
and backnuking instead?

Backstabbing is for sissies.
Wanna try some backzapping, backblasting



No Escape is the result of a desire to introduce console-type no-nonsense fun to the PC, and to com-
bine it with the possibilities of the Internet for delivering live competition and community. 

�Tore Blystad, producer and designer

�



ZAP, NUKE AND BLAST!

THE CONCEPT: You are a contender in the TV-show called �No Escape�. With all eight
players running around on small planets inside a space station, your mission is to steal
money markers from your competitors by blasting them with rockets, mines, zappers,
atomic bombs, electro bolts and what have you.  Once you're loaded with money, run
away and see how long you can avoid payback. Every second counts! It's like the game tag,
only...quite different.

THE PLANETS: They're so small you can run straight ahead and in less than 20 seconds end
up where you started. You see the curving of the horizon, you see the sky move, and you
can find your way back to the place where that *!@ opponent of yours ambushed you!
There are ghostly planets, industrial planets, ice planets, and -- well -- plain silly ones.

THE CHARACTERS: As a player you can pick from a total  of 8 cartoony, wild, over-the-top
characters: Lenny Leroi, Agent Massimo, Pei Ling, Hank Hardy, Barry 2000, Lt. Karen Kurtz,
Chuck McFlint, and that lovable dearie Bratney. 

TYPE OF GAME: Multiplayer Action Online Game
PLATFORM: PC with Internet connection.
MODES OF PLAY: Multiplayer (tag, deathmatch, countdown, capture the flag) across the
Internet - with global rating lists - and single-player offline game with bots.
LAUNCH: Autumn 2000
TARGET AUDIENCE: Males 13+
URL: www.noesc.com





No Escape has a heavier emphasis on

characters than most action games. The

characters all have clearly defined

personalities, and are main selling

points for the game, much like film stars

are for movies. They all have their own

intro sequence in the game. 

The idea is to give the players a pos-

sibility to attach to personal favorites,

and through them being able to express

a personality and an attitude in the

game. 



"To serve and protec
t" is her mis-

sion in life. And if
 extreme amounts

of force are what it
 takes, so be

it. 

As a pol
ice offi

cer in B
rooklyn 

you

do what 
you have

 to do t
o uphold

 the

law, and
 she lov

es every
 hour of

 it. 

She was attracted to the idea ofjoining the show because she"wants to show the world thatwomen can be successful in male-dominated business. Yeah!"



Fashion designer by day,
DJ by night. And when hecan spare the time, also asuper hero and break-
dancer. If confronted withthe question of why he
joined up for No Escape,
his merely replies "It's ahip thing to do". And all
dressed up in his super
hero outfit, he su-su-sureis ready to take on the
world. 



HHer maxim? "Chop first, ask later". A daytime aer-
obics instructor and nighttime ninja, Pei Ling has
been forced to enter the TV-show after her aerobics
instruction localities where shut down. She eats
sushi for breakfast, eastern philosophy for lunch
and opponents for dinner. "The way I see it, the
other people in this show are mere victims. My
victims", she declares. Judging from her cold stare,
we're tempted to believe her every word.



If you mix the genes of a leopard, a stallion and a fashion catalogue, this
is probably what you would get. Agent Massimo is all business. If long-
legged models and life in the fast lane is your definition of business, that
is. His occupation as a secret agent for the Italian government necessitates
for him to avoid publicity, but the only thing "low-profile" about him is his
super powered -- and definitely sleek and low-profiled -- muscle cars.



There's no room for niceties when you're

a contender in "No Escape", it's simply a

question of which end of the gun you

would like to find yourself; the nice side

or the other side. And "nice" isn't even

in the vocabulary of most of the con-

testants. Well. Maybe in Barry 2000's.

But as always, he got it wrong. He spells

it K-I-L-L. 

This little fellow is not of the commu-

nicative kind. He obviously has the nec-

essary aggressiveness for this game, as

he tried to bite the game show host in the

knee when asked about his credentials.

Mighty feat when you have no mouth.  



A rebel turned militant rock star

turned TV-show contestant, Brat

regards "No Escape" as an arena

for "getting out some aggres-

sion". She doesn't believe in dis-

crimination; it doesn't matter

whether you are black or white,

man or woman, young or old.

She hates you just the way you

are.



He's a not very lean -- but defi-
nitely mean -- fighting
machine. His only instinct is
survival, and that's one of the
better instincts to come by
when you make your outcome
as an alligator hunter in the
Everglades. He's to have left
the Navy Seals "because they
were a bunch of sissies", and
regards the show as a way to
get a vacation from danger.
"This is like a walk in the
park" he dryly comments. 



Granted, he is trigger-happy, but he also
has a lot to be trigger-happy about.
Preferring to let his six-shooters do the
talking, this very hireable gun has
reportedly joined the TV-show "just to
make some extra bucks". Rumour has it
that his stone-faced expression isn't
merely a gimmick; it's a necessity of life
after ten years of wearing the same
underwear. 



If the characters play the lead
roles, the weapons and gear are the
supporting cast. Each with an intri-
cate and easily recognizable visual
appearance, and each exemplifying
types of strategy and modes of play. 



To escape the limitations set by gravity, the show is
recorded above the atmosphere. The studio is a giant
space station, containing all the mini-planets. Luxurious space limos bring the contestants into orbit.



FEATURES NOT YET IMPLEMENTED

-Game modes: Regular team play, "Capture the flag", Classic
death matc h, "tag", and "countdown".

-Network: matchmaking , global rating lists, multiplayer opti-
mization

-Bots: adapt them to play new game modes, "personality"
(each character will beha ve differently), difficulty settings
tweaking, and tweaking in general.

-Menu system: will be beef ed up content-wise

-Single player mode: will resemble the m ultiplayer mode, only
with bots. We will probably have the player win against the
bots before advancing to the next planet, to give it a progres-
sion. Our focus has always been Multiplayer, and the single-
player is kind of an add-on.

-System requirements: The game will be optimiz ed so that it
can be played on a more suitable target machine (still unknown
exactly what specs, but it should be possible to g o quite low)

- Other screen resolutions: for high end computer s..

-Skins on characters: Each character should have at least 3 skins
(textures)

-Character animation: especially carry weapons anims, and
being hit by misc w eapons anims. The characters are also sup-
posed to have their own player-triggered "signature move"

-On-characters special effects from Items (double damag e,
shield, heat shield, invisibility..) (might be en vironment mapping
)

-Character Intros: 2 is complete, 2 is approximately 80% done,
and the final 4 is approximately 25% done.

-More levels (15-30): we have 14 levels today, of which 10 will
be readdressed and tweaked (not much work if left). They con-
sist of approximately 10 different graphics styles ("classic"
themes lik e catacombs, swamp, countryside, snow etc) and we
think this is enough styles f or the rest of the levels too, which
means that the r est of the level production should go quite
smooth. (It's usually coming up with the gr aphical style that
takes the most time)

-Animated w ater with r ipples etc. in-game.

-Weather effects: rain, snow etc . Hopefully with tracks in the
snow, including the impact this has on the g ameplay :)

-Impact ef fects on characters: being fried (turn black with onl y
the eyes left), electrocuted, only shoes left smoking on the
ground etc.

-Intro voice-overs: The game intro and the character intros will
have voice-overs.

-Voice-overs ingame: cheering and booing, info-voices telling
you what is happening (picking up stuff, being hit, ..) . Perhaps
also a running commentary .

-Character Voices ingame: the voices that's currently in the
game are temporary, done by people in-house. they are only
there for us to test the concept of having them talk a lot.

-Music: we will test the game with bac kground music, but the
feedback we're getting is usually that there is enough sound as
it is.

Feedback to player: the player will get a lot more feedback
visually about how he's doing in the g ame (position, energy,
ammo , current weapon)


