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Game Overview & Summary 

MegaNinjaPirateMice: Pirates vs. Ninjas is a Facebook game where the player play as a character from 
the MNPM series, while playing for either the Pirates or the Ninjas as they collect items, customize their 
ship or fortress, fight off enemies, and collaborate with their friends to become the most powerful 
character out there! 

 

The game begins by having the player select a MNPM character as their avatar. Players may then choose 
to fight for either the Pirates or the Ninja. Players may then recruit their friends to become part of their 
crew or squad, which enables the player to obtain more items and perform better in combat. 
Additionally, the players may customize their ship or fortress, allowing for better defenses and fire 
power during combat against the opposing faction. Some of the items within the game include 
fragments of MegaStones, which can be made into a MegaStone to further enhance the player’s 
experience.  
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Gameplay 

 

Characters 
 

Characters from the MNPM universe will allow for the player to create an identity for themselves 
through the use of an avatar, as well as giving additional bonuses. Certain missions will require the 
player to have a specific character active in order to complete the mission. Players may change their 
character freely, which can be done by clicking the avatar in-game. Depending on a player’s faction 
orientation, only a specific list of characters is available to choose from. Additionally, some characters 
must be unlocked from either completing missions, winning battles in PvP, or by obtaining a certain 
crew size. The characters that can be chosen from are as follows: 

 

MegaNinjaPirateMice Faction 

Surry (Unlocked) ……………………………………………………………………………………………………………………………… 

 Unlock Requirements: None 

Attack: +5 

Defense: +0 

 Bonus: Increases total Stamina (5 + (3 per level)). 

Ticktock (Unlocked) ……………………………………………………………………………………………………………………………… 

 Unlock Requirements: None 

 Attack: +3 

 Defense: +3 

 Bonus: Increases experience points gained (+2%) per mission completed. 

Migo (Unlocked) ……………………………………………………………………………………………………………………………… 

 Unlock Requirements: None 

 Attack: +1 

 Defense: +6 

 Bonus: Increases total Energy (4 + (2 per level)). 

Desiree (Locked) ……………………………………………………………………………………………………………………………… 

 Unlock Requirements: Defeat 20 players in battle (PvP). 

 Attack: +12 
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 Defense: +5 

 Bonus: Gain an additional 200 gold per hour and 2% gold reward from PvP victories. 

Selke (Locked) …………………………………………………………………………………………………………………………………. 

 Unlock Requirements: Complete 15 missions. 

 Attack: +2 

 Defense: +15 

Bonus: Reduce the restore timer on Energy, Health, and Stamina by 5%. 

Blue (Locked) ………………………………………………………………………………………………………………………………….. 

 Unlock Requirements: Complete 50 missions and defeat 100 players in battle (PvP). 

 Attack: +15 

 Defense: +12 

Bonus: Increase you and your crew members’ total Attack (+5). 

Marten (Locked) ……………………………………………………………………………………………………………………………… 

 Unlock Requirements: Complete 100 missions and have a crew size of 30. 

 Attack: +25 

 Defense: +25 

Bonus: For each PvP victory, your Faction gains 5 additional points. 

Captain Wisseech (Locked) ……………………………………………………………………………………………………………………………… 

Unlock Requirements: Complete 200 missions, defeat 200 players in battle (PvP), have a crew 
size of 50, and have a Faction Point total of over 9000. 

 Attack: +35 

 Defense: +30 

Bonus: For every 5000 Faction Points, you gain 1 additional item every 48 hours.  
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Phantom Cat Faction 

Kark (Unlocked) ……………………………………………………………………………………………………………………………… 

 Unlock Requirements: None 

Attack: +5 

Defense: +0 

 Bonus: Increases total Stamina (5 + (3 per level)). 

Samurai Cat (Unlocked) ………………………………………………………………………………………………………………………… 

 Unlock Requirements: None 

 Attack: +3 

 Defense: +3 

 Bonus: Increases total Energy (4 + (2 per level)). 

The Syle (Unlocked) ……………………………………………………………………………………………………………………………… 

 Unlock Requirements: None 

 Attack: +1 

 Defense: +6 

 Bonus: Increases experience points gained (+2%) per mission completed. 

Commodore Kark (Locked) …………………………………………………………………………………………………………………… 

 Unlock Requirements: Defeat 20 players in battle (PvP). 

 Attack: +12 

 Defense: +5 

 Bonus: Gain an additional 200 gold per hour and 2% gold reward from PvP victories. 

Dr. Nicola Mengele (Locked) …………………………………………………………………………………………………………………. 

 Unlock Requirements: Complete 15 missions. 

 Attack: +2 

 Defense: +15 

Bonus: Reduce the restore timer on Energy, Health, and Stamina by 5%. 
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Locker, the Bruiser (Locked) ………………………………………………………………………………………………………………….. 

 Unlock Requirements: Complete 50 missions and defeat 100 players in battle (PvP). 

 Attack: +15 

 Defense: +12 

Bonus: Increase you and your crew members’ total Attack (+5). 

Captain Daiymo (Locked) …………………………………………………………………………………………………………………… 

 Unlock Requirements: Complete 100 missions and have a crew size of 30. 

 Attack: +25 

 Defense: +25 

Bonus: For each PvP victory, your Faction gains 5 additional points. 

Phantom Cat (Locked) ……………………………………………………………………………………………………………………………… 

Unlock Requirements: Complete 200 missions, defeat 200 players in battle (PvP), have a crew 
size of 50, and have a Faction Point total of over 9000. 

 Attack: +35 

 Defense: +30 

Bonus: For every 5000 Faction Points, you gain 1 additional item every 48 hours.  

 

Resources & Stats 
 

The resources for the game allow the player to perform various tasks or purchase items. Energy, 
Stamina, and Health Points are resources that replenish over time. The amount of time increases as the 
player’s level increases. At level 1, a player’s replenish timer on all resources is 15 seconds, and starting 
at level 30, the replenish timer caps out at 5 minutes. The resources and stats are as follows: 

 

Gold (Resource) 

Gold is used for purchasing weapons & armor items, paying to restore health, or purchasing Ship 
& Fortress items. Gold is acquired by the player completing missions, defeating another player 
in PvP, a player’s Ship or Fortress bonus, and by Faction Achievements. The amount of gold a 
player can have is unlimited. 
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Energy (Resource) 

Energy is used for completing missions and maintaining their Ship or Fortress. A player can 
increase the total amount of energy they have upon leveling, and energy is slowly restored 
through the replenish timer. 

Health (Resource) 

Health is used to determine if a player is capable of continuing to partake in additional PvP 
events. If a player reaches 0 Health, the player can no longer challenge other players and must 
wait until they have recovered at least 5 Health. If a player defeats another player in battle and 
causes the opponent to reach 0 Health, the victor receives additional experience and gold. 
Health is regained through the replenish timer or by using gold to purchase a First-Aid kit. A 
player can increase the total amount of health they have upon leveling. 

Stamina (Resource) 

Stamina is used to determine if a player is capable of partaking in PvP events. Each time a player 
challenges an opponent, they must use 2 Stamina to do so. If a player lacks the required 
Stamina, the player cannot attack another player. The total amount of Stamina a player has can 
be increased by the player upon leveling. 

Crew Size (Resource) 

Crew Size is simply the friends list of the player. It is displayed at all time and can sometimes 
help aid in collecting a character or defeating an opponent in battle (PvP). There is no limit as to 
the size of the crew and players can invite Facebook friends at any time without restriction. 

Faction Points (Stat) 

Faction Points are points that are given to the entire Faction for each individual player 
completing missions, defeating players of the opposing faction in battle (PvP), or ranking up 
their Ship or Fortress. These points are displayed on the Home page as well as the PvP section 
and are used as a way to cause competition between the two factions, and are also used to 
reward players of the faction. These points are a global collective effort and a sense of faction 
progress to the players. 

Experience (Stat) 

Experience is used to determine how close a player is to achieving a new level. The total amount 
of experience needed to level is increased for each level. Experienced is gained by defeating 
other players in PvP, completing missions, and Ship or Fortress bonuses. Players cannot lose 
experience at any time. 

Attack (ATK) (Stat) 

Attack provides the player with damage that they can deal to an opposing player. Attack can be 
increased with either items or through leveling up. 
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Defense (DEF) (Stat) 

Defense provides the player with damage reduction that is used when facing an opposing 
player. Defense can be increased with either items or through leveling up. 

Level (Stat) 

The level of the player is used to help the player determine their progression in the game, as 
well as helping to determine the strength of the player. A player achieves a new level when a 
player has acquired enough experience points for the given level. Upon leveling up, a player is 
given 5 points to allocate to increase their Attack, Defense, Energy, Stamina, or Health. There is 
no maximum level a player can reach. Whenever a player reaches a new level, a post is 
requested to be put on the player’s Wall (Facebook). 

 

Missions 
 

Missions are events in the game where the player can exchange energy for gold, experience, items, and 
faction points. Certain missions can only be completed by being at least a specific level and/or having a 
specific character as the player’s active avatar. Missions are listed on a separate page of the game where 
player’s can navigate to and are sectioned out according to level and characters needed. The only main 
requirements to completing a mission are having the energy needed to complete it, as well as the level 
and character requirement. If a player meets all of these requirements and clicks to complete the 
missions, then they are awarded the stated rewards. On average, there should be about 2 or 3 missions 
per level (up to level 50). Some missions may be locked until the Faction Point total reaches a specific 
value. Once that value has been met, the mission is unlocked for the entire Faction. 

 

Player vs. Player (PvP) & Faction System 
 

Player vs. Player (PvP) and the Faction System are used as a way for the two opposing factions to face 
off against each other. Each time a player defeats an opponent in battle, they receive Faction points that 
are then added to the collective total of all the players in that faction. If a player loses a battle, then the 
Faction Points are subtracted from the faction total. A player defeats an opponent by having the player’s 
Attack check against the opponent’s Defense, and vice versa. At random intervals, a crew member may 
aid in the amount of damage dealt or received, which is modified by the crew size. The player who took 
the most damage loses, and collective total of the two checks is deducted from the loser’s Health pool. If 
a player does not have enough Stamina or Health to do combat, then they are unable to attack other 
players. If a player’s Health is 0, then that player cannot be attacked by other players. Each time a player 
engages in battle, 2 Stamina is deduced by the player who started the battle. Experience and Faction 
Points are awarded to the winner based on the amount of crew members the opponent had, as well as 
the level of the opponent.  

If a Faction’s collective point total reaches 1000 point intervals, then the entire faction receives a 
specialty item that the other faction cannot obtain. Similarly, the collective point total allows for players 
to unlock different missions, characters, or other items that can be purchased. Players are able to switch 
Factions, but if done as an individual, the player loses their crew members and cannot switch factions 
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again for 168 hours. However, switching Factions gives the player new items that could otherwise not be 
obtained when allied with the previous Faction. A player can invite another player to switch Factions. If 
a player switches Factions through the request of a friend, no penalty is dealt and both players are 
awarded additional items. Transitioning from one Faction to another is thematically aided by the Pirate 
King. 

 

Ship & Fortress - Property 
 

The Ship or Fortress is the equivalent of owning property. If the player is a part of the MegaNinjaPirate 
Faction, then that player is given a Ship, and if they are a part of the Phantom Cat Faction, then they 
receive a Fortress instead. Both function in the exact same way and are used as a way to give the player 
a sense of progression, as well as increase potential power boosts. Players receive items for their 
property through winning PvP battles, completing missions, inviting friends, sending or receiving gifts to 
friends, or purchasing items from the store. Certain items for a player’s property can only be collected 
via gifts, such as MegaStone Fragments. Items can be added to the property, which while largely 
cosmetic, if completed MegaStones are added, then the player receives boosts that aid in battle, 
leveling, or resource restoration, depending on which they own. Each item added to the property, 
depending on the value of the item, gives Faction Points over time to the collective Faction total. If a 
player switches Factions, all items are transferred over to the new property. 

 

Items, Gifts, & Store 
 

Items can be broken into three different categories: consumables, equipment, and property items.  

Consumable items are items such as a First Aid Kit, in which the player can use it to restore resources or 
temporarily boost themselves, and then are destroyed afterwards. These types of items can be 
purchased at the store or awarded at any point during the player experience.  

Equipment items are items that the player can obtain through missions, battles, switching Factions, 
gifts, or purchasing at the store. These items are strictly used to aid the player in PvP events, giving the 
player ATK / DEF bonuses, and potentially special benefits. Some of these items are only obtainable by 
paying actual money instead of in-game gold. 

Property items can only be obtained through gift giving and inviting friends. These items are largely 
cosmetic to enhance the magnificent structure to make the player’s friends jealous. In special cases, 
such as MegaStones, property items will give small benefits to the player during combat or missions. 
Property items are usually broken into pieces, such as MegaStone Fragments, which must be collected in 
order to create the full item. 

Gifts can only be given to people who are on the friends list of the player or have accepted a game invite 
from a player. Gifts can be given freely at no cost to either player, but a player can only give a gift if the 
receiving player returns the favor by giving a gift. However, there is no limitation as to the frequency of 
this process. Gifts are picked up at the store. 

The Store is where the player can go to purchase items either with real money or in-game gold. With the 
exception of specialty and gift items, any item can be purchased at the store. However, some items will 
be limited to be only bought with real money.  
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Navigation 

 

Home Page 
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The Home page is the first page the player will see when they enter into the game. News & Information 
is simply updates or sales that are taking place. If there are sales, and the player clicks it, the game takes 
them to the store. Gift Acceptance is a notification that the player has received a gift. Click this will take 
them to the store where the player can receive the item. Friends list displays all of the player’s friends / 
crew members. Click this will take you to the Crew page. 

If the player clicks the character picture, it will allow them to change the character. The “Home”, 
“Mission”, “PvP”, “Ship”, “Store”, and “Crew” tags are buttons that, when clicked, takes the player to 
the respective page. The resources indicated at the top are simply information. The Help links at the top 
are individual links. Help / FAQ / Forums all links to the game’s website, while Friends takes you to the 
Crew Page, and Stats takes you to the Mission Page. 

Mission Page 
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The Mission page has a similar set up (as do all the pages), but instead you have all of the current 
missions that are available, as well as the ones that the player has yet to acquire. If a player clicks on a 
Mission, assuming all conditions are met for the mission, the player will complete that mission. 

 

PvP Page 
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On the PvP page, there are 4 tabs: Single (Battle), Faction, Train, and Crew.  

The Single (Battle) tab will switch the current information with a list of available opponents that the 
player can battle against.  

The Faction tab shows what is shown in the wireframe. It shows the current Faction Point total and how 
many players are currently fighting for each side.  

The PvP Information shows the player’s win-loss record and other various statistics. The Friends List, 
when clicked, will take the player to the Crew page. 

The Train tab will change the page so that it goes into further explanation for the player as to how the 
PvP system works. 

The Crew tab will show all of the player’s current crew members that are online and if those members 
are potentially capable of aiding in combat. 

Property Page 
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The Property page shows the player’s Ship or Fortress in its current state. The “Ship Interface” is the 
visual representation of the property and all of items that it is equipped with. The Available Items 
section is a list of all of the property items the player has that is unequipped and can be placed on the 
property. The player simply needs to click and drag the item onto the property to equip it. The Buy Items 
button takes the player to the Store, and the Gifts button takes the player to the Crew page to send gifts 
to their friends. 

Store Page 
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The Store Page shows all of the items that the player can purchase. The “Items” section is a scrolling list 
of all of the items available. When a player clicks on an item, the “Information” section displays the stats 
of the item and how much it costs. If the item is labeled as a “Gift” then the player simply needs to click 
on the item to obtain it. Otherwise, once an item is selected, the “Payment” section displays how much 
gold or real money the item costs to purchase. 

 

Crew Page 
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The Crew page shows a list of all of the player’s friends. The Invite button allows the player to invite 
people to the game that are a part of their Facebook friend list. Gifts allow the player to send gifts to 
their friends or even friends that don’t play the game yet. The Switch Factions buttons allows the player 
to switch Factions and invite friends to join you. Publish allows the player to publish on their Facebook 
Wall a list of their friends that play and are a part of their crew. It also shows the collective Faction 
contribution of the crew. 

 

Art & Sound 

The art needed for the game has to embody the same style that the comic and animation bring to the 
story. In this regard, the character avatars have to have the same look as the comic does. In addition to 
the characters, the Ship and Fortress needs to feel a part of the world, and has the potential to be epic 
appearing. The items need to appear everything from low-end to extremely over-the-top looking with a 
wide variety of looks (provided it feels like a part of the universe). 

Each faction has to have a different look and feel to it. The MegaNinjaPirateMice theme needs to have a 
more Pirate feel to the overall theme of interface. The Phantom Cat on the other hand, needs to have a 
more Ninja and Samurai theme to it.  

Sounds also need to reflect the setting change. When in the Pirate Theme, the music should have a 
Pirate feel to it, while the Ninja and Samurai Theme needs to feel more Japanese. Sound effects should 
include guns and swords, as well as any additional sounds from the animation. 


