapon, the hook is clumsy and takes a lot of time to recover. 
Knife (Melee – Piercing/Slashing / Thrown – Piercing / Climbing) 
 Simple yet effective, all ninja carry at least one knife. It is a versatile object, 
capable of both melee and ranged attacks and can function as a piton for climbing short 
distances. When used like this, the knife allows you to reach levels one-third higher than 
you can jump from a standing start. You can plant the knife higher if you attack a wall 
while jumping toward it. 
Nunchaku (Melee – Bludgeoning / Utility) 
 The nunchaku is a strong melee weapon, but awkward to use properly. You can 
attack with it in an unlimited combo if you keep the tapping rhythm going, whipping it 
back and forth. If the combo stops, you have to return it to a ready position before you 
can attack again. Its real strength lies in its ability to descend cables like a zip-line. 
Smoke Bomb (Thrown – Distraction) 
 The smoke bomb creates a cloud of light grey smoke. The smoke takes two 
seconds to reach maximum volume and disperses after five seconds, but obscures all lines 
of sight through it while it exists. 
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Throwing Stars (Thrown – Piercing / Distraction) 
 Stars are not very accurate; they are more useful to draw attention to where 
you’ve thrown them. A thrown star inflicts minimal damage and immediately alerts the 
target to your presence. If the star is thrown at a wall or object, a character nearby who 
can hear it will move to investigate. 

They can also be driven into the ground to act as caltrops. Anybody walking over 
a star used in this fashion takes damage and falls to the ground. For ten seconds, the 
injured character is occupied with removing the star and cursing inaudibly. The injured 
character will be walking slowly and unable to run afterward. 
Tokens 
 There are 100 tokens hidden across all ten levels. It will take mastery of a ninja’s 
skills to find them all. 
 
Weapon Types Melee / Ranged Damage Properties 
Blowgun B / P 2.5 / 5 Snorkel to breathe with 

when underwater 
Claws S 2.15 Increase climbing speed by 

1/3 when both worn 
Empty Hand (three-
hit combo) 

B 1 (1, 2, 4) Climb and manipulate 
environment 

Grappling Hook B / P 3 / 4 Scale sheer walls 
Knife P / S 2.5 / 7 Piton to increase climbing 

height by 1/3 
Nunchaku B 2.75 Turns cables into zip-lines 
Smoke Bomb X 0 / 6 Obscures line of sight for 

five seconds 
Star P 0 / 1 Thrown distraction; use as 

caltrop to hobble enemies 



17 
 

 Story 

 Setting 
The world of Boram’ith is diverse, playing host to dozens of cultures from 

barbarian orc tribes to pre-nuclear human civilizations. An otherwise normal-looking 
small town is the secret location of the Crimson Drake assassins. These ninja are 
mercenary: the masters find problems that other people have and offer their services for 
the right price. 

 Premise 
 The player takes the role of a ninja apprentice. You are almost finished your 
training in your clan’s arts of free-running, stealth and combat. Your teachers have set up 
a series of final tests to determine if you have truly learned what they teach. 

 Locations 
 Each set of tests has a distinct atmosphere. 

The first test in each set is a review test; it is relatively simple. The second test is 
more comprehensive, while the final is a challenge to complete it as close to the master’s 
best time as possible. The masters don’t expect their students to beat these times. 

 Movement Tests 
 The movement tests are bright and open. The primary color scheme is blue and 
green. The music is epic to enhance the experience of running at breakneck speed and 
bouncing off walls to rise ever higher. 

These tests are set up as obstacle courses. To show that he has learned from his 
teachers, the apprentice must climb, jump, and run to the end within the time limit. You 
must find tools or use them in certain ways to pass certain obstacles. Other ninjas are 
present to obstruct his progress either by directly attacking you or activating traps. 
 The first test is a race across a series of rooftops. It would be simple if all the 
buildings were the same height and distance apart. Instead, you have to climb up and 
down and jump across rooftops to reach the goal line. 
 The second test is in a construction site, starting at the bottom of a half-finished 
skyscraper. Your goal is to reach the top. On your way up, you must demonstrate your 
knowledge of wall jumping and the zip line, which you will have to use to cross to 
another tower to bypass some obstacles. 
 The final test is a combination of the previous two courses. The objective is to 
reach the end as fast as possible. Other ninja are present to inhibit your progress. 

 Stealth Tests 
The stealth tests are dark and constricted. The primary color scheme is gray and 

red. The music is tense to enhance the experience of inching forward in shadows, trying 
to be as silent as possible so the ever-alert guards won’t notice your presence. 

The obstacles in these tests are sight and sound. The object is to sneak through the 
shadows, make no sound, and find a specified item or “kill” a target. The levels in these 
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tests have distinct lighting schemes: bright lights casting stark shadows. Other ninjas take 
the role of guards and the target. Extra marks are awarded for not raising an alarm and for 
not being seen. 

The first test is to gain entry to a small house and take a silver pocket watch. 
The second test is to gain entry to a small mansion and “kill” a VIP target. 
The final test is to gain entry to a larger mansion and take vital intelligence. You 

can approach from either land or the river. You can enter by either front or back door on 
the ground floor or by a glass door on the second. 

 Combat Tests 
The combat tests have a moderate lighting scheme. The primary color scheme is 

brown and yellow. The music is frantic to enhance the experience of fighting multiple 
opponents at the same time. 

The master of this test proves that he’s a sadistic freak. He expects the apprentice 
to overcome increasingly numerous waves of opponents. 

 Characters 

 The Apprentice 
He wants to be just like Falcon, the legendary ninja. To that end, the apprentice 

pushes himself harder than any other student. He is a young man, bright-eyed and 
idealistic, who has yet to experience the crushing reality of his clan’s duties. 

 The Ninja Master 
The master is carefully appraising the apprentice’s progress. At the end of the 

game, after completing all nine missions, the master will personally administer the final 
test. 

The master is in his late forties. He has run these tests countless times, so he has 
precedent to fall back on when judging the apprentice’s progress. 

 Ninja Students 
 The clan calls upon its members to help test each other. In various guises, junior 
and senior clansmen populate each test course as opponents. 

 The Master of Movement 
This master is tall and fast. He administers the running tests. He is considered the 

fastest ninja on two legs. In his role as instructor, he likes to wear bright colors and 
presents himself as a friendly, fatherly figure. 

 The Master of Stealth 
This master is calm, rather nondescript, and says only enough to get his point 

across. He administers the stealth tests. His voice is flat, but he says more with gestures 
than he does with words. 
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 The Master of Arms 
This master is one of the deadliest men in the clan. He administers the combat 

tests. He is tall and wiry, with sharp features and several scars. When he lectures, he 
sounds almost like Gunnery Sergeant Hartman, delivering unnecessarily harsh criticism 
for the most inconsequential of mistakes. 

 “Falcon” 
He is called the Legendary Ninja. They say he is the man whom Death could not 

claim. He carries knives in each sleeve, boot sheaths, in his belt, and on his shoulders. 
Beyond knives, he also carries a grappling hook, smoke bombs, and throwing stars. His 
most distinctive feature is half of a “Brownstone Frown” (inverse Chelsea Grin) scar on 
the right side of his mouth. 

 The Plot 
The game begins with the apprentice sitting before the masters. The masters 

outline the final tests for his induction as a full member of the clan. He is given his choice 
of which order to complete the tests, with the provision that if he fails any of them, he 
will be apologizing to his ancestors. 

At the beginning of each test, the appropriate master outlines the course. He will 
also mention the presence of hidden tokens that you must find to get full marks. 

The game ends after completing all the tests if any grade is below B. If you have 
at least all Bs, the ninja master challenges you with the final test: a combination course 
where you must use all three of his skill sets to get into a fortress, evade the guards, and 
fight the master in hand-to-hand combat. 
 If you have earned an A on every test and defeated the master, then the legendary 
ninja Falcon will appear and challenge you to a test of his own. Unlike the other masters, 
Falcon will attack at seemingly random intervals during the test. When you reach the end, 
Falcon challenges you to a duel. 
 If you win, Falcon grudgingly congratulates him, telling you that you’ve earned 
your rank, but cautions you: because you have sworn to serve your clan absolutely, you 
will be ordered to do things that personally offend or even horrify you. You must balance 
your service to the clan with maintaining your own humanity. 
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 Appendix 1: Achievements 
 
Can He Swing From a Thread? (10): Make a grappling hook swing in mid-air. 
Free Runner (15): Complete all Movement missions. 
Graduate Ninja (5): Complete all missions with at least a “C” grade. 
Head of the Class (20): Complete all missions with “A” grades. 
One Man Army (15): Complete all Combat missions. 
Just a Shadow (15): Complete all Stealth missions. 
Legendary Ninja (40): Defeat Falcon. (This is a secret achievement). 
Observant (25): Collect all ninja tokens. 
True Ninja (30): Defeat the Ninja Master. 
Two-Fisted (5): Defeat two enemies at the same time with opposite hands. 
What was That? (10): Defeat an enemy when both of you are in a smoke cloud. 
You Were Never Here (10): Complete the final Stealth test without being heard. 
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Revision History 
1. 2008/10/14: Initial documentation. 
2. 2008/10/21: Better character descriptions moved to Characters appendix; added 

Achievements appendix; general reorganization of document. 
3. 2008/10/28: Redefined use case; redefined risks; defined weapons and items; 

added Game Mechanics section. 
4. 2008/11/03: Vastly expanded Game Mechanics section; added Blowgun weapon; 

expanded Weapons and Items section. 
5. 2008/11/17: Expanded Game UI with example game screens. 
6. 2008/11/25: Added Story section; moved Characters into Story. 
7. 2008/12/02: Changed Controls to a graphic; corrected Screen Flowchart; 

redistributed achievement points 50/50 between “Legendary Ninja” and “True 
Ninja”; changed “Head of the Class” to reflect grading instead of medaling; 
expanded descriptions for combat and stealth; expanded some weapon 
descriptions; expanded some stealth level descriptions. 

8. 2008/12/05: Described hit point and grading mechanics. 
9. 2008/12/08: Added more achievements; redistributed achievement points; moved 

grading levels to grading mechanics. 
10. 2009/08/17: Page numbers, exported to PDF. 
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