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“This city is a peint upoun@ map of fog...
Like us, it doesw't quiteexist.”
— Ambrose Bierce
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“Life is a fragile thing. One minute you're
chewin’ on a burger, the next minute you're
dead meat.” — Dumb & Dumber

elcome to the second edition of the Ninja

Burger Roleplaying Game, the world’s only RPG
featuring ninja who deliver fast food. At least, we
hope so. Really, one is plenty.

If you're reading this, chances are good that you're
familiar with Ninja Burger, but in case it's new to you,
don’t worry — aside from knowing what “ninja” and
“burger” mean, there’s little to learn. If you can picture
a ninja delivering a hamburger (never mind why, for
now), then you've got an idea of what this game is
about: fast-paced ninja action, a really ridiculous plot,
and a whole lot of fun for all concerned.

If you've played the original Ninja Burger RPG,
you'll find this new edition keeps to the spirit of the
first edition, offering a freewheeling, wacky way to
pass an hour or two between sessions of your regularly
scheduled game. In fact, if you can grasp th€ basic
concept (and you're running a quick one-shot game))
you can skip to Chapter 2 to create a ninja character.

For those of you looking for a bit more burger —
say, a triple cheeseburger with extra baconé read on,
because this new edition takes ninja fast food delivery
to a whole new level. Not only doeshit introduce a
completely new game engine — Atomie Soek Monkey
Press’s PDQ System — but it gives you the @pportunity
to go beyond “Beer and Prétzels’, if you chioose.
You can still play the gamé as a one=shot here and
there, but you can alsogdevelop characters that gain
honor, advance over time, andiaspire to greatness and
domination of the fast food industry.

Assuming they survive, of course’

Woar You Neee “Fo FuLav

To fully and completelizenjoy the Ninja Burger RPG,
you’ll need the following:

e This rulebook (duh)
e Two,(or more) 6-sided dice
e Two (or more) friends

e Sgmething to write on (paper, whiteboard,
chalkboard, the table, friends, etc.)

¢ Something to write with (pens, crayons, markers,
pencils, condiments, etc.)

e Optional: Ninja costumes, ninja masks, paper
shuriken, fast food, plastic swords

e Not Recommended: Real swords

If you already own other Ninja Burger material (and
we hope you do), you will find many opportunities to
incorporate it into your gaming sessions.

Here are some examples:

e Ninja Burger: The RPG (9th Level Gdines), and
supplements — Delivery maps, lists of weapons,
and enemies can be converted easily fof use
with the PDQ game engine. ©Other items(such as
House Rules, Ninjay)Magic, ete. ean be‘used too.

e Ninja Burger Card Game (Steve Jackson Games),
and Sumo-Size Me supplement —Delivery cards
can be used to zandomly, generate missions
for characters. €haracter ‘cards can be quickly
translated todreateyviable RPG characters. Item
cards can represent actual itemsin inventory, or
played to modify rolls.

e Ninja Burger Honorable Employee Handbook
(Gitadel Press) — Keep a copy or two around to
enhanece the atmosphere of silliness and act as a
prop.Threaten characters with Seppuku if they
don’t'adher@ to every rule. Use as a coaster.

¢ Ninja Burger T-shirts (Warehouse 23) — Tie around
yourshedd as a Ninja Mask (see Ninja Burger
Handbook or website for instructions). Or you
gan even wear it as (gasp) a T-shirt! Imagine that
— the mind positively boggles!

e Ninja Burger “My First Shuriken” Action
Playset — See product recall info on website.

SO,
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al




g

K Asour ROLEFLAYING AS A NINJA

A\ “Ninja? What the hell are ninja?”
— American Ninja 2: The Confrontation

Like many games, Roleplaying Games can involve
boards, cards, paper, dice, score sheets, plastic or metal
markers, etc. However, unlike most traditional games,
RPGs don’t necessarily require any of those things.
Instead, most of the action in an RPG takes place in the
imaginations of the players, as they take on the role of
a make-believe character, describing the actions that
character is performing in certain situations.

Because they focus on intangibles, Roleplaying
Games seem unnatural to some people, but in fact
they’re probably more natural than other games. In
fact, you've been doing it your whole life. You started
roleplaying when you were just a toddler, by “playing
pretend” or “make-believe,” making mud pies and
playing house. Then you got older, and moved on to
toy dolls or soldiers, and “Cops and Robbers” with
plastic guns. A bit older, and you threw away your
toys in favor of computer games — playing them,
might have pretended to be a Warrior, or a Race C
Driver, or a Plumber. And then in high school or college
maybe, just maybe, you got involved with real acting,
and got to be Hamlet, or King Lear, or Othello.

And in the midst of all that, chances are

your best impression of a flying
played hide-and-seek, and
you were invisible, hidd
are, you climbed a tree

of what a
someone

ike, and if you ask
they’ll probably be
vithout giving it much
hat everyone’s got a little bit
nja” means. Consider:

in’ Power Rangers
pizza-loving Teenage Mutant Ninja Turtles

e The katana-wielding hacker Hiro Protagonist in
Neal Stephenson’s novel Snow Crash

¢ The ninja who flip out and “wail on guitars” on
the Real Ultimate Power website
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Quite obviously, there’s a lot of difference between
such popular notions of the ninja, and all of them are
equally “true.” Which is to say, they’re not “true” at
all. Even the basic things that people agree on — that
“real” ninja were assassins who wore black costumes,
for example — are not wholly historically correct.

In actual point of fact, most “real” ninja
neither assassins nor spies, instead serving

and other foot soldiers di
inclination to deal with.
cruel demons with
cousins of the samu

of the time. That
theater, where

” the 0bv1ous costume to choose
tfit the stagehands wore. In
h more appropriate clothing.

orces, or wore clothing composed of
dark blue, dark green, or some other dark,
bric — totally black clothes actually stand
because night is not truly black.

e infamous weapons associated with the ninja
e shuriken, the caltrop or tetsubishi, and the ninja-
— are closer to the truth, but still carry with them
misconceptions as to their use. Shuriken, for example,
are generally not capable of killing an enemy in a
gle hit. Along with tetsubishi, they were more often
used as a painful distraction while a ninja fled capture.
The famous short-bladed ninja-to is mostly a modern
invention; while short-bladed swords might have been
used at times, “real” ninja would have used whatever
was at hand, favoring the higher-quality wakizashi and
katana when they were available, or using farming
implements or common tools when they were better
suited to the mission at hand.

The point in mentioning all this is to demonstrate
that no matter what ideas about ninja that your players
bring to the table - fictional, historical, or somewhere
in between — any and all such preconceptions are
equally valid (or invalid, as the case may be). There’s
plenty of room within the Ninja Burger world for broad
interpretation of the ninja concept, and the first thing
your group needs to do in order to enjoy this game is
to never say “a ninja would NEVER do THAT.” Ninja
Burger ninja can do whatever you imagine they might
do - the aura of mystery is a major part of what makes
them truly ninja.

INTROBUCTION




