


Animal Descriptions

Aardvark Free d6 in one skill Quirk, minor: nocturnal

Alligator, Crocodile +1 Toughness, low-light 
vision, semi-aquatic

Pace 5, Outsider, -4 penalty to resist cold 
environment

Armadillo +1 Toughness, Burrowing Bad Eyes (Major), -4 to resist cold environment

Badger +1 Parry Bloodthirsty

Bat Keen Sense (+2 to 
hearing-based Notice 
rolls)

Bad Eyes (Minor)

Bear +1 Strength, +1 
Toughness 

-1 Agility, Cautious, Outside 

Beaver, Muskrat Free d6 in crafting skill 
and Swimming

Loyal, Phobia (minor) wolves

Birds +1 Agility -1 Toughness, Quirk (Minor): Believes their 
reflection is another person without a 6 Smarts 
check. 

Boar +1 Toughness, Keen 
Sense (+2 to smell-based
Notice rolls)

Bloodthirsty, Bad Eyes (minor)

Buffalo, Bull, Cow +1 Strength, +1 
Toughness 

-1 Smarts, -1 Agility

Camel +1 Toughness Stubborn, Mean

Cheetah Speed 1d6+2 Arrogant

Chicken +1 Parry Yellow

Chimpanzee, Gorilla,
Orangutan

+1 Fighting Bloodthirsty

Coyote Low-light vision, free d6 
in one skill

Cautious, Loyal

Deer, Elk Pace 8, +1 to Run rolls Cautious, Quirk: nocturnal

Dogs +1 Pace Loyal, Quirk (Minor): Believes their reflection is 
another person without a 6 Smarts check. 

Elephant +1 Toughness Pace 5

Fox Low-light vision Cautious

Frog Free d6 in Climbing and 
Swimming

-1 Toughness

Goat +1 Parry Stubborn, Mean

Guinea Pig, 
Hamster, Mouse, 
Rat

Free d6 in Climbing and 
Sneaking, Keen Sense (+2
to aural Notice rolls)

Swimming costs 2 points per step to raise during 
character creation, Phobia, mild: cats

Hippopotamus +1 Toughness Bloodthirsty



Horse +1 Toughness Phobia, mild: fire, cannot take Riding as a skill 

House cats +1 Awareness, +1 Agility,
+1 Climbing

-1 Toughness, Phobia (minor) Water, Cautious 
(minor). 

Lion, Puma, Bobcat, 
Lynx, Jaguar

+1 Fighting Arrogant

Marten, Mink, 
Weasel

Start with a d6 in one 
Attribute

Phobia, (major): foxes

Mole Free Novice Edge Bad Eyes (Major)

Monkey Free d6 in Climbing Curious

Moose +1 Parry Pace 5

Opossum Free Novice Edge Outsider, Quirk: nocturnal

Otter Free d6 in Swimming Curious

Pig Immune to poison, +1 
Toughness

Cautious, Curious

Porcupine +1 Parry Outsider, Pace 5

Rabbit Keen Sense (+2 to 
hearing-based Notice 
rolls)

Cautious

Raccoon Low-light vision Greedy

Rhinoceros +1 Fighting Bloodthirsty

Sheep

Skunk +1 Parry, free d6 in 
Climbing

-2 Charisma, Yellow

Squirrel Free d6 in Climbing and 
one other skill

-1 Strength, Cautious, Curious 

Tiger +1 Fighting Cautious, Outsider

Turkey +1 Agility Cannot fly, Ugly

Turtle +2 Armour Suits don't matter when drawing Initiative/-1 to 
Initiative

Wolf Low-light vision, free d6 
in one skill

Loyal, Phobia, (minor) Water

Wolverine +1 Vigour Bloodthirsty



Deliberate Experimentation

01-10 Adopted and raised as part of 
researcher's family. Still living in the home, loves
family and is loved in return. Subject has been 
treated as a human, encountered prejudice a 
few times.

Two branches of Knowledge, Filthy Rich

11-20 Raised as pet by researcher. Still living at 
home and fairly loyal to family. Slightly 
resentful, but wishes to find acceptance.

Trained instead of educated, but knows 
Mathematics and can read & write in one 
language, so cannot be Illiterate.

21-30 Raised as pet by researcher. Escaped and 
considered hostile, but not hunted with lethal 
force.
Roll on Wild Animal Education Table

Wanted (Major)

31-40 Brought up as experiment. Trained and 
educated with cruel experiments.

May take Missing Limb/Eye. If so, use points to 
increase Vigour.

41-50 Raised as caged animal for 
experimentation.
Roll on Wild Animal Education Table

Vow (Major)

51-60 Educated & trained as though the subject
were a normal human. Education is equal to that
of first-year college student. Has good 
relationships with humans.

Two branches of Knowledge, Filthy Rich

61-70 Rescued from organisation by a 
researcher. Raised whilst being continuously 
hunted by organisation.

Survival, Driving, Wanted (Major)

71-80 Highly-trained & educated specialist 
utilising subject's natural abilities, valued 
employee. Educated to equivalent level of 
Bachelor's Degree.

Common Knowledge, two other branches of 
Knowledge, Filthy Rich 

81-90 Highly-trained specialist utilising subject's
natural ability. Treated as slave and eventually 
fled.

Common Knowledge, two other branches of 
Knowledge, Wanted (Major)

91-00 Raised as assassin/warrior. Fled,  and 
developed distrust of all large organisations.

Knowledge (Military/Ninjitsu Lore), Fighting 
(Ninjitsu). Wanted (Major)

This game references the Savage Worlds game system, available from Pinnacle 
Entertainment Group at www.peginc.com. Savage Worlds and all associated logos and 
trademarks are copyrights of Pinnacle Entertainment Group. Used with permission. 
Pinnacle makes no representation or warranty as to the quality, viability, or suitability for 
purpose of this product.
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Wild Animal Education

01-20 Self-taught, self-reliant Illiterate, take Guts, Fighting, Survival as Skills, 
and pick one of the following as well: Healing, 
Lockpicking, Notice, Stealth

21-40 Lived on fringes of society, has 
rudimentary education and small number of 
human contacts/friends. Distrusts the rest of 
humanity.

Stealth and Fighting

41- 90 Adopted by mentor, who teaches them 
special techniques (usually Ninjitsu, but other 
forms of techniques. Subject believes all 
creatures are individuals; no one example can 
speak for the majority, and everybody deserves 
a chance to earn your trust.

Stealth, Fighting (Ninjitsu)*, Knowledge (Ninjitsu
Lore)*

*Specific school of Fighting style/branch of 
Knowledge is down to GM discretion

91-00 Goes public, is educated at university for 
four years. Trusts humanity in general.

Three Branches of Knowledge, Poor

Player's Guide
I'm going to assume you know something about roleplaying, so let's skip the “It's like 
playing Pretend, only with dice!” guff you normally read in every rpg book ever.

Okay, so I've given you a bunch of tables. Big hairy deal. You'll still need to know how to 
use them when statting up PCs for a game, if you want to run/play in a game.

What you'll need
• Savage Worlds Deluxe (Regular or Explorer's, it doesn't matter – the only difference 

is page size)
• Poker set (I'd recommend a travel set if you've got to lug that thing around) and 

dice – at least one of those d4-d20 sets will be good
• Teenage Mutant Ninja Turtles & Other Strangeness (getting a copy won't be too 

difficult – pretty much every tabletop gaming store has one second-hand copy)

Pretty straightforward, right? You just stat up your PC's Traits, then roll their animal and 
background (or the other way around, like my playtesters did) and add Skills, Edges and 
Hindrances (I don't give the ones in my tables above as “free”, but you can if you really 
want – hell, I'm not your mother).

Then you figure out how you want to spend your BIO-E, maybe get some Psionics; I'd 
recommend you leave Savage Worlds' Powers and Arcane Backgrounds off the table for 
PCs – that stuff will make combat a cakewalk.

After all that, decide what equipment you want (for added hilarity, use the equipment lists 
from Pinnacle and Palladium! Who doesn't want to have a chainsaw and a 35mm camera?)



GM's Guide
Again, you probably know what GMing involves, so let's skip the basics and get down to 
the important stuff: how do you run this?

Setting and tone
You can of course make up your own unique setting by yourself or your group, or you can 
take an existing setting from the various TMNT series which matches the feeling you want 
to convey in your game.

Totally Serious
• The 1990 movie was unquestionably the most realistic depiction of the franchise; 

corruption, street crime, rifts between families, and only a smattering of the fantastic
in the overall story.

• TMNT v4, in spite of the premise (aliens live alongside humanity, leading to mutants
becoming more accepted... provided they pretend to be aliens) was more focused 
on gonzo soap opera plots and how the world had moved on for everyone. 
Personally speaking, I'd jettison the soap opera bullshit and use the setting itself, 
perhaps using it as a “XX Years Later” follow-up campaign.

Turtally Radical
• The 1987 cartoon, for better or worse, is the one iteration most people associate 

with the Turtles. The downright bizarre characters and oh-so-very-80's 
characterisations made it fun, in a very silly way. 

• The Next Mutation, in spite of its ropey effects and downright stupid retcons, had 
some interesting NPCs you could steal... except Wick. Seriously, fuck that guy.

Perfectly Balanced
• The original comic book from Mirage crossed every genre that the 80's loved; crime,

fantasy, space opera, superheroes, they were all fodder for Eastman & Laird's 
imaginations. The Turtles could be fighting alien mercenaries one issue, and solving 
the mystery of a stolen cow statue the next, all with a strong cast of heroes and 
villains alike.

• The current TMNT comic from IDW is a seamless merging of the character-driven 
plots of the original Mirage run with the nuttier elements of the '87 cartoon. 
Seriously, they made Bebop & Rocksteady intimidating – that's how good the 
writing is!

As you can see, there are more than a few ideas for you to use. Just to be nice, I'll give you 
a quick look at the setting I've been using for the playtest of this conversion I've been 
running, and some of the more memorable PCs and factions.

New Rugby

One of the less well-known cities in New York State, New Rugby is nevertheless one of the more colourful cities in The 
Empire State, with the charms of its Little Italy (the food at Buonarotti's is to die for!) and the Talbot-Lawson Museum & 
Art Gallery always has at least one fascinating exhibit for the public to see, for a reasonable charge.

Farley's Guide to New York State, available at all good bookshops

Mayor Parsons



Lemuel Parsons has been a mayor of some notoriety; corruption allegations have dogged 
his term in office, though nothing's ever been proven. However, old sins cast long 
shadows, at least according to his political rival Dan Marrs. That could mean trouble, given 
that it's an election year (no matter what year you set your game, it'll always be an election
year for Parsons).

Captain Trash
The local shock jock of KNRU, New Rugby's most popular radio station (the popularity is 
almost entirely due to the Captain; ratings have been known to quadruple when he's on 
the air). He's rude, crude, and he has damn good taste in music, although some of the 
unsigned acts he plays are unsigned for a reason (he keeps pushing The Flying Pukes as 
the Next Big Thing, but their songs seem to lack the usual “très Trash flair” that 
“Trashionados” tune in for).

Designer's Note: Trash can be useful for informing PCs of the murkier goings-on in New 
Rugby – Trash has insider sources that give him the dirt (officials have considering leaning 
on him, but they know he'd relish the publicity that would bring). Have fun with his patter 
and the titles of the songs he plays... I make him sound like the announcer on Crazy Taxi, 
but that's just me.

Capri D Fruticappo
The Mafia's never cared too much about New Rugby... but that could be about to change 
with it's new boss, Caprice Diodata Frutticapo. She is ruthless (she's had people killed just 
for laughing at her middle name, which originally belonged to her mother's second-
cousin) and firmly believes in Charlotte Whitton's maxim that “Whatever women do they 
must do twice as well as men to be thought half as good. Luckily, this is not difficult.“, and 
her main concern is not expanding The Family's control, but controlling her wayward son, 
John (her own mother wanted him to be named Diocleziano, after Caprice's great-uncle, 
but Caprice pointed out that John was a good Christian name).

The Blood Daggers
A bunch of street punks that are only slightly less stupid than their name, they're strictly 
small-time hoods with a penchant for picking on people who can't really fight back. They 
haven't interfered with anybody bigger than them... yet.

Why I did this

So... why bother? Why spend almost a year of my life (not a full year, I'm happy to say...) 
trying to convert a RPG sourcebook that nobody particularly remembers, from a system 
that you can't actually convert without getting a Cease & Desist from Kevin Siembieda if 
you put a download link on a website, even though they haven't done anything with the 
license for almost 25 years?

Well, there are a number of answers. Firstly, I love the Teenage Mutant Ninja Turtles, ever 
since I was little. Like most of you, I grew up on the wacky old cartoon (known as Teenage 
Mutant Hero Turtles over here in the UK, thanks to the anti-ninja lobbyists) and I guess I've
never stopped being in love with the concepts and characters of heroes in a half-shell.



Secondly, I'd heard from certain elegan/tg/entlemen that Teenage Mutant Ninja Turtles & 
Other Strangeness had a great character generation system with the BIO-E Points, but the 
Megaversal System itself was a bloated mess that needed a special kind of roleplayer to 
fully enjoy the concept of taking Body Building as a skill. You could always bolt it onto a 
better system, they said... but nobody seemed to want to do it. I figured I might as well 
give it a go, just to see if it could be done.

Thirdly -  and this is the most important – I love the ideas that were presented in the 
original Palladium TMNT books; they got the license some time around TMNT v1 #7. 
Granted, there was a gap of less than two years between those issues, but it was apparent 
that the folks at Palladium loved everything about the comic (if you ever get your hands on
the excellent anthology title Shell Shock, it has a rather touching dedication to Siembieda 
in it). And as gonzo as Erik Wujcik got, you have to admire the man whose idea of a good 
“introductory” adventure to a RPG is having schoolkids taken hostage by mutant pigs.

I honestly relish the thought of having my playtesters go see 666 live in concert, and take a
road trip with Bert McClusky. They say it's better to seek forgiveness than to ask 
permission. I really hope that's true.

Example NPCs
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