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Before you read this book

Every single day of the year, hundreds – maybe even thousands – of videogames are released worldwide in traditional shops and online digital distribution for consoles, computers, smartphones and tablets. There are more games available than you will ever be able to play, but at least you can choose a few of them to enjoy as you please. What if we told you that there are games you will never get to play, even if you wanted to?

Taking in consideration AAA and indie projects, released games are probably only 10% (or less!) of those that were in development or pitched. The remaining 90% are in fact cancelled, lost and forgotten. This is a great loss in gaming history, but we can still do something. Maybe we will never get to play these unreleased videogames, but at least we can preserve their memory and keep dreaming about what they could have been. Unseen64 is an online archive with articles, screenshots and videos to remember the cancelled, beta and unseen videogames. Every change and cut creates a different gaming experience: we would like to save some memories from lost videogames for curiosity, historic and artistic preservation. We would like this book to be a physical recollection of some of the most interesting games that we’ll never get to play and a way to raise awareness about all the playful memories that videogame history could lose forever.

Before continuing to read this book, please keep in mind that:

- The lost games featured in this book are just a small sample of all the titles we will never play. It would be impossible to list them all in just one book.

- We are a collective of gamers from all around the world.

- Most articles in this book are written by Italians and people from other non-English countries. Each article was proofread by English native speakers, but there could still be typos and random engrish.

- Most of us are not professional journalists, but we are extremely passionate about this topic and have put a lot of effort and energy into this book.

- Many lost games were planned for multiple consoles and computers. On our online archive, they are organized in multiple categories. This is just a static book and we decided to organize these games by console as it seems to be the best way to try to give them some sort of order.

- Cancelled games are a deep, complex topic to explore. It’s not easy to recover information and memories about them. For many of these lost games, especially the oldest ones for 8 & 16 bit consoles, there is not much info available: only a few words can be said about them. This shows how ephemeral games can be and how easy it is to lose every single detail about a project that was once in development.

- There are many different contributors and sources for the information used by authors published in this book: a few of them wanted to remain anonymous considering the sensitive information provided.

- We had to use watermarked screenshots when there were no better ones available. Unfortunately original screenshots from lost games are also missing.

- We wrote this book in our free-time.


- We don’t have much free-time.

- We did the best we can with our limited free-time.

- This book was made with love and sleep deprivation.

We hope you enjoy this book… thank you for your support!





Copyright, Fair Use and Good Faith

The images reproduced in this book are printed under the banner of Fair Use as supplemental visuals to support critical and historical writing. All images contained herein are copyright of their respective rights holder. This book is not affiliated with any video game developers or publishers in any official capacity.

Unseen64 is an independent, nonprofit archive for unfinished games that were never released, lost in a limbo that could erase many important pieces of gaming history. While there are many books about released videogames and their culture, there are not enough volumes dedicated to all the other games that were lost and risk to be forgotten forever.

We are a collective of gamers from all around the world, and many authors and editors have contributed to realize this book. We have read, checked and reviewed all articles before adding them to this volume, but we are not omniscient: there could still be some errors and misunderstanding in the info gathered to create this book of things that could have been.

We have to assume that those who wrote these articles did proper, legitimate, correct and complete researches, to find out as much as possible to remember these unfinished projects, with sincere and honest intentions. Therefore all articles are published in Good Faith (as the latins said “bona fides”) and fair use: if you find any errors or issues regarding some of the content we preserved in this volume, please let us know by emailing us at info@unseen64.net

Gaming Philology is the study of games and their history. It includes elements of gaming criticism, trying to reconstruct developers’ original concepts and to preserve some memories of lost games based on interviews, contributions from game creators, historical archives, beta versions, prototypes and early media released.









Xbox 360, PS3 Games You Will Never Play

Article by: Jade Avis, Luca Taborelli (monokoma)

Microsoft’s second console - the Xbox 360 – was released in November 2005 worldwide, as the first entry in the 7th generation of consoles. Just as Sega did with the Dreamcast, Microsoft wanted to beat everyone on time, to gain some good margin and to sell more units before the launch of competitors’ hardware. Taking advance of popular franchises and genres loved by the American market, games as Call of Duty 2, Amped 3, Perfect Dark Zero, Project Gotham Racing 3 and Quake 4 were all available on 360’s launch, making it a great start for the console.

In the following year Microsoft unleashed a huge list of successful titles to prepare their impact against Sony’s PS3: The Elder Scrolls IV: Oblivion, Prey, Ghost Recon: Advanced Warfighter, Splinter Cell: Double Agent, Dead Rising, Lost Planet, Just Cause, Rainbow Six: Vegas, Gears of War, FEAR, Viva Pinata, Saints Row and many more. The PlayStation 3 was released by Sony on November 2006 for Japan and America while it was released in March 2007 for Europe.

As expected due to the success of Sony’s previous consoles, it was not surprising that the Playstation 3 became such as triumph. In the following months PS3 owners could play with titles as Genji: Days of the Blade, Resistance: Fall of Man, Ridge Racer 7, Call of Duty 3, Madden NFL 07, Enchanted Arms, MotorStorm, Ninja Gaiden Sigma, Warhawk, Tekken 5 and Virtua Fighter 5.

The PlayStation 3 included a Blu-Ray Disc reader, making it a good option for people that wanted to upgrade their film collection to Blu-Ray, similar to what Sony offered with the PS2 and DVD. Playstation 3 and Xbox 360 included their own online networks that allowed gamers to play online, download digital games and have access to early demos. PSN and Xbox Live became a successful way for small indie developers to sell their games to console owners, making possible for such titles as N+ (2008), Braid (2008), World of Goo (2008), Super Meat Boy (2010), LIMBO (2010), Castle Crashers (2010), Trials HD (2010), VVVVVV (2010), Bastion (2011), Journey (2012), Mark of the Ninja (2012) and Fez (2012) to became popular classics.

Because of the huge success of the Wii, this generation was marked with the “motion controls fad” and even Sony and Microsoft jumped in with their Sixaxis, Playstation Move and Xbox Kinect, to let kids and families to waggle randomly in front of their TVs. Players could steer the controllers or their whole body in various directions and it would translate into a game, as it has been done in Heavenly Sword (2007), Flower (2009), Dance Central (2010), Kinect Adventures! (2010), Fable: The Journey (2012), Kinect Sports (2010) and Kinect Star Wars (2012). Fortunately there were also a lot of great traditional games released for both consoles, with such popular hits as BioShock (2007), Ratchet & Clank (2007), Halo 3 (2007), Assassin's Creed (2007), Mass Effect (2007), Fable II (2008), Fallout 3 (2008), Banjo-Kazooie: Nuts & Bolts (2008), Resident Evil 5 (2009), Metal Gear Solid 4 (2008), LittleBigPlanet (2008), Devil May Cry 4 (2008), Call of Duty: Modern Warfare 2 (2009), Uncharted 2: Among Thieves (2009), Killzone 2 (2009), Final Fantasy XIII (2009), Call of Duty: Black Ops (2010), God of War III (2010), Gran Turismo 5 (2010), Heavy Rain (2010), Red Dead Redemption (2010), Batman: Arkham City (2011), Halo 4 (2012), Grand Theft Auto V (2013) and The Last of Us (2013).

In the end, there were around 1,000 games released on the PS3 and the console has shipped about 80 million units as of November 2013. The PS3 was discontinued on September 2015, after the release of the PlayStation 4 in November 2013. More than 1.100 games were made for the Xbox 360 and the console shipped 84 million units worldwide before to be discontinued in April 2016, to make space for the Xbox One, also released in November 2013. We could say that apart from the unexpected mass-market success of the Wii, the 7th generation of consoles was another great competition finished almost on par, with a slightly better performance of the Xbox 360, thanks to its early release and better sales in Europe and America because of its focus on FPS and online multiplayer.

Being a generation of consoles available on the market during the American and European financial crisis of 2008 / 2009, it’s no surprise that there is a huge number of canceled Xbox 360 / Playstation 3 videogames. Gaming studios had to hire more and more employee to develop titles with complex 3D engines and detailed graphic, teams grown bigger, more time was needed to finish a project and development cost raised: even if they were able to release a game it had to sell millions of copies just to earn back what was invested. Creating videogames was a risky business, even more than before, and to cancel projects became a standard procedure to limit expenses and try to survive.

Many companies fell into millions of debts and went bankrupt, lots of interesting games vanished with their closure, publishers switched resources to proven popular IPs and cheap casual games. Ambitious and original projects were seen as problematic and easy to fail due to an unstable market. We would probably need an entire book just to list all the interesting lost games planned for Xbox 360 and Playstation 3, but in the following pages we’ll share some of the most iconic and fascinating ones that should not be forgotten.


Aliens RPG: Crucible


Article by: Philip Dempsey


Aliens: Crucible, sometimes known as Aliens RPG, is a cancelled game that was being developed by Obsidian Entertainment for the PS3 and Xbox 360. Obsidian Entertainment was founded by former members of Black Isle Studios (developers of the Fallout franchise and the much acclaimed Planescape: Torment) after the company shut its doors in 2003. Obsidian's early projects were sequels to Bioware RPGs: Knights of the Old Republic and Neverwinter Nights. Obsidian was approached by Sega in 2006 to make a game to fit into the Aliens Franchise.
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Obsidian wanted to take the game in a different direction than the usual Alien adaption: "The problem with making successful horror games with the Aliens franchise is that the Aliens have been revealed... a lot. There is no mystery with them anymore. After 4 movies, countless comics and novels, countless video games – where the Alien and Alien variants have been killed multiple times, you have to tread new ground if you want to do something original. The horror with the Aliens no longer lies in the unknown, so we were going for the environment." Instead of taking on the role of a trained marine, an early build of the game would see the player take control of a junior officer on a cargo ship, the only supply link to a planet constantly affected by electrical storms, earthquakes and other natural phenomena on a daily basis.

The Weyland-Yutani Corporation, seeing potential in the planet and its resources, starts a terraforming campaign to make the planet more habitable. However, during the operation, contact with the colonists is lost and the player's ship is asked to investigate. The game was designed to be a third person action RPG similar to Knights of the Old Republic or Obsidian's later project Alpha Protocol. Combat would be in real time with the player being able to select party members in real time to deal with problems.

[image: aliensrpg2]


A major focus would be on finding and teaming up with crew members and colonists scattered around the game world. Each new party member would come with new equipment and abilities to help with exploration and combat. However, danger was everywhere and is something that would be constantly looming over the player's head. "This was a game of limited resources and perma-death. If a party member got face-hugged, your choices were to mercy kill them, put them in a sleeper and wake them sparingly if you need them, or let them pop – but the bottom line was that once they got impregnated they had an expiration date."

The Xenomorphs would be a constant threat to the party. Along with the more familiar forms that fans would recognize, Obsidian planned on using new forms based on the local wildlife of the planet. "The first thing Josh and the concept artists did was to create the lifeforms the xenos would impregnate first. We also used some insect themes for the various xeno roles, from drones and scouts, to soldiers and queens.

As covered in countless comics, novels, and films, the xenos take traits from their host, the idea being it would better enable them to survive in a dangerous habitat." Footage from an animator's show reel reveals that an alien queen was planned for the game, possibly as a boss battle. The same video shows some of the different forms the Xenomorphs could have taken. Development of the game continued until 2009 when Sega canceled the project.
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According to an interview with Obsidian CEO Feargus Urquhart from Kotaku, the cancellation came as a shock: "So what happened? Urquhart said they had a fantastic prototype - "The best vertical slice [Sega] had ever received" - but they couldn't quite turn it into a good enough game. One Friday night in February of 2009, they sent a build of the game to Sega's producers. On Monday morning, they got a call saying that the Aliens RPG was cancelled. Sega didn't even look at the prototype they'd sent." One good thing that came out of the project was the development of the Onyx engine.

Sega had paid Obsidian to develop their own tech for the game and with the cancellation of the project, they were free to use the engine in their future projects Dungeon Siege 3 and South Park: The Stick of Truth. In March 2015, Obsidian released Pillars of Eternity, a spiritual successor to Planescape: Torment funded through a hugely successful Kickstarter campaign that reached its target goal in 27 hours.
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Animal Wars

Article by: Liam Robertson (Tamaki)


Animal Wars was a tactical RPG for the Playstation 3 that was in development at Factor 5, Inc. (mostly known for such games as Turrican and the Star Wars: Rogue Squadron trilogy) between 2004 and 2006 with Sony Computer Entertainment on board as its publisher. It was planned for release some time after Lair, which launched in August 2007. According to one former employee, work commenced on the title in 2004, roughly around the time that pre-production on Lair began. It came about as a result of the multi-game contract Factor 5 signed with Sony to produce a number of games exclusive to their platforms.
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Until the deal expired, the company was set to have every project of theirs fully funded by the publisher, pending their approval. Every title worked on during this partnership was slated for release on the PS3 alone, and Animal Wars was one of them. Whereas Lair exhausted a great deal of the developer’s resources from beginning to end, Animal Wars was a considerably smaller project, ongoing in the background for a number of years. Its team was comprised of no more than 4 workers total: 2 designers, 1 dedicated artist and a single programmer. The game was so low on Factor 5’s list of priorities that every developer assigned to it was at some point repositioned to work on Lair and/or other proposed titles.

Animal Wars was set in an alternate WWI universe with anthropomorphic animal characters, as one developer recalled. The assassination of the Archduke Birdinand (a parody of the historical figure Archduke Franz Ferdinand) in the game’s opening served as the catalyst for the great war its campaign would have centered on. The event would have ignited a global conflict between various nations of animals (e.g., felines, bears, and foxes). Its developers were hoping to build a unique story-driven experience out of Animal Wars. They had envisioned a rich world with great attention to detail and even went about creating propaganda posters and vintage-style newspaper covers for inspiration.

The enemy faction consisted of a coalition between Boarmandy (boars), The Black Paw (a rogue cat organization responsible for Birdinand’s murder), bear soldiers, and the main villains, an army of wolves lead by the evil Isegrimm. An explosive introductory level was set to portray a savage air raid on a city inspired by London as perpetrated by boars in Big Bertha attack blimps. Players would have then found themselves following the exploits of a canine in an aviator jacket, the planned protagonist, although other playable characters were being explored as well.
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Among the various mission types mulled over during pre-production was one that would have flipped the scale of battle on its head and seen the player taking up the role of a mouse. From this perspective, regular soldiers would appear as humongous titans by comparison as the mice performed daring espionage operations. Ultimately, this ambitious stage idea never got as far as being prototyped.

One source likened its gameplay, of which very little was completed, to that of Valkyria Chronicles. It was intended to be a strategy RPG with a turn-based battle system and a unique oil-painted art style. The graphics were like those of Valiant Hearts but in 3D according to a former Factor 5 developer. Its concept of anthropomorphic warfare was deceptively innocent on the surface. Early sketches, for instance, depicted a number of particularly violent scenes, including a dog soldier posed atop a decapitated pig. Its artistic direction leaned dark in this respect, though it had yet to be determined how explicit the final product would be. In what was said to have been a large contributing factor towards Sony’s willingness to fund it, the title was leveraging the work Factor 5’s staff had previously done on the Star Wars: Rogue Squadron games. It called upon their experience molding that game’s blend of ground and air vehicular combat, which the publisher was very keen to capitalize on. Boats and amphibious tanks would have featured, too.

As explained by one of our sources, a central part of its concept was that each of the vehicles would have, in some form, attributes associated with different animals integrated into their design and functionality: “For example, I worked on making a jeep that would always land upright no matter how crazy you drove it (cat landing on all fours).” Why did Sony pull the plug on Factor 5’s pet project? Among the few that contributed to Animal Wars throughout its lifespan, the enthusiasm for it was in abundance. One ex-member of Factor 5 even took to NeoGAF some years later to exclaim: “It was fucking amazing looking and was way better than Lair so it made all of us sad it got cancelled.”
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One of our sources echoed these sentiments, saying that its apparent independence from Factor 5’s higher-ups was much to its benefit: “I was more excited about Animal Wars than Lair because it was a smaller team and upper management left it alone (upper management interference greatly contributed to Lair’s failure).” Despite this, none of the internal excitement for the project could ultimately prevent its demise, as the relationship between Sony and Factor 5 began to sour. In the beginning, the deal between them was forged primarily so that the San Rafael studio could reinforce the PS3’s launch line-up with an original IP, which would later turn out to be Lair.

Any other projects they got behind, Animal Wars included, were largely a show of good faith on Sony’s behalf. Crucially, Lair was first scheduled to be available for the PS3 within its first few months on the North American market in Fall 2006. However, its development encountered many hurdles, chief among which were the higher-ups demanding the addition of motion controls and the team simply struggling to come to grips with the console’s then-perplexing development environment. Factor 5 was already a company of limited resources, but Lair’s troubled lifecycle lead to a number of departures mid-development. This left them unable to fulfill their end of the contract, and they thus requested that the game be delayed into 2007.

The publisher’s response was less than understanding. They promptly cut off all funding for Animal Wars and redistributed any monetary assets designated for it into Lair. The developers were not willing or able to self-finance the remainder of the project, resulting in its subsequent cancellation. The move also put an end to a number of other propositions, including a shoot-em-up called Virus and a 3D reboot of Turrican. One developer we spoke with detailed how the game had reached the prototyping phase when it was shelved but never left pre-production: “At the time, we had a working biplane, tank, jeep and 3rd person character working. We had a vertical slice of a damaged town that the lead character (a greyhound in WWI aviator outfit) and the tank was able to run around. We also had a pretty massive terrain for the biplane to fly around (similar in size to what ended up in Lair).”
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The former employee admitted that the prototype build suffered visibility issues, which they had not yet been able to resolve when development came to a close. These were caused by the dark color palette employed by both its character models and environments, which would blend together unintentionally. Animal Wars was never officially announced, and its prototype materials were locked away by the management of Factor 5 during the company’s closure in late 2008 / early 2009. During that time, the team was also working on a few new pitches for the Wii (such as a new Kid Icarus) and a Superman game for Brash Entertainment, but Nintendo did not like those pitches and Brash ceased all operations due to financial troubles.

The loss of support from both Sony and Nintendo, along with the cancellation of their Superman project, was too much to handle, and Factor 5 had no more money to pay its employees. Lair was the last game released by F5, and because of all the problems during its development, the title was a critical and commercial failure, a sad end for a team that created some classic shooters that are still loved by many gamers.
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Banjo Karting (The Fast and the Furriest)

Article by: Brandon Funai, Luca Taborelli (monokoma)


Banjo-Karting also known as “Banjo Kazoomie” and “The Fast and the Furriest”, was Rare's second failed attempt at a Banjo-Kazooie kart racer. While a first racing game prototype titled Banjo-Kazoomie was already worked on for a couple of weeks on the original Xbox, Banjo Karting was in development on the Xbox 360 a few years later.

It’s interesting to notice that the name “The Fast and the Furriest” was also a “reused” name as originally it was a title for an early Live Vision Camera party game, in development when Rare were still researching new motion-control methods before the Kinect was finalized. Rather than focusing only on Banjo characters, this time the team reached out to all of Rare’s popular stars as Joanna Dark, Rash, Vela and Sabreman. Each character would have had their own vehicle with a peculiar style, and players would have been able to customize even further their car, choosing between a series of interchangeable preset parts (as the engine and wheels), somehow similar to the latest entries in the Mario Kart series.
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In Banjo-Karting we would also been able to use the Magic Wrench already seen in Nuts and Bolts (used to build vehicles) but this time available during races, which would have allowed to manipulate the environment (for example by destroying or building a bridge) and to pick apart opponents vehicles, to steal their parts. Another interesting feature planned for Banjo Karting would have been the ability to “morph” the car controls from “Racer” to “Offroader” styles: as the courses were to have different paths and feel players could use different handling depending on the path.

The team also intended to have deformable terrain, the idea being that over the race the feeling of the course would change, creating unexpected situations. The game would have had a large attention to detail, like getting a speed-up from driving in the tire tracks of another racer ahead and lots of secret shortcuts to find.

This would have been Rare’s evolution of kart racers and could have been considered a spiritual successor to Diddy Kong Racing, as the planned “Donkey Kong Racing” for Gamecube was never completed. The Banjo Karting team was formed by joining the “handheld” Rare team and the team who did the Live Vision Camera prototypes (“Fast and the Furriest” and “Soul Catcher”, a first person fantasy adventure). They wanted to make a “traditionally Rare" game: given that half the team had recently finished the Diddy Kong Racing port for Nintendo DS, a new racing game seemed a good fit.
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The actual code / development of Banjo Karting was just a few months, but they were able to create a fully playable track (including deformable ground in parts), the vehicles could change from Racer to Offroader (but without the final models), it had an early multiplayer mode and rudimentary AI that would race around the course too. They were at a point to show the prototype to those at Microsoft Games Studio who could greenlight a project to be fully developed, but unfortunately Banjo Karting was canned just before this internal reveal.

Former Rare developers we talked to remember that it was felt that Joy Ride (a casual kart racer originally announced at E3 2009 as a free XBLA digital game, but later expanded into a retail title to sell to Kinect owners) would have covered any “arcade racing” in the MGS portfolio and the prototype was quietly canceled. At the same time Kinect needed a big push and Rare became the main studio instructed to create good casual games for the add-on. Even if Banjo Karting would had continued, it would probably have been pushed onto Kinect, losing their original plan to create a classic Rare feel for core gamers.

The team put a lot of efforts and had much fun creating such an original arcade racer and in the end they were unhappy with the decision as they didn't get the chance to pitch it properly. Probably the time was not right for a classic Rare project. Not all was lost however, as one of the car concepts from Banjo Karting was reused and modeled for Banjo to use in its appearance in the Xbox 360 port of Sonic & SEGA All-Stars racing. In the end, Xbox 360 owners were still able to enjoy a fun, classic multiplayer kart racer, driving around with Banjo, even if this game was not developed by the legendary Rare.
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Catacombs

Article by: Alberto Li Vigni (Yota)


Catacombs (tentative name) is a cancelled FPS that was being developed in early 2010 by Cavia, a Japanese software house mostly known in the west for cult games such as Drakengard and Nier. Catacombs was supposed to be published by Square-Enix for PS3 and Xbox 360 but it was never officially announced, and the game's existence was revealed only in 2012 thanks to an article published on Siliconera.
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Catacombs followed the story of four characters (Gina, a college student; Matt, a tech CEO; Carlos, a bodega clerk; Nguyen, the son of Vietnamese immigrants), that found themselves trapped in the American Museum of Natural History after it got occupied and half-destroyed by mysterious creatures. According to Catacombs’ narrative director Brandon Sheffield, interviewed by EDGE in 2013, the different backgrounds of the protagonists were more important than the basic plot: “each stage was about these people destroying their own fears and doubts and also their identity. They were supposed to be overcoming their sense of self, and how that related to their identity as an American, but also their otherness”.

Catacombs’ gameplay was essentially a crossover between a RPG with random-generated dungeons and a team-based first person shooter (the CPU took control of the other characters in solo mode). Players could pick up magic weapons that change form and get new abilities at certain levels: for example, the dragon-like magnum acquired wings and the possibility of using exploding bullets, while the shotgun’s range increased with every upgrade. Aside from these weapons, the main characters also had at their disposal some magic rings that allowed them to cast spells such as cure, protect and decoy, or an incantation which created a replica of our avatar.
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Of course, the rings also attained new abilities if levelled up; for instance, the powered-up version of the decoy spell generated a special clone that exploded when shoot by enemies. In July 2010, Cavia was incorporated into AQ Interactive and they continued to work on Catacombs for Square-Enix, with the game that was planned to appear at E3 2011.

However, the project was dropped right around this time, even if already in a playable form and with only six months of production left, because, apparently, Final Fantasy XIV was such a financial disaster that Square Enix was forced to cancel Catacombs and some other titles that were going to be published by the Japanese company (Fortress, Gun Loco, Highlander: The Game, Downfall: San Francisco). In June 2011 AQ Interactive merged with Marvelous Entertainment.
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Dangerous Party

Article by: Heidi Kemps


The Nintendo and Hudson co-developed Mario Party series proved to be a massive success for both companies, to the point where Hudson was often commissioned to create mini-game collections for other first parties like Sega (Sonic Shuffle) and Microsoft (Fuzion Frenzy 2). Sensing a trend of games skewing towards a more violent and gritty direction for older consumers, Hudson set about making a party game filled with over-the-top violence and mayhem.

This was Dangerous Party, an Xbox 360 exclusive. Up to four players could compete in mini-games with a distinct, darkly humorous flavor to them. One game was a variant of the typical “push the other players off the the field” mini-game seen in many party games - only this time, the field was the top of a speeding bus, and getting knocked off would make your character splatter to the pavement below.

Another game featured all the players tied up in a sinking submarine, and you needed to tap A many times in order to escape. However, you would ideally want to escape last, and just before you would drown, as you would receive more points for not wussing out and escaping immediately. This game was announced, along with a localization of the Xbox 360 Tengai Makyo: Ziria (Far East of Eden: Ziria) remake, at E3 2006.

However, both games eventually failed to materialize on the market. There is no official reason why Dangerous Party was cancelled, but the game had a “gritty, adult” feel to it, and after the commercial and critical failure of Bomberman Act Zero, that angle probably looked far less appealing for both Hudson and gamers. The company continued to produce games - including several Mario Party installments - until Konami shuttered the company in 2012. The fate of the Dangerous Party team is unknown, some of its developers could now be part of NDCube. No images from the game are currently available.


References:



	www.siliconera.com/2006/05/12/hudson-from-cute-to-grown-up/


	psp.gamespy.com/playstation-portable/rengoku-2/708783p1.html











Dwarfs

Article by: Philip Dempsey


Dwarfs (also known as "Seven Dwarves") is a canceled action adventure game from Obsidian Entertainment, once planned for the PS3 and Xbox 360. The game was intended to be a tie in to a Snow White and the Seven Dwarfs prequel that was in development at the time. Both the game and the movie were planned to be cornerstones to a new franchise aimed at boys to go alongside its other properties.

This wasn't Disney's first attempt at expanding the Snow White story. Walt Disney himself had considered it due to public and internal popularity of the characters despite his own dislike of sequels. However nothing ever came of them until the mid 2000s when Disney's home video department DisneyToon Studios decided to work with the story. Their idea was a prequel with a darker tone intended to explain the organs of the cast, taking inspiration from The Lord of the Rings.

The plot would have been about the seven dwarves journeying together with a young girl to stop an evil wizard finding an ancient dwarven power. However, things are not what they seem as it is revealed that the dwarves have been manipulated by the young girl who is the daughter of the wizard. She betrays the dwarves and curses her father, proceeding to take over the kingdom and thus setting up the original movie. Soon after the project started, it began to develop an internal following. Many saw Dwarfs as the seeds to a new franchise to go alongside Disney's Fairies and Princess lines.

In order to get the fledgling franchise off to a good start, a video game was proposed. Obsidian was approached due to their history and skills developing deep RPGs, such as Star Wars: Knights of the Old Republic II and Neverwinter Nights 2. The game, known as “Project New Jersey” internally, was intended to be a third person action adventure with a much darker tone than even the prequel movie.

Kevin Saunders (game designer at Obsidian for such titles as KotOR2 and NN2) was the Lead Designer on Dwarfs, and he gave a short description of the opening of the game on his Formspring account: “This wasn’t a happy-go-lucky Disney game. Disney's Buena Vista Games wanted dark and I gave them dark. In the opening sequence, for example, you, as a teenage prince, awake in your bed to haunting sounds. Exploring the dark castle, you come across a terrifying shadowy creature that you kill in a desperate struggle – its cries shifting from a supernatural shriek to that of a human woman's bloodcurdling cry of death. The illusion is then dispelled, and your mother, the Queen, lays dead before you, the bloody knife that killed her in your hand. This wasn’t a cinematic – it was all a gameplay sequence that you’d actually play out“.

Saunders's Formspring post also names some of the proposed team. Obsidian built a team of veterans for this project. Josh Sawyer (who was the lead designer for Icewind Dale 2 and later director for Fallout: New Vegas) was picked as the systems / combat lead. Brian Menze, a longtime artist for both Black Isle Studios and Obsidian, was doing the concept art for Dwarfs. Saunders described Menze work as “So much personality and character, reminiscent of Disney’s classic characters, but weathered by the grim realities of a dark fantasy world”.

Brian Mitsoda, known for being a Writer for Vampire: The Masquerade – Bloodlines, worked as the creative lead on the project and along with Kevin Saunders on the story. When asked about Dwarfs, he said: “If I could resurrect any project that I worked on, it would be this one. This was essentially our action-RPG version of a Pixar movie crossed with a first-party Nintendo game. I don’t know how much is still covered by NDA, but it was obviously inspired by Disney’s classic movies artistically, although script-wise we definitely wanted to capture the characterization and emotion of Pixar films. Conceptually, it was a darker fairytale type of story, but it was mostly focused on the journey of the teenage protagonists as they journeyed around the land meeting up with these eccentric little men and using their unique powers to advance through the plot. It had a lot of heart, great monster and character concepts by Brian Menze, and very interesting level potential.”

With an enthusiastic and experienced team coming together and a plan set in place, things looked set for work to begin on a great new game. However, things weren't looking so good for the movie, with difficulty for Studio Executives and their desire to add their own touches to the film. Having to constantly fight to keep the movie true to its original vision, director Mike Disa (who previously worked on such titles as Pocahontas, Fantasia 2000, Atlantis: The Lost Empire and The Origin Of Stitch) felt burnt out with the project.

In particular, a repeated insistence by studio executives of having the character of Dopey to talk in the movie and then to explain his mutism in the original movie as trauma from watching his mother die. As Mike told during an interview with Integratedcatholiclife.org: “Essentially the studio executive wanted Dopey to talk! [Laughs in disbelief.] It just comes down to my respect for great films. Snow White is today still the best animated film ever made. Those characters are spectacular. It’s a sad statement on our industry that the best film was 80 years ago, but it’s still the best film. I would never walk into a sequel and do anything to disrespect the core of the characters like making Dopey talk.”

Around this time, Pixar’s creative director John Lasseter took over Disney's animation departments and was reviewing the current projects. At first it seemed like Dwarfs would be safe but as the executives pushed for more influence, Disa's confidence on his project dropped. Not wanting to pitch an idea that he didn't believe in, Disa left the project and Dwarfs was canceled as soon as Lasseter got a look at the new script. This was also the end for Obsidian’s game. Many of the team who worked on Dwarfs were sad to see it go.

Brian Mitsoda described his feeling as: “I think if it had come out, it would be considered a classic today. It still hurts to know we’ll never finish it. If DoubleBear (Mitsoda's own company) ever gets big enough, I would totally do something similar to it”. His wife, Annie Mitsoda, described the game as her “One that got away”. Feargus Urquhart, Ceo of Obsidian, talked about the game in an interview with Kotaku: “It was a lot of fun, we feel we turned in a really cool prototype. We worked on it for about a year. It's one of the games here that the team just loved working on. And unfortunately - which, it happens in this industry - you have changes of focus at a publisher.”

Since Dwarfs’ cancellation, Obsidian has moved on to other high profile projects like Fallout: New Vegas, and other licensed games like South Park: The Stick of Truth. However this wasn't the last time Obsidian had a licensed game canceled on them: you can check out the article on Alien: Crucible elsewhere in this book. Other lost projects conceived by the team were Futureblight, a post-apocalyptic RPG for Take-Two Interactive, a couple of pitches for EA and Ubisoft, and “Project North Carolina”, an open world adventure to be published by Microsoft for their Xbox One. After so many canned games Obsidian’s future could have been bleak, but in 2015 they finally released Pillars of Eternity thanks to a successful Kickstarter campaign, and it was welcomed by gamers as one of the best RPGs of the last decade.
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Faith and a .45

Article by: Jesse Cook


Paying Homage to Bonnie & Clyde and road movies of the 1930s, Deadline Games’ Faith and a .45 was poised to put players in the shoes of two rogue lovers ,Luke and Ruby, on a quest to rescue a friend from a corrupt oil tycoon named John Mammon. But, as the player digs further into the corruption and villainy of Mammon’s plans, it becomes clear that a larger plot to overthrow the government and create a new “perfect business society” is in the works. As criminals turned vigilantes, the player and an AI or cooperative partner must traverse depression-era America on a mission to stop Mammon before he takes control of a country at one of its lowest points in history.

[image: faith-and-a-45-deadline-games-5]


The now canceled Faith and a .45 looked to be a promising piece of genre gaming. Set in the 1930s during the American great depression, the game visually and tonally resonates with the desperation and anxiety of the times. Originally intended to be a straight forward recreation of the Bonnie & Clyde narrative, the game was eventually changed to steer Luke and Ruby away from killing civilians and police, as a then recent kerfuffle regarding Rockstar Game’s Grand Theft Auto series made major publishers hesitant to release anarchic game series.

Of the available videos and pieces of concept art, it is clear that Deadline (a Danish development company), intended to put the player in a world ravaged by the Dust Bowl. Much of the action in trailers for the game shows Luke and Ruby fighting in desolate dirt-caked shantytowns and train yards. It is a filthy brown haze of wind and dirt that gives the action a chaotic energy that seems to tie into the overall struggle to survive. In terms of game play, it appears to have borrowed from many other third-person shooters of the time, particularly Gears of War. Cover-based strategy is the core mechanic of the game, with only peripheral alterations and additions being used to supplement the core mechanics.

As Søren Lundgaard explains in an interview with Game Reactor in 2008, “we don’t try here to go out and be extremely innovative and say we have the new thing inside game play. We try to do something familiar and cool, but we twist it of course toward this setting, and toward the girl you play... with.” While the game play looked familiar, it also utilized interesting twists to the genre like playing alongside the love of your life, rather than a fellow mercenary or soldier; something that appealed to many gaming news sites, like Complex which named Faith and a .45 one of its 25 most heart breaking video game cancellations: “While the setting was immediately attractive, it was the notion of playing a pair of lovers [that] was incredibly original.”
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While this alteration to the standard militaristic third-person shooter sounds negligible, Deadline believed it to be dramatically different, since the team “needed to make the same game play, but without the feeling of [the player] commanding [Ruby] around. If you were shouting military orders like ‘snipe him,’ or ‘attack this guy,’ then she would just be pissed and leave you, and it’d be game over”). So the team implemented a system that allowed the player to give Ruby weapons, which would alter her play style: if Ruby has a shotgun, she plays more aggressively. It also appears to have implemented a minute, but fun alternative to explosives by placing gas cans on top of various barrels and other pieces of cover, which could be thrown and shot over enemies’ heads in a slow motion feature.

Overall, it seems that the team was focused more on storytelling over game play, as their interest in movie thematics and structure attest to. Much like their 2007 game Total Overdose, which was a nod to Robert Rodriguez films, Faith and a .45 was intended to represent road movies such as Easy Rider, Road to Perdition, and Natural Born Killers, while also taking into consideration both classic and contemporary Sci-fi and Fantasy narratives like Lord of the Rings and Star Wars. Lundgaard created Mammon, the game's central antagonist, as an Emperor Palpatine figure who bought up the Mid-West and lead an army of depression-era stormtroopers As traveling lovers initially looking for a kidnapped friend, the game would take players through a linear narrative that allowed the layers of depth in both characters to be exposed (Game Reactor).
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Adam Rishede, Art Director for Faith and a .45: “It’s quite rare that you actually play with the love of your life. It’s often implied in games that there is a flirt going on between a male and a female main character. But, here we actually start out as being an established couple, and that can really put the player in a situation... that you don’t often see in games.”

It appears that the goal was to create a cinematic experience for the player that unfurled like a movie storyline, focusing specifically on the romance between the two main characters to set the game apart from its competition. As Lundgaard explained in a 2013 video on the background of Faith and a .45, “we ended up with a razor blade called ‘the world is dark, love is light.’ The idea was to emphasize the love of Bonnie & Clyde, and make that stand out more”. The game was inevitably put on hiatus after four years of development when the company failed to find a publisher.

According to Kotaku’s Luke Plunkett, even with “biplanes, tommy guns and a sexy ginger-haired lady,” Deadline Games could not find a publisher to release the game, and on January 30, 2009 it was shelved. Deadline even attempted to re-skin the game as a post-apocalyptic shooter in the hopes of getting support based on the success of Bethesda’s Fallout 3. Unfortunately, it did not work. As Justin Amirkhani and Larry Hester of Complex state, “sometimes though, love ain’t enough; Faith and a .45 entered development hell when no publisher was willing to take a chance on romance.”

The game’s cancellation is particularly surprising considering all the enthusiasm that surrounded it. While publishers were hesitant to put money into a genre that at the time could only be compared to Wild West shooters like Call of Juarez and Gun, many journalists were supportive of the game, and hoped for its inevitable release. Because of the failure of Faith and a .45 along with other canceled projects (Total Overdose 2: Tequila Gunrise, Killing Pablo Escobar, Shadow Hunter) the studio lost too much money and were not able to found new publishers to get support: in mid 2009 Deadline Games filed for bankruptcy and their last released game was Watchmen: The End Is Nigh.
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Fifth Phantom Saga

Article by: Brandon Funai

Fifth Phantom Saga was an unusual FPS in development by Sonic Team exclusively for PlayStation 3. It was originally shown at E3 2005, and later at Tokyo Game Show 2005. Sonic Team is mostly known for their platform games and the Phantasy Star Online series, so this would have been their one and only first-person shooter.

Strangely enough, it was also to include magic elements and physics-based gameplay. The main character of Fifth Phantom Saga (abbreviated as FPS, just like First-Person Shooter) was able to give orders to some kind of flying demon or ghost, commanding it to move boxes around, smash parts of the environment, light dark corridors, open magic doors, and attack enemies.
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While not officially cancelled, the game was not heard about since TGS 2005. A reason for this unofficial cancellation may have to do with the poor reception the game received at both E3 and TGS, with many criticizing the game’s graphics and comparing them to that of a title on the original Xbox. Another reason may be that Sonic Team shifted resources to the new Sonic 2006 project they were developing around the same time for PS3 and Xbox 360.

It’s interesting to notice that by playing as Silver in Sonic 2006, it’s possible to use telekinesis powers similar to the ones seen in FPS. When asked about Fifth Phantom Saga in an interview with PlayStation Universe, a SEGA representative simply stated "We have nothing official to confirm on Fifth Phantom Saga at this time." Unfortunately, Sega only released a few trailers for the game and people at E3 and TGS were not able to play any actual demo. Any more info on FPS’ gameplay, plot, or other interesting features are not available. We can only remember Fifth Phantom Saga as a historical curiosity, being the lost FPS that Sonic Team never released.
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Final Fantasy Fortress

Article by: Sam Batten


Final Fantasy Fortress was a real-time action RPG that began pre-production in 2008, and was being developed by Grin to be released on PS3 and Xbox 360. Fortress was just a codename for the game as a final title was not chosen yet. The game was not originally going to be a Final Fantasy game at all, and was conceived as an original idea designed by Ulf Andersson, one of the founders of Grin.

While the Grin team were developing this prototype alongside Bionic Commando for Capcom, Yoichi Wada from Square Enix visited Grin and loved what he saw. He suggested that Fortress could became a Final Fantasy spin-off. The original version of Fortress was to have a very Nordic art style and many of the enemies were said to be based on Viking tales. After it was decided the game would become a Final Fantasy spin-off, Grin decided to tweak the art style but still keep with an overall Nordic theme in a Final Fantasy world. It was then decided that the game would be set in the world of Ivalice, the world from Final Fantasy Tactics, Final Fantasy XII, and Vagrant Story, after the events of XII.
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Lead character artist Bjorn Albihn described Fortress as “a game with epic scale in both story and production values.” There have been many screenshots and even a demo video released of the game, and there is no denying it looked beautiful, with a rich, yet incomplete open world to explore. There was also a character model created for an early boss which would be a giant Malboro, a popular Final Fantasy enemy. The player would have to scale the seaweed on the creature’s back to be able to drop bombs on its weak points. Some concept art can also be seen of this boss. It was reported that there was a deal in place with Square for them to pay $16.5 million for the production of the game, to be paid with increments when the project would hit a set of milestones within its development.

This is where the trouble started for Grin, though. In an interview on Swedish site Nojes Bladet, Bo and Ulf Andersson, the founders of Grin, said, “they starved us to death.” No money came in from Square for months. They kept up development on the game anyway, which cost the company a fortune and months later, still without any payment from Square, Grin were forced to close all other offices except the base office in Stockholm. What happened between Square and Grin? In 2009 Grin released two games that they had been developing: Terminator Salvation and Bionic Commando.
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Both of these games came out to very negative reviews and low sales, a fact that made Square nervous about the upcoming Fortress game. Ulf Andersson even stated in the same interview that Square were then demanding constant updates and all of the games assets such as code, artwork and music files. These requests took away time and resources from development, making it very stressful for Grin to keep working. According to Square, though, Grin were not meeting any of the milestones that were promised and this is why they had made no payments.

The Andersson brothers also stated that Square were now not happy with the Nordic art style of Fortress and wanted them to change it to make it more like a classic Final Fantasy game. Grin then tried to change the game but Square was reportedly still not happy with the way it looked. Ulf says that he wanted to test Square, and so he sent them an image from Final Fantasy XII, but they still said that even this image was not in the Final Fantasy style. The relationship between the two companies was on the verge of breaking down.

In late August 2009, Square officially announced to Grin that no payments would be made to the company. A few days later, Grin was forced to declare bankruptcy as Sweden has very strict laws on a company operating under a heavy debt load. Grin then released a statement on their official website: “It is with a heavy heart we announce today that GRIN has been forced to close its doors. This as too many publishers have been delaying their payments, causing an unbearable cashflow situation. Looking back at twelve years of games, titles such as Ballistics, Bandits, GRAW 1 & 2, Bionic Commando Rearmed, Wanted: Weapons of Fate, Terminator: Salvation, Bionic Commando and our unreleased masterpiece that we weren’t allowed to finish; it has been a great ride.” The unreleased masterpiece they are referring to in this quote is the unfinished game Fortress.
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Today, the Grin website is completely unavailable. Fortress did not seem to be dead, though, as it was rumored that Square was still working on a game with the codename Fortress under the development of a different studio. Motomu Toriyama quashed those rumors though by saying Fortress “won’t be released, suspended.” Yoshinori Kitase was also asked if a Western studio would now ever develop a Final Fantasy game, which he replied “Quite honestly, we can’t really see it happening.” Although the game does not look like it will ever be developed again, there is a vast amount of screenshots and artwork on the Internet that document how beautiful the game looked while it was being worked on.

In 2012, music director Erik Thunberg also released a track that had been created for the game that rearranged the “Prelude” music from the Final Fantasy series. Although the Andersson brothers’ first company Grin had to be shut down, this did not keep them from game development, and they went on to create a new development studio called Overkill Software. This studio has released the very popular Payday: The Heist and Payday 2 both of which have sold extremely well.
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Freelancer 2

Article by: Luca Taborelli (monokoma)

Freelancer 2 is the lost sequel to the cult-hit space trading and combat simulator developed by Digital Anvil and published by Microsoft Game Studios for PC back in March 2003. This new chapter was was in development for the Xbox 360 using a completely updated 3D graphics engine that allowed the team to expand on and enhance the features of the first game.

[image: freelancer21]


Players would have been able to complete many different missions, freely explore the galaxy with customizable spaceships, gain immense wealth through trading materials, and engage in dogfights with space pirates. It would have been possible to visits planets and space stations of 48 known star systems and interact with their inhabitants in order to find the best weapons and equipment for both yourself and your ship. These would come in handy when other online players or CPU enemies attacked you regardless of your location.

On a mission or exploring the great beyond, it wouldn't matter, they would find you online or offline. In some of these missions, the player would have had to protect traders from space pirates or, if you prefer, rob the traders and become space pirates instead. Thanks to the multiplayer mode, it would have been possible to interact with players from all around the world in online bounty-hunting and commodity trading. Players could even team up to form their own pirate gangs. In the single player campaign, the player would play as the protagonist of the first game, Edison Trent, to continue the story and find out what happened after the end of Freelancer.

[image: freelancer22]


In 2004-2005 this project was the dream of many fans of space simulator games, but unfortunately it never came to light. Freelancer 2 was cancelled in November of 2005 when Microsoft closed down Digital Anvil. Most of the staff was deployed to Microsoft Games Studios headquarters. We don’t know how much of the game was completed before the cancellation, but from the few images and videos leaked online, it seems that Freelancer 2 was still in early development and probably just testing the new tech engine.

When Digital Anvil was dissolved into Microsoft, some of its developers left to create Embryonic Studios, which was later acquired by TT Games in 2007 to become TT Fusion. Most of their work was then focused on LEGO games for PC and consoles. Chris Roberts, one of the original founders of Digital Anvil (and the mind behind popular space sims Wing Commander, Starlancer, and the initial Freelancer concept), founded Cloud Imperium Games in 2011.

Roughly a year later, CIG started a campaign to fund a spiritual sequel to Freelancer: the successful and record-breaking Star Citizen. As of February 2016, they have raised over $109 million from fans to create the most ambitious space sim ever conceived. Could they be able to keep their promises and create something even better than what Freelance 2 could have been? We'll have to wait and see.
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Halo MMO (Titan, Orion)

Article by: Tristan Avery


From 2004 to 2007 Ensemble Studios, best known for creating the Age of Empires series, was working on a game that was planned to be a Halo MMORPG for the Xbox 360 and PC. Codenamed Orion, the game was intended to be a heavy contender against the then and still wildly successful World of Warcraft, even if Ensemble’s concept started many years before. As we can read on Gamasutra, Orion was originally started in 1998, soon after Ultima Online came out, when a designer named Ian Fischer started pitching a sci-fi MMO named Titan.
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Many years later when Bungie was the main second party for Microsoft and Halo 2 was the hottest game on the market, the studio incorporated the Halo license into the sci-fi MMO and the codename was changed to Orion. In an interview with IncGamers (now pcinvasion.com) ex-Ensemble employee Dusty Monk stated: “You have to remember that Ensemble came from a standpoint of being really good at competing against Blizzard Entertainment. We had a pretty good history of knowing the types of stuff Blizzard put into their games to make them successful, and the kinds of things we’d need to put in an MMO to compete against Blizzard”.

Of these features included a “heroic stylized artform”, an example of which can be seen in Star Wars: The Old Republic. According to Dusty, this style of art in a video game is “timeless” and would not wear with age like a more realistic graphic. Another feature they were working on that would eventually show up in The Old Republic is a cover system. They also were planning on implementing a system where several people could work together to accomplish quests without being on the same team. Once again this feature would later show up in a different MMO, Warhammer Online.
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Screenshots and concept art of the project were eventually released online and featured both familiar and highly unfamiliar images to fans of the Halo series. Among the familiar included images of the iconic Warthog truck, several weapons such as a Covenant carbine, and various suits of armor reminiscent of the armor the series’ protagonist, Master Chief, wears. Michael Zenke of Massively.com analyzed the HUD display in some of the screenshots and made observations that further prove Dusty’s claims that the game was specifically designed to rival Warcraft. Among these observations was that one of the bars in the game looked very similar to a UI mod known as “Titan Panel” in Warcraft, which is supposedly a favorite among fans. Other observations led him to conclude that the game featured a “scion” meter, a skill tree and some sort of trophy system. None of these features have been definitively confirmed.

Scant details were released about the story of the game, only that it would take place further in the past of the series when the Covenant, the villainous alien race in the series, “wasn’t the covenant yet”. Therefore there would be more playable factions in the game besides the humans and the Covenant. The game was also described as being more action oriented than other MMOs on the market at the time. The leaked screenshots suggest that the combat would include close range and long range attacks utilizing guns and some sort of magic system.
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Despite having a devoted team and a substantial budget, the game was ultimately cancelled before it was ever officially announced due to Microsoft’s decision to get rid of Ensemble Studios. According to several interviews, the successful company was disbanded due to Microsoft’s desire to go after a broader, casual audience similar to what Nintendo was attracting with the Wii, and the games Ensemble were working on (Agent - a cancelled action adventure, Bam - a Ratchet & Clank-Style Platformer, Nova - a "Diablo in space", Sorcerer - a fantasy adventure RPG, and a prototype titled "Wrench") did not fit into that demographic.

They were permitted to finish one final game, Halo Wars, before being shut down completely in January of 2009. A majority of the team members would go on to form several successful video game companies, largely in the mobile games market. Ensemble’s Co-founder Tony Goodman and others would go on to create Robot Entertainment, famous for the Orcs Must Die series. David Rippy and others would found Bonfire Studios, which would eventually be bought by the massive mobile / social game company Zynga. Brothers Paul and David Bettner would go on to form NewToy, which would also be bought by Zynga after developing the extremely popular “With Friends” series of games. Dusty Monk went on to form Windstorm Studios but would later join Robot Entertainment after mediocre success. In addition, several members such as Greg Street would go on to join their rival company Blizzard.
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Heavenly Sword 2

Article by: Sam Batten


The first Heavenly Sword game was a PlayStation 3 exclusive developed by Ninja Theory that was released in 2007. Heavenly Sword came out to positive reviews, and the lead character Nariko became a favourite among fans. It had a fun combat system, a great story, beautiful graphics and some of the best hair seen in a video game.

These factors would normally be enough to warrant a sequel, especially as the IP was owned by Sony - meaning that if Ninja Theory wanted to work on a different game, Sony could get another developer to work on it, which is exactly what transpired. Unfortunately that sequel was never released. What makes this even more interesting was that the game was originally intended to be a trilogy.
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SCE Cambridge started developing the game in 2008 but it did not seem to make it very far at all. Since there was no announcement from Sony that the game was being developed, there was no actual official cancellation. A CV of an ex-SCE employee, Martin Binfield, showed that in 2008 he was working on game concept design and character animation for Heavenly Sword 2. This was the only information available until 2012 when alleged concept art from the game started appearing on the Internet.

Siliconera was first to report these images which showed some elements that may have been included in the game. According to Siliconera, the enemies were going to be the Ravens and the Raven King (a major boss in the first game), they also looked to be heavily influenced by samurai. There were also some enemies who looked to have insect-like shell armour and they were all described as vain and evil. There was also a pair of characters that were chained together and were described as the comic relief in the game as they had differing personalities and would argue with each other. The only other real details that surfaced was that there would be a nomadic caravan race of people, and Nariko would still have her trademark long flowing red hair.

This concept art must be from the SCE studios, as Dominic Matthews from Ninja theory spoke to VG247 and said “[this is] not Ninja Theory art. Sony owns the Heavenly Sword IP, whether or not they dabbled with new concepts independently of us is not something I can comment on.” It is no surprise that Ninja Theory was not working on this game as they were developing Enslaved and the Devil May Cry reboot. SCE Cambridge was an obvious choice to develop this game as they co-developed the original with Ninja Theory and also was a Sony owned company.
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In 2013, SCE Cambridge became Guerrilla Cambridge and as the renamed company released Killzone: Mercenary for the PlayStation Vita. They are also rumoured to be working on an unannounced title for the PlayStation 4. SCE Cambridge seem to have had a lot of cancelled games: an unannounced sci-fi action game, Legion, and Popcorn are just a few examples. Hope for a Heavenly Sword sequel was slightly dashed on May 21, 2008, when IT Manager “Peonic” announced that a follow-up to Heavenly Sword would be extremely unlikely due to Ninja Theory's decision to pursue opportunities within multi-platform development. "We’re not abandoning Heavenly Sword (HS) just on a whim because we want to go off and do something different - there’s a great huge raft of reasons behind us taking the direction we are - and it’s also the nature of the business that I’m not allowed to share any of those reasons with you. As for the ‘you’re just not doing HS2 NOW’ comments - well one thing you learn in this industry is that you never say ‘Never’. So I’m not going to say we’ll 'never' go back and make HS2 - but it’s something I personally see as extremely unlikely."

Ninja Theory boss Tameem Antoniades also said that “I had this idea that you would play Nariko who finds herself trapped in Hell by the spirit of the sword, Kai would be playable in the real world and would communicate with Nariko and try and help rescue her soul.” He also went on to describe how one day in Hell for Nariko would be an entire year for Kai on Earth, with Kai transforming from “teenage girl to old woman.” An announcement of a new Ninja Theory game came in 2014 and it had a female character as the lead who also wielded a sword - but the game was called Hellblade.
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Despite the different name, many thought that this was still a sequel to Heavenly Sword. This, paired with the quote above saying about he envisioned a sequel, this theory really made sense especially as the playable character in the video looked like Kai from the original game. This wasn't the case, however; after Eurogamer confronted Dominic Matthews of Ninja Theory in an interview. He was asked if it was a sequel to Heavenly Sword to which he outright denied, saying “No, it's not, it's a brand new IP. Senua is a new character. It's not tied to Heavenly Sword at all.” In the same interview he went on to also deny that the game was even a spiritual successor. It seems the company really wants to distance Hellblade from Heavenly Sword.
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Kameo 2

Article by: Matt Redmond

Kameo 2 is the canceled sequel to Kameo: Elements of Power, a project that was in development by Rare Ltd.. It was to be published by Microsoft Game Studios for the Xbox 360. The first game was initially announced for Nintendo’s GameCube in 2001, but the title was switched to the original Xbox when Rare was sold to Microsoft in 2002.
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The Xbox version was later canceled too, and in November 2005 Kameo was finally released as one of the launch titles for the new 360. One of the main mechanics of Kameo was the ability to shapeshift the protagonist into different creatures that can be used to to fight in combat or to solve puzzles. The main character design was changed slightly from the orignal GameCube version. Kameo was still set in a fantasy kingdom, with a bright cartoony graphic style and story. Kameo 2 was instead planned to be much more “mature” than the original, showing an older Kameo in a semi-realistic graphic style and exploring darker themes within the game's settings and story.

It’s possible that Microsoft wanted to try to sell the game to an older demographic, by creating a gloomy action adventure in a huge collapsing world. The project was never announced officially, but in 2009 a few screenshots and videos were leaked online confirming that it was once in development. From what it was possible to see from the short footage, Kameo 2 would have had climbing and parkour style moves similar to Assassin’s Creed, other than a pair of curved knives to use as weapons.
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Not much more information was available on Kameo 2 until Rare released their Rare Replay Collection, with bonus videos for some of their lost games. In the video for Kameo 2, more concept art was revealed, sharing some new information about the project’s features and failure. It seems that the world of Kameo 2 would have been affected by evil forces and the protagonist was going to be possessed by a strange, dark entity. Kameo still wore similar necklaces and jewelry from the first game, mixing old elements with her new design.

The transformations from the original game were to make a reappearance, as more dangerous and aggressive creatures. Kameo would also have been able to use her “inner darkness” to gain a new special power in combat. Some sort of stealth elements were planned too: the protagonist wore a long cloak that allowed her to hide in the shadows and ambush unsuspecting foes. Rare’s senior Software Engineer Nick Burton said that Kameo 2 started development in 2007, but even if the team was able to create an early playable prototype, it was soon canceled due to Microsoft restructuring the studio to focus it on the casual-games market. It may have also been because of the poor sales of the original Kameo. After a few years of being a Kinect-centric development team (creating such titles as the Kinect Sports series); in 2015 Rare finally announced a new original game, the pirate MMORPG named Sea of Thieves.
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Kurayami

Article by: Luca Taborelli (monokoma)

Kurayami is a cancelled psychological / horror game that was pitched by Grasshopper Manufacture as a PS3 exclusive, and originally announced in Edge Magazine issue 162, in May 2006. Being inspired by Franz Kafka novels (a writer known for his stories about alienation, physical and psychological paranoia), in Kurayami players would have had to explore a mysterious European castle (that we can relate to Kafka’s The Castle) and the nearby village filled with creepy inhabitants, using the light from his torch to resolve puzzles and move through the darkness.
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Light and darkness would have been a central theme in the game, similarly to what happens in Alan Wake (announced in 2005 but released in 2010). In Kurayami the protagonist would have been safer in lit areas while dangers would have been lurking in the darkness. Talking about this concept, Goichi Suda said: “When I considered the visuals, I immediately thought of darkness, and I imagined a hero within this night, with a light that would in a way symbolise his life. That became the core concept of Kurayami: literally, ‘darkness’ (in Japanese). […] It’s not about some hideous monsters or evil creatures coming out of the darkness, but playing on our natural fears of the dark, and the uneasiness that comes from the absence of noise and life. […] Kurayami’s ideas are not about violence or eroticism, but fundamental problems in the human mind, which may find some conflict with the rating system. […] Though I expect the rating level to be quite high for Kurayami, I also expect the PS3 to be mainly purchased and used by an adult audience. I’m making a game for an adult audience, one that shows what life is and what being human is.”

Players would have had to pay attention to the townsfolk too, as the game would have been ambiguous about their intentions and personality: “It shows how people change when faced with their fears – in a way, you could see a little bit of what Japan, or the world, is like in this town.” While there are no in-game screenshots available (only the concept art originally published in Edge) it’s known that Kurayami would have used a cell-shading style focused on the contrast between colors and black, evolving the 3D engine Grasshopper already used in Killer7.
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From what was said by Suda during an interview with Joystiq in 2009, it seems that the game never entered into a prototype form: “It’s not even in development right now. We aren’t even really working on it. We’ve just been talking about it, but there hasn’t been time to work on it. Actually it was really just for Edge. The artwork was just something we submitted them. We’re not working on this project yet. They had some special coverage about Grasshopper and we talked a little bit about Kurayami, and so we gave them some artwork.”

Originally, Suda51 told Edge that they wanted to make Kurayami appealing to more people than their precedent games, saying that “The challenge now is to go beyond simple recognition, and transform our original games into a mainstream success”. Only a year later Grasshopper released No More Heroes for the Wii and it became their most successful game up to that point. While Kurayami sounded like a dark, introspective and uneasing experience with European inspired environment and characters, No More Heroes was an explosion of over-the-top action, Japanese fanservice and quirky personas.
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This could have been the reason why Kurayami was quietly cancelled: in the next few years the team was busy developing Zero: Tsukihami no Kamen (Wii, 2008, a new chapter in the popular Fatal Frame / Project Zero series) and No More Heroes 2: Desperate Struggle (Wii, 2010), supporting Nintendo’s motion-controlled console and finding a new market for their projects. While Kurayami was never released, its main concept of light and darkness was reused for another Grasshopper Manufacture title: Shadows of the Damned. SotD was a much more linear, over-the-top horror / action game than what Kurayami appeared to be, and even if the released project is a good one, unfortunately there’s no trace of Kafka influences anymore.
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inSANE

Article by: Luca Taborelli (monokoma)


inSANE is a cancelled psychological survival horror game that was in development from 2010 to 2012 by Volition, Inc., the team behind such games as the Red Faction and Saints Row series, in collaboration with film director Guillermo del Toro, popular for such movies as Mimic, Pan's Labyrinth, The Devil's Backbone, and Crimson Peak. The game was planned to be published in 2013 by THQ for PlayStation 3, Xbox 360 and PC. inSane was announced in December 2010 at the Spike Video Game Awards, with a short teaser trailer that did not show much more than the game’s title. Del Toro is quite well-known for directing intense and highly-disturbing movies that are full of weird creatures and surreal environments.

One of the key designers was going to be popular comic author Guy Davis, known for Sandman Mystery Theatre and Hellboy, so excitement for the project was very high. This interesting collaboration could have created a high-quality psychological survival horror that could have easily rivaled the best chapters in the Silent Hill series. Unfortunately there is not much information available about how the game would have been played or what kind of story del Toro conceived for this project, but from the few preserved pieces of concept art and 3D models, it looks like we would have had to survive against different kinds of freakish demons and organic monsters.

[image: insane-Guillermo-del-Toro-game-00006]


Talking about the project, del Toro said: “With this new series of video games, I want to take players to a place they have never seen before, where every single action makes them question their own senses of morality and reality. THQ and Volition, Inc. are equally excited to make this vision of a completely new game universe into a reality.” Unfortunately, THQ was going through tough times. In 2011, they released their “uDraw GameTablet” for Wii, a peripheral targeted at the casual market that received enough success (about 1.7 million shipped units) for them to develop Xbox 360 and PS3 versions of the accessory, as well. Sadly, the decline of the casual market for consoles was striking and the Xbox 360 and PS3 versions were huge failures, bombing hard and leaving THQ with millions of useless, expensive accessories that they were not able to sell.

The decision to focus on the casual gamer market and create the drawing peripheral is rumored to be one of the main causes of THQ economic collapse. Though in early 2012 they tried to get back to the “hardcore” market, their total losses were too high (about $240 million) and the company was not able to regain its strength, completely closing down for bankruptcy in December of the same year. As they tried to cut their expenses on projects that did not have a consolidated IP or secure profits, THQ officially cancelled inSane in August 2012 and the intellectual property rights were fully transferred to del Toro.
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In November 2012, Guillermo said that inSane was still in development with a different team and publisher, but nothing further came out of that. As of October 2015, the game seems dead for good, especially considering what happened in years following its cancellation between del Toro and the gaming industry. In 2014, it was announced that Guillermo del Toro and Hideo Kojima were working together on a new game in the Silent Hill series for Konami. Fans were excited and the P.T. demo released for Silent Hills created great anticipation for this promising project, but sadly this survival horror was not much luckier than inSane.

Silent Hills was canned only a year later due to internal restructuring and changes of marketing focus by Konami, a series of decisions that led to Kojima being fired from the company and his team being disbanded. After this shocking news, del Toro felt burned from the gaming world and during an interview with Shacknews, he said: “I have proven to be the albatross of video games. I joined THQ, and THQ goes broke. I join Kojima, and Kojima leaves Konami, because Metal Gear. I have decided, in order not to destroy anyone else’s life, I have decided I will never again get involved in video games. Otherwise, I’ll join someone and his house will explode, or something".

Not all hope is lost, however, as a few months later, Guillermo announced via Twitter that he had talked with Kojima about working on a new project together (Death Stranding). Volition, Inc. is still working on the Saints Row series with publisher Deep Silver, having released Saints Row: Gat Out of Hell in January 2015, and it is likely that they are already working on a “next gen” chapter for Xbox One and PS4. inSane could have been a great game for survival horror fans and we really hope to be able to preserve more images and info about this lost project in the future. We can speculate that some of the concepts and the story that del Toro conceived for inSane could have been reused in Silent Hills, but the “Guillermo curse” killed both projects. Will Guillermo ever be able to enter into the gaming world? We can only wait and see.
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LMNO

Article by: Fernando Garcia, Luca Taborelli (monokoma)


In 2004 Neil Young (at-the-time executive at Electronic Arts) talked at the Game Developers Conference, explaining how it would be a milestone for the industry if a game would make players cry. One year later, the company established a partnership with Steven Spielberg to produce three games, one of which was codenamed LMNO.

The game would feature parkour-like action in first person and a deep, involving relationship between the two main characters. LMNO was named after consecutive letters and was not an acronym. The other two projects involving the popular movie director were PQRS, a puzzle game released for the Nintendo Wii under the name of Boom Blox, while the third one was never mentioned to the public.
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LMNO was their most ambitious concept, and was in development at Electronic Arts Los Angeles and their Blueprint studio. Players would take control of Lincoln, an everyman who would rescue an alien-looking girl named Eve from the future. He was drawn to an Area-51-like location where he would find and rescue her, and the two would need to escape from the government's agents together. The first person parkour-style gameplay had many similarities with another EA game in development at the same time, Mirror’s Edge, but LMNO had a stronger focus on the player’s feelings for Eve, with an open ended storyline with multiple paths.

As the two main characters did not speak the same language, non-verbal interactions would be the main method of communication, such as moving around, offering items, and reinforcing Eve's behavior. For example, in a short video released after the game’s announcement, LincoIn pushes a flower vase towards Eve, who looks confused. He then gets closer to the flower and sniffs it, showing her what she needs to do. Eve, with her overly-expressive face and fingers, sniffs the flower while hovering her hand around it, learning something new about our world and her new friend. Eve was not made to be a sex symbol in the game. She had exaggerated body formation, such as an extra joint in each leg to move more nimbly, large eyes for distinct facial expression, and lanky fingers for smooth movements.

Another aspect of the game that was quite original was its length and replay value. Although the typical length for an action-adventure game at the time would be around 8 hours, developers wanted to make LMNO a game to be played and finished in about 3 hours, but multiple times. You would be able to casually play and enjoy the gameplay thoroughly, and as every different interaction with Eve and environmental choice would affect the characters' relationship and endings, you would have a different experience every time you played it. If you were very active and made decisions, such as which direction to go or which door to open or lock, the AI would just follow you and wait for orders; meanwhile, if you were slower and Eve had to make the decisions, she would, but she would be upset at Lincoln for not being of much help. One of the multiple endings would even show her betraying you and turning Lincoln into the government.

As said by a former team member to 1UP: “The point of LMNO was to basically take all the AI that would go into a normal Sims title, and compress that down into one character that could learn and remember and change the way you play the game on the fly, and not be totally scripted.” Despite its creative ideas, LMNO had a hard time during its development, being cancelled twice. At the time the relationship with Steven Spielberg was set, EA did not have a team for the game.

They hired Doug Church, who previously worked at the fan-favorite developer Looking Glass Studios, who made System Shock and Thief, and Eidos to build a small team and work on the project from Los Angeles. Spielberg's contribution was mainly in meetings, to give general directions to the game and hints about how characters would have reacted in their relationship. The team also outsourced some content to other teams like Arkane Studios, who are known for their work on Dishonored.

Another former EA developer noted: "I remember getting an early, early, early build of Mirror's Edge [...] They had the basic running, jumping, and wall-running mechanics in, and it was pretty cool even at that stage... but there was a perception that both teams were kind of fighting for development dollars. DICE has become a big name in EA over the last couple years, but two or three years ago, you'd put your money on the Spielberg game rather than Mirror's Edge." In 2008, due to hardships caused by the American and European financial crisis and the need to make some choices regarding investment and spendings, EA closed down some offices and laid off approximately 1,500 employees.

Being an over-ambitious project, LMNO was seen as a risky investment and part of the team was fired. Neil Young left the studio in June 2008 and became the founder of Ngmoco, a developer and publisher of social and mobile games. EA was still interested in LMNO, as the collaboration with Steven Spielberg was great for marketing reasons, but they wanted to make it a simpler and more profitable project. By cutting costs and cancelling another game they were working on called “Camacho” (set in the Command & Conquer Generals' universe), EA merged the remaining developers from both teams to have them create a new version of LMNO.

Doug Church was still in the studio when these changes happened, but left the company in early 2009. LMNO’s ambitions, real time learning AI, complex relationship system, and sandbox gameplay had to be cut down for it to have a chance to be completed. With a new executive producer, Matt Sentell, and still counting on Steven Spielberg's cooperation, the project became more streamlined and linear, described internally as an "Uncharted game directed by Spielberg". The game would be more action-focused and in third person.

Eve became a good looking Megan Fox-like alien to be more appealing to young male players, and the feelings and interactive relationship between the two characters were dumbed down. With the new tentative title of “The Escape Artist”, new story elements were added as well: Eve would have had some kind of virus that would be highly infective to humans, and it would decimate humankind if not treated in time. Lincoln and Eve would then need to escape from the government agents and find the cure. This second version of the game was finally canned in late 2009. There was still too much work to do, lots of money to spend to continue its development, and even with Spielberg’s name, EA were not sure if “The Escape Artist” would ever be a commercial success. The game would have had to sell many millions of copies to turn out profitable.

With all the money already invested in over two and a half years and not much to show, the team wasn't able to impress management. EA was also shifting towards a casual- and online-focused approach to new games, and while they laid off more than a thousand employees from their traditional teams, at the same time they bought out Playfish, the studio behind a few popular social games on Facebook. In the end, the entire team creating LMNO left the company due to layoffs or parting ways, and for now all we have left from this ambitious project are two short video clips and a few images. At least their other first person parkour game, Mirror’s Edge, was successfully released in 2008 and became a cult hit. A sequel titled Mirror’s Edge Catalyst, was released in 2016.
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Legacy of Kain: Dead Sun

Article by: Conor Hutton


Legacy of Kain: Dead Sun was a game cancelled by its publisher Square Enix in 2012. Dead Sun would have been the fifteenth game in the Legacy of Kain series if you include all planned games, or the sixth game if you only count released titles, so the series has a history of being cancelled. Square Enix wanted Dead Sun to be a hard reboot of the series with both single player and multiplayer components. The single player component of the game was to be handled by Climax Studios, a team founded in 1988 and situated in Portsmouth, South East England, employing 120 people. They have previously worked on games in the Silent Hill series, Serious Sam: Next Encounter, Sudeki, Bloodforge and on Assassin's Creed Chronicles: China.
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The multiplayer component of the game was handled by Psyonix (Unreal Tournament 2004) and was released in an open beta form on January 2015 under the name Nosgoth. The development of the game was also being overseen by Crystal Dynamics, who had worked on previous Legacy of Kain games. Dead Sun started out as a small project being developed on Unreal Engine 3. It was originally intended to be a download-only title for PS3 and Xbox 360, then it grew to become a full retail game and was eventually in development, as a launch title, for PS4. It is unclear if the game was considered for Xbox One or PC.

The game was in development for three years before it was cancelled and the developers had even put together a CG trailer to reveal Dead Sun, under codename Blackcloth, possibly to be shown at E3 2012. Square Enix also asked Climax Studios to come up with a new set of main characters for the series and a story set in the same universe as other games in the Legacy of Kain series, while not being a direct continuation of any of those games. In Legacy of Kain: Defiance, Kain and Raziels time travel stabilized Nosgoth’s distant future, and Dead Sun would have taken place centuries after Defiance. Plant life would have reappeared in Nosgoth and humans would have once again spread far and wide across the lands, setting up trading towns and worshiping the sun. However, nothing lasts forever and eventually tragedy would strike the human race in the form of a mass sterility plague. An evolved version of the vampires from the previous games arrive to Nosgoth in this era.
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A 32 minute video of some gameplay, from early on in Dead Sun, was leaked online and revealed quite a lot about the game, so it will be referenced throughout the rest of the article. One thing the video showed off was the game's combat, which is similar to the Batman Arkham games or the God of War series. When an enemy has been hurt badly enough a red skull appears above their head indicating that you can use a finisher move. In one finisher move, shown in the video, Asher disarms an enemy and kills them with their own axe. The combat could be described as fast, violent and cinematic. Various enemy types add an extra depth to the combat. Some enemies shown in the video are wielding axes, crossbows or axes and shields, which can be broken if Asher leaps at them from a wall.

Asher uses Gein’s own natural weapons such as his claws, which are a part of his body. When the player kills enemies in the material world, they can use Gien’s ability to shift to the spectral world to collect their souls, which are used as a currency; this is demonstrated in the leaked video. Instead of dying when your health is depleted, Gein’s body is destroyed and returned to the spectral world. There you must fight multiple enemies to gain souls which will replenish your health bar and allow you to shift back to the material world. When you return to the material world, the enemies who destroyed your body will still be there but any enemies previously killed will remain dead. The other option is to avoid having your body destroyed in the first place by retreating from combat and allowing your health to recharge.
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Another feature demonstrated in the leaked video was the game's upgrade system. In order to upgrade your abilities you must collect souls, which as mentioned in the previous paragraph, are used as the game's currency. It appears that you can upgrade multiple abilities for Gein’s body including his weaponry. They also suggest that the game would have rewarded exploration and traveling back to previous areas to use your new abilities to reach places you could not get to before. If you look at the leaked video you will also be able to see clips of Asher using Gein’s wings. The use of the wings looks similar to the gliding ability in the Batman Arkham games, and just like in Batman you can swoop down to take out enemies from above.

Another method of exploring Nosgoth is using Gein’s claws to climb. You can use the ability to climb combined with switching from the material to the spectral world to get by obstacles. The spectral world is set hundreds of years in the past, so things that are in disrepair in the material world are as good as new in the spectral world. For example, if a bridge is broken you can switch to the spectral world and cross it then switch back to the material world. For a better understanding in the leaked video you can see Asher using Gein’s claws to climb out of a building, and he switches between worlds to reach the top and climb out through a roof. This mechanic is actually similar to Kratos’ Amulet of Uroborus in God of War: Ascension which allows him to manipulate time by healing or decaying an object to solve puzzles or to help him climb to difficult places.
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As mentioned in the opening, Square Enix cancelled Legacy of Kain: Dead Sun in 2012 after it had been in development for three years. The reasons for the cancellation are unclear but there are some ideas out there. If you look at Square Enix’s sales expectations for 2013, the Tomb Raider reboot, Hitman Absolution and Sleeping Dogs all failed to hit their high sales expectations. If this is any indication to how Square Enix thinks, it implies that they needed Dead Sun to sell in huge numbers but they felt that the game would not hit these numbers, therefore it was cancelled.

One community manager from Square Enix said “Legacy of Kain: Dead Sun just wasn’t the right game, at the right time… but you’ll have to take my word on that, I’m afraid.” That does not offer us any insight into why the game was cancelled but it does show that Square Enix are hesitant to talk about the cancellation. When the game was cancelled, huge environments had already been created for it and most of the motion capture and voice work had already been completed. A huge story had been written and it was already implemented into the game. When Square Enix cancelled the game, some of the developers at Climax Studios were not informed and as a result continued working on the it, even going into work on their weekends to try and complete Dead Sun. In the end, some of Dead Sun’s assets were recycled and used in the multiplayer component of the game “Nosgoth.” Unfortunately in May 2016 Square Enix also shut down Nosgoth's servers and every project related to Dead Sun is now lost.
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Mega Man Universe

Article by: Alberto Li Vigni (Yota)


Mega Man Universe is a cancelled 2.5D platformer with an emphasis on its editor to create user-made levels, this was being developed by Capcom for XBLA and PSN. It was officially announced on July 2010 with a mysterious teaser clip made by Iam8bit, a creative studio based in Los Angeles. The first gameplay video was unveiled at PAX 2010, showing three different levels and some of the playable characters, the stand outs of which were “Bad Box Art Mega Man” and Ryu from Street Fighter.
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Sir Arthur of Ghost n' Goblins fame was another planned guest star. Six months later, Mega Man Universe was playable at TGS 2010, where its main features were introduced in more detail. The same three stages from PAX (created only for demonstration purposes) appeared here too, each one representing a different difficulty level (Easy, Normal and Hard). However, the biggest draw was the level editor, similar to the one included in Mega Man Powered Up for PSP, where players could create new stages simply by dragging and dropping blocks, items, enemies.

After it was completed, users then had the possibility of sharing their creation online for other users to download and play, much like what has now been done with the Nintendo game Mario Maker. Six characters (classic Mega Man, Universe Mega Man, “Bad Box Art Megaman”, Gust Man, Chop Man and Metto Man), were available in the TGS 2010 build, each with their own special abilities (life energy, weapons energy, shoot, move and jump). Each robot could also equip items such as the “energy tank” or to choose a special weapon.
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Another interesting new feature was that players would have been able to make entirely new characters by combining the various body parts, to mix and match their abilities. DLC characters such as a Mega Man version of Gachapin, a popular Japanese television character, were also planned. After about half a year, Capcom officially announced in March 2011 that the game was cancelled. In a June 2011 IGN interview, Christian Svensson (senior VP of Capcom America at the time) said that the project, even if it was pretty far in production, was shelved because Capcom wasn’t satisfied with its overall quality.

In October 2014, Rockman Corner discovered a patent related to the game’s editor, which would have permitted creators “to adjust enemy behaviour, their movement patterns and how much damage they dealt to the player”. It also revealed that Capcom, in order to avoid maddening users with impossible stages, forced creators to beat their custom levels before sharing them online. As a reward for testing the stage, players received in-game currency that could be used to buy new items, arming components, etc. In 2006, Capcom had already cancelled Mega Man Mania for GBA, a collection that included the five Mega Man Game Boy titles. Mega Man Legends 3 (3DS), met the same fate in July 2011. In 2015, Capcom released Resident Evil Revelations 2 and a few remasters (Resident Evil Remake HD, Megaman Collection, Devil May Cry 4 Special Edition, and DMC: Devil May Cry Definitive Edition).
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Perfect Dark Core

Article by: Matt Soulia


The Perfect Dark series created by Rare, is a series that seems to be plagued with misfortune. Their first release, Perfect Dark, was released in 2000 as a spiritual successor to their previous hit: Goldeneye 64. While the gameplay was good, the game suffered from the hardware limitations of the N64, creating bad slow-down in multiplayer and the main game. In 2005, after Rare was acquired by Microsoft, Rare released Perfect Dark Zero as a launch title for the Xbox 360. The game was a huge departure from the previous game, and was panned by critics and gamers alike, while also drastically underselling what Microsoft had predicted.
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Despite this, work on a sequel, known as Perfect Dark Core, began shortly after the release of Zero. Perfect Dark Zero was developed by what remained of the original Perfect Dark team at Rare, which was led by Chris Tilston. However, after PDZ was finished in late 2005, the team was split into smaller teams that started work on different prototypes. One of these was The Fast & the Furriest, headed by PDZ’s story and script writer Dale Murchie. Another prototype team was spearheaded by Mark Edmonds and Chris Tilston, both worked on an MMO called Cascade, which was cancelled during the company restructure in early 2009.

As the leads of the PD series were either bound to other (later to be cancelled) projects or had already left the company (with one being graphics director Kevin Bayliss), Rare’s management decided to hand the PD franchise to the developers of Conker’s Bad Fur Day; a small team (about 12 people) led by Chris Seavor. Some of the Conker team had already helped during the final stages of Perfect Dark Zero when it was ported to Xbox 360, others had worked on Urchin, a gothic / horror prototype cancelled in 2006. Planned as a direct sequel to the first Perfect Dark (as opposed to a prequel like Perfect Dark Zero), Perfect Dark Core was again going to feature many departures from the Perfect Dark formula, with the game being slated to have a "more realistic feel".
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As lead on the project, Chris Seavor and his team envisioned a very different approach towards the series’ titular character, Joanna Dark. She was still to some extent the wise-cracking spy seen in the first game, albeit with some major changes. This Joanna was a colder, tougher warrior, whose very sanity has been, to some extent, worn down by years of field work. The storyline would have seen Joanna Dark embarking on an adventure around the world and beyond it, as she unravels another alien conspiracy. She first visits the tombs of Cairo before heading to Russia and eventually into outer space.

Throughout the story, she would have been joined by a growing team of allies. These were almost all original characters named Sable, Milton, Pennington and Jo’s close friend, Mia. Later in the plot, they would have been accompanied by Elvis, the Maian alien whom Joanna rescued in the original game. Chris revealed that Elvis would not have remained friendly however, he would have betrayed them as the game went on. According to Chris Seavor, the game was also going to contain a more open world as well as parkour elements (similar to Mirror's Edge) and RPG elements (similar to Deus-Ex). The reason for this, Seavor says, was to make the game feel different from other popular modern shooters, such as Call of Duty.
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In late 2008, the prototype was still not greenlit. Instead, the team was cut down to only three developers, which meant the ending of the project. Most of its staff was put onto other projects - of which many were not released either. By that time, however, the prototype that started out as Perfect Dark Core was no longer set in the PD universe, it was not even referred to as Perfect Dark Core. While the gameplay was still an action FPS, the player was supposed to shoot at mechs that were controlled by humans (in case of this prototype the mech was controlled by the protagonist that was designed for an earlier built and seen in leaked gameplay footage).

This was the last stage of the prototype after which it was entirely abandoned. Prototype images, animations, and gameplay video were leaked online sometime in 2009. There are many reasons for the cancellation of the game (such as the dividing up of the dev team), but according to Chris Seavor, the main reason for the cancellation was due to the poor sales of Perfect Dark Zero, as well as the popularity of Microsoft's FPS series Halo. While Perfect Dark Core never came to light, the future may yet be bright, as in 2015 Microsoft Studios creative director Ken Lobb revealed that "they have not abandoned the Perfect Dark series, and a new game will eventually be developed." The story of Perfect Dark Core is finished for now, but it still remains to be seen if that is the case in the future.
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Prey 2

Article by: Daniel Hannen

Prey 2 is a cancelled open world first-person shooter game that was being developed by Wisconsin based Human Head studios for Xbox 360, PlayStation 3 and PC. Human Head are best known for the PC and PS2 third-person action game, Rune and the long in development PC and Xbox 360 game, Prey. The game would have you play as U.S. Marshal Killian Samuels who loses his memory and becomes a bounty hunter on an alien world known as Exodus.

The game would be divided into several missions in a Sci-Fi, cyberpunk open world and have the player use various gadgets and guns to hunt down aliens and complete the bounties which Killian takes on to further the story. It would be heavy on choices with the player deciding what type of gadgets to upgrade and whether to kill your bounties or spare them and hand them in.
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At the end of the first Prey a message is displayed saying: “Prey will continue”. The sequel was then confirmed by 3D Realms’ Scott Miller a few weeks after the first game’s release in an interview with Next-Gen magazine. When he was asked what he was working on those days he replied: “Prey 2, of course.” Miller continued on saying: “We are addressing concerns about combat, as well as adding in more gameplay innovations.” Answering to a few questions, former Prey 2 project lead Chris Rhinehart said that: “Human Head worked on an unreleased project during that time frame [2006 to 2008], but we also worked on various prototypes for a possible Prey 2 game. These prototypes focused on extending the gameplay of portals in the Prey universe, giving Tommy some abilities beyond those in Prey 1. We also discussed ideas for possible storylines and created some concept art of new worlds. None of that was used in the Prey 2 you saw publicly announced.”

The game was not heard of again until March 2008 when Miller launched his new production company Radar Group. Radar Group named some of the games it would be working on, on their website. One of these games was Prey 2 which had been given a short synopsis and one piece of concept art. At this point in development the protagonist of the first game, Tommy was still the main character and the game’s story was still more closely tied to the original plot. Rhinehart said: “It involved some time travel and exploring a series of worlds far from Earth. Scott Miller had always stated that he and George envisioned Tommy as a galactic savior, not just saving Earth on Earth. The original story picked up exactly where Prey 1 ended (in the post credits sequence) with Tommy jumping into a portal with Elhuit.”
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In mid-2009, Bethesda stepped in as a new publisher, acquiring the Prey rights, and the team “almost entirely reworked” the game to fit a more Star Wars and Blade Runner aesthetic. When talking about the change of protagonist in the game, Rhinehart said: “With Bethesda, we decided to shift the game to focus on another character. Tommy was still very much part of the fiction and the sequel, but he wasn't the main character. To extend the Star Wars reference: If Prey 1 was Luke's story, Prey 2 was Boba Fett's story.”

This new version of the game was confirmed in March 2011 with the Swedish games magazine Games Reactor revealing the first artwork of the game. Over the next few months screenshots and previews by various gaming magazines and websites were released to the public. Excitement for the game began to build up and it reached its peak with the game’s showing at E3 2011. Bethesda released a CGI cinematic trailer for the game and Human Head showed off a gameplay demo at various stage shows.

After E3, a few more screenshots were released and then suddenly Bethesda and Human Head went silent on the game. Prey 2 wasn’t heard of until March 2012 when rumours of its cancellation started to appear. Bethesda stated “no comment” on the matter until April 2012 saying this: “Development of Prey 2 has not been cancelled but the game will not be released in 2012 as planned. The delay is due to the fact that game development has not progressed satisfactorily this past year, and the game does not currently meet our quality standards.”
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The future of Prey 2 was uncertain and many fans believed it to be dead with no hope for the game left in sight. The reason for the “delay” was rumoured to be due to contact negations between ZeniMax (the parent of Bethesda) and Human Head. This meant work on the game completely halted in order to work out a new deal. However this new deal eventually fell through leaving Human Head with no resources and no IP to work on. Before Bethesda axed the project, a lot was already done.

Rhinehart remembers: “There was a ton of content created for different worlds, most if not all enemies implemented, a large set of weapons, gadgets, etc. A lot of missions implemented so we could play through the game and get a feel for pacing, which missions were working well, which possibly needed more work, etc. Typical balance stuff as you neared the end of a project.” The public did not hear of Prey 2 again until May 2013 when rumours began to circulate that Prey 2 was now being worked on by Arkane Studios, that pitched to Zenimax “a spiritual successor to System Shock”. This rumour was then confirmed in August 2013 by emails leaked by the publication Kotaku. Even more evidence appeared in May 2014 with leaked Prey 2 concept documents that showed how the project would have been much different from the original concept created by Human Head.

Later that year Bethesda vice president Pete Hines confirmed that Human Head version of Prey 2 has been cancelled as “It wasn’t up to our quality standard”. At E3 2016, Bethesda officially shown to the world the new Prey by Arkane, but it’s a completely different project from what Prey 2 was meant to be. Even with such a huge loss, Human Head studios are still alive: they helped the development of PC third-person multiplayer shooter Minimum in 2014 and the PS4 port of Dungeon Defenders 2 for Trendy Entertainment in 2015. They still stand by the quality of their projects and really wish the public could have experienced their lost version of Prey 2.
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Sabreman Stampede

Article by: James Alan Griffiths


Sometimes, upon completion of a long and arduous project, it’s not unusual to think back to the point at which you started and realise that the finished result is a million miles away, conceptually, from where you began. Sadly, Rareware's development team in charge of Sabreman Stampede - described as being 'like Grand Theft Auto with animals', an ambitious safari sandbox title with one of the company's earliest mascots in a playable role - would never be afforded the satisfaction of bringing a finished product to retail.

However thanks to snippets of information posted on the internet over the years, and some fascinating beta footage discovered retrospectively in the wild, we can try to dissect its slightly baffling development history. Everyone knows that Rare was the jewel in Nintendo's crown during the esteemed days of the SNES and N64 consoles. As a second party development team, they seemed to excel at making games that - in the opinion of many gamers of that era - exceeded the quality of even Nintendo games.
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If Super Mario 64 created a new era of polygon-based 3D platforming games, Rare's Banjo-Kazooie looked more beautiful, was jam packed with almost infinitely more things to do and collect, and contained a gallon of humour and personality. Similarly, 1997’s Diddy Kong Racing took the cartoon grand prix gameplay of the Mario Kart series and added a vibrant hub-world, adorable characters and a layer of adventure that won gamers over. Don't be fooled by the cuddly cast of anthropomorphic animals - this was by no stretch of the imagination an easy game, but if you were skilled enough to see the credits roll at the end, you'll have noticed the allusion to a sequel. It clearly stated the series was 'TO BE CONTINUED'.

Sadly, no direct sequel to Diddy Kong Racing was forthcoming, contrary to this apparently telling sign. Further games in the series seemed like a no brainer due to its success critically and commercially. Fans' hope for a second game in the DKR series was rekindled briefly when, at E3 2001, during a showcase of upcoming titles due on their soon to be released GameCube system, Donkey Kong Racing was shown in some extremely interesting pre-rendered footage. The game starred Donkey Kong, Taj the genie (who debuted in Diddy Kong Racing) and other members of Nintendo’s monkey family, riding atop jungle animals, rather than in go-karts.

Fans of the Donkey Kong Country series would recognise some of the animals from those game. Stampy the rhino makes an appearance as he speeds along carrying Donkey Kong on his back. Underwater and air based races were planned, involving Engarde the swordfish and Zinger the wasp, respectively. Then a seismic announcement would change gaming forever, and ultimately alter the direction of the game then known as Donkey Kong Racing. In the following year, Microsoft's controversial buyout and takeover of Rare would put an end to the exclusive Nintendo games, and that meant they were unable to use any Nintendo characters in future titles for Xbox.
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The Donkey Kong Racing project was dead, although over the years, Rare played a will-they-won’t-they game with fans who wrote to their website to enquire about what became of the title, most notably this response from November 2003: "As for a sequel to DKR, like you said, a couple of the major characters are out of our jurisdiction these days, so rather than attempt to do a straight sequel we might as well go for something with a different licence and a bunch of different characters... oh, hang on." Sabreman (pronounced sey-ber - it means quintessentially British - just like Rare!) starred in four games when Rare was a small company known as Ultimate: Play the Game.

Pre-dating their relationship with Nintendo: Sabrewulfe, Knight Lore, Underworlde and Pentagram appeared on systems like the ZX Spectrum, BBC Micro and Commodore 64, back before the home consoles we know and love. Dressed in explorer clothes and wearing a pith helmet atop his head, traversing a maze-like jungle environment was the order of the day in Sabrewulf, the first game in the series. The games were technically impressive experiences and as such regarded highly by those old enough to remember. Working with Nintendo characters, and busy creating their own intellectual property caused Sabreman to lay dormant until 2000 - quite literally.

A cameo appearance in that year’s Banjo-Tooie sees the player unfreezing the character from a block of ice. Symbolic! Sabreman the character now looked more like a typical explorer, with a grey handlebar moustache. This is how he would eventually be represented in Sabreman Stampede. A playable role in racing title Banjo Pilot and his a new title of his own followed, both for the Game Boy Advance. The latter, known as Sabre Wulf, combined top down gameplay similar to its predecessor and the 2D platforming of the Donkey Kong Country series.
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Concept art would give us an indication of how Sabreman would have ended up in Sabreman Stampede on the original Xbox. Drawings depict an upturned, crash-landed aeroplane, which potentially may have shown the games starting point or central hub area. Old nemesis Sabrewulfe is shown in early concept art, although it’s later been stated that he may not have made it into later builds of the game. It's clear from beta footage unearthed by Mundorare in 2008, what direction the game would likely have taken: set in a desert island-like environment with dense jungle forests and wooden huts inhabited by an indigenous populous. 

Sabreman would essentially tame animals using a number of tools and weapons at his disposal. The Blunderbuzz is shown in the footage, which is essentially a gun with a rope attached. Use the onscreen crosshairs as a guide and lasso creatures such as rhinoceroses, elephants and birds that would grant Sabremen the power of flight. Once you’re successful in hooking your potential jungle animal, players would enter into a mini game. Press the right buttons in the right order and that creature is tame and belongs to you. At this point you can use that animal’s unique set of abilities to complete certain tasks set by the island’s inhabitants.

A pretty good example of this is the elephant, which we see in the beta picking up and throwing huge logs with its trunk. Although this seems like a pointless activity in the existing footage, it’s not hard to see that these could be used to assist with missions involving buildings and fetch quests. Many of the gameplay elements and ideas were locked in, but as development continued, it was becoming more and more clear that the team were unable to flesh out these dynamics and tie them neatly into a game-like package.
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An anonymous Rare employee told Mundorare in 2008, "it was severely lacking in major features, [such as] the game's progress, story, main tasks/objectives, etc.” Another thing that hampered the game’s chances was the matter of timing. In 2005, Microsoft were gearing up for the launch of their second console, Xbox 360. With two Rare launch titles and an impending release date, it was an all hands on deck situation. The development muscle of the Stampede team was fully utilised to complete development for Perfect Dark Zero and Kameo: Elements of Power in time for the Xbox 360’s launch. Sadly, Sabreman Stampede would suffer as a result. Although the game was being ported from the original Xbox to the 360, it was officially cancelled in late 2005, four years since it was first shown as Donkey Kong Racing.

The Rare of today is hugely different to how the company were during their days as part of the Nintendo team. The Kinect sports games Rare would go on to create were regarded by many as a waste of Rare’s talents. Fears of a dark future for Rare were seemingly allayed by Microsoft at their 2015 E3 conference, where they announced ambitious looking pirate MMO Sea of Thieves. Sabreman’s animal taming, desert island jungle adventure will likely never see the light of day, but the character would finally make his Xbox debut in 2015. Rare Replay collects together 30 Ultimate and Rare games for the Xbox One to commemorate Rare’s 30th anniversary. As an important part of this story, the four Ultimate titles are featured. But even more interestingly, find all five jungle huts in Sabre Wulf and the player receives an achievement called Sabreman Stampede. This is a knowing nod to fans and further proof that, although the game was never finished, it still occupies a special place in Rare’s heart.
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Star Wars Battlefront 3

Article by: Andrew Borman


Following the release of Star Wars Battlefront II in 2005, Lucasarts immediately began planning a third game in their hit series. Eventually, they settled on Free Radical Design, the studio that was created by members of the Goldeneye N64 team from Rare, who went on to create the TimeSplitters series. Development of Battlefront III started for the Xbox 360, Playstation 3, PC, and Wii in 2006, with an initial release date of October 2008, although the game would never be officially announced to the public.

Communication between Free Radical Design and Lucasarts became strained when FRD began to miss deadlines, causing Lucasarts to delay payments to the studio. Rumors point to delays in FRD’s development of Haze, a Playstation 3 exclusive shooter, heavily impacting the development of Battlefront III, along with the fact that it was released to mediocre reviews even after all of the delays. Both Lucasarts and Free Radical Design pointed fingers at one another, blaming the other for the problems that plagued development.
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It was clear that the October 2008 date would be missed, with Lucasarts and Free Radical making changes to the design, so a new date of April 2009 being targeted, but that too would prove to be ultimately unobtainable. On December 18, 2008, Free Radical Design went into administration, effectively stopping all development. It was shortly after that fans got their first taste of Battlefront III, as an employee leaked a short trailer that was shown at the studio. The most tantalizing piece of footage showed that the player was able to fly from a ship on the ground of a planet through the atmosphere and directly onto a space cruiser, completely seamlessly.

This feature was requested by Lucasarts, and proved to be a difficult feature to implement properly. Other than this new feature, the gameplay would have followed the same online multiplayer team versus team focused missions from previous Battlefront titles, finally taking the series to the seventh generation of consoles. Fans were outraged that the game was cancelled, and began petitioning for Free Radical’s game. On February 4, 2009, Crytek announced that it had bought Free Radical Design. While fans were hopeful that the Battlefront project would live on, they would have to wait until June 2013 before they got their first look at a new console version of Battlefront, when EA announced that DICE was developing a new Battlefront reboot for Playstation 4, Xbox One, and PC, which was released on November 17, 2015.

As for the completion of Free Radical Design’s Battlefront III, Steve Ellis, Free Radical co-founder, initially proclaimed that the game was 99% complete. While he later corrected his statement to “97 percent or 98 percent,” in a statement to Gamespot, estimating “that we would close our 'must-fix' bugs with 3-4 weeks.” Other employees were less confident. In conversations with multiple employees who wished to be to remain anonymous, the consensus was that there was anywhere from 6 to even 9 months of development left, with optimization needed to keep things running smoothly and many balancing issues left to fix.
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While Free Radical Design was busy on the console and PC builds of Battlefront III, Rebellion Developments was brought in to creat DS and PSP versions of Battlefront III. This version of the game was released as Star Wars Battlefront: Elite Squadron. While the handhelds would be unable to run a straight port of the game that Free Radical Design was working on, Rebellion’s job was to adapt it for the platforms. Map layouts and the story remained largely unchanged compared to Free Radical’s version, following the story of two force-sensitive clones, X1 and X2, one of whom would turn to the dark side.

While the seamless ground-to-space feature would not be possible on the portable hardware, a version did exist on the platforms, with transition scenes between the planet and space. Sometime in either late 2011 or early 2012, an Xbox 360 development kit from Rebellion was recovered. On it was an early build of Free Radical’s Battlefront III from March 2008, given to the studio to help in the creation of Elite Squadron. In April 2012, PtoPOnline was able to obtain a copy of the build, releasing footage and screenshots of the game. The build was in rough condition, having not been intended for the public, with a framerate that dips to 1 frame-per-second at times due to the fact that it was heavily unoptimized.

The HUD was an early version, with the game missing cutscenes and some entire missions. It did, however, provide insight into the development process of Battlefront III that had gone mostly unseen. Within Free Radical, an almost-entirely separate Wii team was taking the foundation of Battlefront III and turning it into a port worthy of the Wii. Team members with knowledge of the game were impressed with the Wii version, which added new missions and motion controls that even some on the main Battlefront III branch wished they could implement. While Free Radical was busy trying to finish the game, they had started on another project for Lucasarts: Star Wars Battlefront IV. Very little was done on the game, with some concept work created, including a piece that showed a “What if?” possibility that was being considered for the game: what if Obi Wan Kenobi had fallen to the dark side following his exile?
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Little is known about Battlefront IV, but ground-to-space would remain an important feature for the game. In fact, the developers were creating concepts that would add yet another layer of action to the game, underwater. Free Radical’s Battlefront would not be the only attempt that Lucasarts made at reviving the series. Slant Six Games worked on a title called Star Wars Battlefront Online for Xbox 360 and Playstation 3, although it was cancelled when a 2010 release couldn’t be met.

Following this, Lucasarts themselves worked on a multiplayer focused game titled “Star Wars: First Assault” for the Xbox Live Arcade, but it was also canned when the studio was acquired by The Walt Disney Company. This was to be the first step towards a new Battlefront title, with another project, Version 2, possibly being that final step. Since Free Radical Design’s buyout from Crytek, some have remained in the company, while others have gone on to other studios, while others formed their own studios. Steve Ellis currently works at the studio Crash Lab, working on titles for mobile platforms.
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Strelka Stories

Article by: Luca Taborelli (monokoma)

Strelka Stories is a cancelled action adventure game planned for Playstation 3 that was in development by CyberConnect2 (Tokyo Studio and Fukuoka office), as a new chapter in their “Little Tail Bronx” series of anthropomorphic animal characters and fantasy floating world, composed of three main chapters: Tail Concerto (1998, Playstation), Solatorobo: Red the Hunter (2010, Nintendo DS) and Little Tail Story (2014, Android and iOS).

The series is not widely known to the main public and sales were not great, but thanks to its fun gameplay, light hearted animal characters and interesting world-lore (mixing Jules Verne-steampunk style technology, mechs, magic, Laputa style floating islands and airships) it has grown a cult following of fans in the last 18 years. Strelka Stories was originally announced in July 2010 when CyberConnect2 were celebrating their 15th anniversary and opened a teaser site for this new PS3 game, showing artwork featuring their usual anthropomorphic animal characters, a 19th-century fantasy town (feeling like something out of a Studio Ghibli movie, especially if you think about Sherlock Hound) and a space-conquering theme.
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Over those artworks, there are a series of sentences in Japanese that can be roughly translated as ““I will surely go to space, surely”, “To the children who depart someday”, “The world’s first man-made crystal power plant, it was built against the press-cutting international public opinion”, “This country was always engulfed in restless shadows” and “The road was collapsing, they gathered Strelka, a rocket engineer…”.

By reading these, we can speculate that Strelka Stories could have told the story of how the world of Little Tail Bronx became a series of floating islands and the efforts of its inhabitants escaping the collapse of their planet. The title “Strelka Stories” is also inspired by the name of one of the Soviet dogs used for suborbital and orbital space flight tests in the ‘60s: “Belka (literally, “Squirrel” or, alternately, “Whitey”) and Strelka (“Little Arrow”) spent a day in space aboard Korabl-Sputnik 2 (Sputnik 5) on 19 August 1960 before safely returning to Earth. […] Strelka went on to have six puppies with a male dog named Pushok who participated in many ground-based space experiments, but never made it into space.”

In November 2010, Impress Watch published an interview with CC2’s president and CEO Hiroshi Matsuyama where he shared a few more details on Strelka Stories: “Solatorobo was set in an imaginary scientific world, which targets the current generation of boys and girls. The content for this one [Strelka] will target ‘Adults who were once youths’. I believe those who like Gurren Lagann and Evangelion will enjoy it. We actually didn’t get approval of the project from a client or publisher. It’s a title that we started because we wanted to make it.”
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In December 2012, during a fan event for the 2nd anniversary of Solatorobo, Matsuyama said that they were still working on a new game in the Little Tail Bronx series, but he could have been talking about Little Tail Story and not Strelka Stories. The lack of a publisher for Strelka Stories is probably the reason why the game was never completed, with CyberConnect2 busy at work on other projects for which they were hired. In fact, the studio released many games for Playstation 3 and Xbox 360 (such as Asura’s Wrath, .hack//Versus and the Naruto Shippuden: Ultimate Ninja Storm series), but unfortunately it seems that Strelka Stories never found support and had to be quietly cancelled.

CC2 also planned a Tail Concerto sequel in the late ‘90s / early ‘00s, but it had to wait 12 years to be finally released (as the spiritual sequel Solatorobo), so we can assume that one day we could still see the ideas conceived for Strelka Stories in a new chapter of the “Little Tail Bronx” series. CyberConnect2 is a big company today, they are currently working on the Final Fantasy VII Remake for Square-Enix and opened a new studio in Montreal (Canada). In April 2016, Famitsu magazine published another interview with Hiroshi Matsuyama, in which he teased a new game codenamed “Project Venom” or “CyberConnect Creative (CCC)” (it’s not clear if the two titles are for the same game or for two different projects) a self-published digital shooter planned to be released the next year for PlayStation 4, Xbox One and PC. The artwork revealed in the magazine show a fantasy setting with characters similar to the ones seen in “Nausicaa of the Valley of the Wind”, but no space rockets, so we can assume that this will not be directly connected to the Strelka Stories concept.
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TimeSplitters 4

Article by: Sebastian Zavala, Conor Hutton


TimeSplitters 4 was going to be the fourth instalment in the cult-following First Person Shooter series developed by Free Radical Design, planned for PS3 and Xbox 360. Created by former Rare employees, previous TimeSplitters titles play like spiritual sequels to the most popular Nintendo 64 shooters (007 GoldenEye and Perfect Dark), with mission based single player and a fun multiplayer mode full of weird, funny and original characters. Sadly, Free Radical filed for bankruptcy on December 2008 and came under new management, leaving only 40 of the original 185 staff members employed.

The studio was bought by Crytek, the developers behind the Crysis series, and Free Radical changed their name to Crytek UK. Unfortunately, under Crytek's name TimeSplitters 4 was never seen again. The game was originally revealed in June 2007 by the Official UK PlayStation Magazine. However, a scriptwriter from the underrated TimeSplitters: Future Perfect, Rob Yescombe, stated that the systems in development for the game were "unsigned at the moment." An early logo for the game was a parody of the Gears of War icon, with a monkey head replacing the skull.

[image: timesplitterschip]


There was also some concept art for a monkey in Master Chief's armour. The developers also released some humorous pictures, for their website, of a monkey in a suit that was similar to a Big Daddy’s from Bioshock. It was because of these images that people began to expect more in-game "potshots" at those games in TS4. After Free Radicals' demise, the next time we heard anything about TimeSplitters was on November of 2010. It turned out the worst had come to be: Crytek UK was actually discussing whether or not releasing a fourth TimeSplitters game was even worthwhile.

Although at the same time other senior members at Crytek were talking to publishers"‘over the possibilities of a new TS." On June 2011 a source, from within Crytek, leaked some new information to VideoGamer.com, which was that they were working on a next-gen game, which would utilize DirectX 11. It was heavily rumoured that the game in question was going to be a revival of TimeSplitters 4, and the ‘next-gen’ platforms probably would have been the PS4, Xbox One, and possibly the Wii U. During July 2011 an article, in the Official PlayStation Magazine, claimed that the fourth instalment of TimeSplitters was indeed coming: "Gun-wielding monkeys are making a comeback! A fourth TimeSplitters title is to be announced soon.”
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September 2011 rolled around and yet another article regarding TimeSplitters appeared, this time on the review website Cinema Blend. In the article Tristan Reidford, the Lead Programmer from Future Perfect, revealed that the game was cancelled for good and gave the following reason: "Future Perfect didn't perform as well as expected in the shops. Although fun to make, without stellar sales figures a further TimeSplitters game was going to be a tough one to sell to publishers. James Cunliffe, Future Perfect’s Lead Animator, also gave a reason for the game’s cancellation when he said: "I think we just felt that the franchise was well-received but we had other things we wanted to try before going back to it. We weren't in any particular hurry to rush into TimeSplitters 4."

During April 2012 a representative from Crytek confirmed that Timesplitters 4 was "not in development". When June 2012 came around Cevat Yerli, from Crytek, stated: ”Look, I wish we were working on it. The thing with TimeSplitters is, if we made a sequel to TimeSplitters, nobody would accept this apart from some fans, and we don't know how big the fan community is unfortunately." Even if it was never officially announced, TimeSplitters 4 was not only planned for the PlayStation 3 and Xbox 360 but also for Nintendo’s Wii. The Wii version would have been “down-sized” with many new gameplay elements, which utilized the console’s unique controls.
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While most of Free Radical Design’s staff was working on the bigger PS3 and Xbox 360 versions, only a small team was responsible for the Wii game. "I'm sure it's possible to do a control scheme that works," David Doak (one of the founders of Free Radicals) added, when asked about his thoughts on developing a first-person shooter for Wii. In late 2012 a group of fans were granted permission to create a TimeSplitters fangame using CryEngine 3. According to Michael Hubicka, the project lead, their end goal was to create a revival of TimeSplitters. It turned out that some of Free Radical Design’s original team members were going to help with building this fan project.

The game is going to be called "TimeSplitters Rewind" and they want to use elements from all three of the previous games. The team didn’t have Crytek’s permission to use CryEngine 3 from the get-go, in fact permission was only granted after 75,000 TimeSplitters fans signed a petition to make it happen. While CryEngine 3 could make the game look a lot prettier the team actually also had permission to use a lot of assets from the first three games and said they "didn't plan on fixing something that isn't broken.” In other words they would try to make Rewind look and feel as similar to the first three games as they could despite the fact that they had a slick new engine.

The game is still in development and the plan is to release it on PlayStation 4 and PC; Nick Button-Brown (general manager of games for Crytek) said: “TimeSplitters Rewind is a fantastic initiative that Crytek continues to support”. We will never play the original Time Splitters 4 for Xbox 360, Playstation 3 and Wii, but at least TimeSplitters will not be forgotten by its hardcore fans.
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Urchin

Article by: Luca Taborelli (monokoma)

Urchin is a cancelled “dark” adventure game that was in development in 2005 / 2006 at Rare for Xbox 360. A few pieces of concept art from this lost project were first revealed by former Rare artist Ryan Firchau at the “Nordic Game Conference”, held in Malmö in Sweden in May 2008. While details are scarce, it is known that Urchin was being developed by the same team that was responsible for Conker: Live and Reloaded on the original Xbox, led by Chris Seavor, the “dad” of Conker.

During this time it seems that Urchin was already in its initial concept phase as one of the multiplayer bots used in the final version of Live & Reloaded is called “Urchin Pig Girl”, a name that is related to the main character of Urchin, a little girl named Lilith, and her pig / boar pet that can be seen in a concept art. During an interview with Eurogamer Chris Seavor remembers that: “We did the thing Molyneux said he was going to do with the dog in Fable. We had already done it with the pig in that it was also the thing that was your manual, the in-game help. He would tell you stuff and say, oh, that’s interesting, what’s over there? And off he’d run. It worked really well.”
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The game would have had some controversial thematic, as had already happened with the original Conker: Bad Fur Day, but Chris was able to successfully pitch the project to Rare and Microsoft: “Yeah. I wanted a change and I asked them. They said, okay, we’ll get back to you. That’s when I started Urchin, which was a dark fairy-tale from the point of view of a character who was the baddie rather than a good character. It was in the mould of Fable. The hook was, it wasn’t about whether you were good or bad. It was about how bad you were. But it was moral in that badness is down to your point of view, which is how I managed to get it to work in terms of problems parents might have with it.”

After Live and Reloaded was released in June 2005, the team helped to finish Perfect Dark Zero for Xbox 360’s launch in December 2005 before regrouping as the “Conker team” again and starting to work on their project for the new console. Urchin was going to be set in a dark-fantasy world, filled with monsters like werewolves and zombies, in which Lilith had to fight and solve puzzles with the help of her pig companion, complete quests for NPCs and explore mysterious environments.
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As wrote by Chris Seavor in an interview with Rarefanbase: “Urchin had a ton of concepts done, some design, and the whole story arc figured out… I’d planned it as 3 games, each with a cliff-hanger ending”. The game used a combat system called “Dirty Fighting”, as Lilith was just a little girl she had to use tricks and traps to be able to defeat enemies, for example kicking her opponents in the balls or by using different devices and the environment to make surprise attacks.

An example of its “being bad” gameplay mechanics can be seen in one of the planned quests: “When you killed the princess and ripped open her guts to get her heart, which was one of the quests, on the face of it, it looked like you were quite a bad character, but in reality you’d then find out the princess was an evil vampire character who was killing local girls. That was an example quest. That’s how we managed to pitch it so it was all right with all the ratings people. That would have been quite good. It was certainly different.”

After about 8 months of prototype work on the Xbox 360, Urchin was stopped as Microsoft was not interested in the project anymore and the “Conker team” was asked by Rare bosses Chris and Tim Stamper to work on a new, mature version of Perfect Dark. After working on another cancelled horror game known as "Ordinary Joe" and then helping with development of Banjo-Kazooie: Nuts & Bolts and Kinect Sports, in 2011 Chris Stamper was fired from Rare along with many other artists after a company restructure. Chris later started his own indie studio "Gory Detail Limited" developing "The Unlikely Legend of Rusty Pup", a dark platformer game for Nintendo's Wii U and 3DS.
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Nintendo Wii Games You Will Never Play

Article by: Jade Avis

The Wii was the fifth console developed by Nintendo, released on November 2006 with an original feature: players could use the Wii Remote as a motion controller, to play games with physical gestures. The GameCube was a “stereotypical” console compared to the Wii, with hardware very similar to the PS2 and Xbox, making it harder for Nintendo to stand out in a crowded market. Something different was needed to succeed against such powerful competitors.

When the “experimental” Nintendo DS won against the more traditional PSP, Nintendo understood that the "alternative road" was the right one and their "Revolution" (as the Wii was known before its official presentation) could have a similar success in the home market. They likely did not expect such huge success, but Nintendo were able to create something different to reach a new audience.

While many “hardcore” games were released on the Wii such as Monster Hunter Tri (2009), Sin & Punishment 2 (2009), Xenoblade (2010), Mad World (2009), Muramasa (2009) and fan favorite Nintendo franchises such as Mario Galaxy (2007), Metroid Prime 3 (2007), Mario Kart Wii (2008), Super Smash Bros. Brawl (2008) and Zelda: Skyward Sword (2011), the console was especially appreciated by the casual audience thanks to titles such as Wii Sports (2006) and Wii Fit (2007).

Because of this, many third party game companies such as SEGA and Namco and Capcom also created casual games for the console. However, many of these games sold poorly and were given negative reviews as most casual gamers were happy enough playing Wii Sports again and again to buy something else, creating a difficult situation in which even with a huge market to sell games to many studios were not able to gain profit from Wii games.

The original Wii console was discontinued on October 2013, but the Wii Mini (2012) – a smaller and cheaper version of the hardware – is still being sold. In total the Wii has shipped more than 101 million units worldwide. As of December 2015, there have been more than 1700 games published for the Nintendo Wii and only one hundred of them sold over a million copies.

When developers found out that the Wii was not a profitable platform to easily sell their games many projects were cancelled or released with changes and downgraded features. In the next few pages we’ll analyze some of the most interesting lost games once planned for the Wii.


Cosmic Walker

Article by: Luca Taborelli (monokoma)

Cosmic Walker is one of the most obscure cancelled games that was in development for the Wii. At Nintendo Fall Conference 2008 they displayed a video reel full of upcoming Wii games planned for the system, like Punch Out Wii, Sin & Punishment 2 and Another Code R. Along with these released titles, shown for the first time there was a short video for Cosmic Walker, a curious space simulation game that would have been published by Nintendo and developed by Gaia, the studio created by former Atlus co-founder Kouji Okada.
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Apart from those few seconds of footage, no information was published about what this game was about. After its initial reveal in 2008, Cosmic Walker was only shown as a “coming soon” title in to-be-released lists for the Wii, but from January 2010 onward even the title disappeared from every list of upcoming Nintendo games, and in October 2010 Gaia’s official website ceased activity, and the studio seems to have been closed. Cosmic Walker was never officially cancelled, but with the vanishing of Gaia it was clear that Nintendo would have not released the game.

Even with nothing to really know how Cosmic Walker would have been played, fans and gaming websites tried to speculate what it could have been about. IGN published a story in 2009 with a detailed analysis of the few images and footage, concluding that the game would have been an exploring simulation game similar to the Endless Ocean series (in which players were able to freely explore the ocean, photographing fishes and finding hidden underwater places), without any combat: “The Astronaut shown in the screenshots and video has a health and air meter and carries what appears to be a gun-shaped tool which is assumed to be for doing repairs. The character also makes use of a grappling hook device and is seen doing space walks outside his space vehicle/station. Since the images and videos shown feature no enemies or other characters, it appears that there was to be no combat in the game and gameplay would mainly feature exploration and repair work.” 

[image: cosmicwalker1]


The quiet cancellation of Cosmic Walker is even sadder when thinking about past games that Kouji Okada was involved with, as the Shin Megami Tensei series, Folklore, Maken Shao, Maken X and the first two Persona episodes. If Cosmic Walker would have had the same kind of characters and story of other games in Okada’s resume, plot-wise we could have had one of the most intricate and weird space-adventure games ever conceived. Unfortunately Gaia closed down with only a few released games: Monster Kingdom: Jewel Summoner (PSP, 2006), Coded Soul (PSP, 2008) and Sword & Poker (iOS, 2010). It’s currently unknown whatever happened to Kouji Okada and if he’s still working in the videogame industry.
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Jet Set Radio

Article by: Sebastian Zavala


In 2006, Kuju Entertainment, with the help of concept artist Corey S. "Rey" Lewis, created a pitch for a new Jet Set Radio game, that would have been developed for the Nintendo Wii, and tried to propose the project to SEGA. Unfortunately it seems that SEGA was not interested in Kuju’s concept and so the game was never made.

The Japanese company said they were not interested in making a new Jet Set Radio for any console, leaving Jet Set Radio Future as the current version of the series. Only a few pieces of concept art remain from the JSR Wii pitch. Lewis posted some of them on March of 2008, although he listed the artwork for characters Beat, Gum, Tab and Professor K as dating back to 2006.
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He also wrote "Unfortunately, the JGR pitch didn't take”, but there was never an official announcement on the project’s cancellation, or any information on whether development was carried on. The aforementioned Kuju Entertainment actually comprised a number of studios, including Zoe Mode, Kuju America, and DoubleSix, among others. Kuju London, which specialised in Wii development, eventually changed its name to Headstrong Games, revealing that it had an unannounced Sega title in the works (the studio's previous titles include the Battalion Wars series for Nintendo).

After this proposed Jet Set Radio title was cancelled, the team developed the excellent House of the Dead: Overkill for the Wii, Silent Hill: Downpour for PlayStation 3 and Xbox 360. Their latest game, developed as Headstrong Games, is Disney Art Academy for the Nintendo 3DS. Jet Set Radio was lastly featured in Sonic & All-Stars Racing Transformed, where Beat and Gum are playable characters.

While Sega is not interested in making a new game in the series, indie studio Fusty Game is currently working on a similar game to JSR, with their project “Hover: Revolt Of Gamers”. Other fans of the series created www.jetsetradio.live, a streaming radio inspired by JSR and are currently working on Project Beat, a remake of Jet Set Radio Future for PC.
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Kid Icarus

Article by: James Alan Griffiths


Icarus is a character from ancient Greek mythology. His father was master the craftsman Daedalus, who created a pair of fully functional wings to escape from Crete, fashioned out of wax and old feathers. Icarus took to flight very well and was seemingly unstoppable as he performed stunt plane - style maneuvers (probably) and revelled in his ability. Like every decent dad, Daedalus warned his over-confident offspring to be careful where he was flying. Plot a steady course that was halfway between sea and sky.

However, Icarus’ excitement caused him to fly too close to that big ol’ ball of burning gas we call the sun, and the wax holding the wings together melted, causing - quite literally - a fall from grace for Icarus, who fell into the ocean below and subsequently drowned. The character of Pit, from Nintendo’s long running but neglected Kid Icarus series, bears little in common with his mythical game-namesake, apart from his image of a young protagonist with wings, but the tale has very obvious similarities with the real-life tale of how Factor 5, onetime Nintendo bestie, would almost create a title in that series.
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If the developer were Icarus himself, then Nintendo was the sensible father Daedalus, hovering in the peripheries calmly telling their son to just calm down and fly straight. Kid Icarus Wii's first etching into public consciousness was the news broken by Internet gaming giant IGN. They reported that a brand new game in the series would be announced at the 2008 E3, developed by none other than former Nintendo buddies, and developer of a series of highly-lauded licensed Star Wars titles, German studio Factor 5.

Reviving one of Nintendo's long dormant game series, Pit skipped three generations of Nintendo consoles, his last outing being all the way back on the Game Boy, seventeen years previously, in Kid Icarus: Of Myths and Monsters. Nintendo seemingly found it hard to evolve the series beyond the 2D platforming and shooting that was prevalent on the two games that had at that point been released. After a degree of success with their Rogue Squadron series on the N64 and GameCube, partnering with Nintendo to bring the games with exclusivity to those platforms, Factor 5 would go on to moonlight with both Microsoft and Sony, creating system exclusive Lair for the latter.

Their pitch for a long awaited Kid Icarus sequel would end up becoming one of their last forays into gaming. Because of the advancement in home console technology since the last Kid Icarus game, Factor 5 were presented with a blank canvas and had a pretty free reign over how they were going to present a more modern Pit to Nintendo gamers. Concept art was drawn up, and a prototype was created that utilised Factor 5’s in house engine. The game was purportedly an open world game where traversal either on foot or using Pit's power of flight could be utilised at any point during gameplay.
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In the original 2D iterations, Pit could only hover for a brief moment, but the intended sandbox would afford players the ability to take to land or sky at any point, seamlessly collecting a series of then-unspecified items. As expected from a game this early in development, plans drawn remained in a constant state of flux, but the ideas the developers presented all conformed to a theme darker than those in the previous games. As development progressed on paper, the team referred to the project simply as Icarus - the 'Kid' prefix discarded in an effort to denote the passing of time between the previous games. Various character art represented an older, sometimes gnarled Pit, battle scarred and looking for a fight, like he had seen some pretty bad stuff. 

Story scenarios depicted Pit as a sort of fallen angel, cast out by his leader Palutena. Interestingly, some of this art showed Pit brandishing what would later become his trademark weapon, two curved swords that, when joined in the middle, become a bow from which to fire arrows. Whether this addition was created in house by Factor 5, or suggested by Nintendo is unclear. According to reports from various sources within Factor 5, Nintendo was initially keen to allow free thinking towards what a modern Kid Icarus title could be, and these ideas were clearly radical and perhaps different to how the platform holder intended for the franchise.
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A lot of resources were evidently placed in the project, Factor 5 working hard to create something that would meet Nintendo’s approval. The darker image for the game included the same enemies as the previous 8-bit games, but with a similarly darker style. Around this time, Pit would make his debut in Nintendo’s fighting series Super Smash Bros, in the series’ third entry, Brawl, also on Wii. The character model used in this game was more akin to the way he features in the NES and Game Boy games, very clearly still a kid. Looking at the work Factor 5 was doing with Kid Icarus, Nintendo clearly wasn’t happy and sent Factor 5 the Brawl model, in an attempt to get them to use this rather than the adult Pit.

Although they toyed with the idea of using the younger version of the character alongside his future self, the development team behind Icarus ultimately decided not to pursue this idea, their intention being to continue with the original vision for a more mature, gritty title. Sadly, this is where the project started to unravel. What Factor 5 saw more as friendly suggestion could have been more of a friendly demand on Nintendo’s part, the platform holders reportedly being disappointed that Factor 5 declined to utilise the assets they provided.
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With the relationship between the two companies probably soured and Kid Icarus' Wii outing grounded, Factor 5 would sadly close their doors in May 2009, their final project being a cancelled Superman game that would never come to fruition. Pit would of course take flight again in the 3DS title Kid Icarus: Uprising, created a lot closer to home by Smash Bros series director Masahiro Sakurai, which was true to Pit's Smash Bros revival, and conformed to a Saturday morning anime feel that Nintendo were clearly more comfortable with.

Had Icarus been approved by Nintendo, it's easy to speculate that Factor 5 may have been trusted with other Nintendo franchises and may have become a western second party developer of a similar ilk to Retro Studios. But because of artistic integrity and over ambition, they would metaphorically be destined to burn and free fall into the sea, following a flight path that was clearly too close to the sun. Father, of course, knows best.
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Knight Wars

Article by: Conor Hutton


Ever want to ride around in a Wii game completing tasks in a Medieval England for none other than King Arthur? If your answer is yes then you would have been very happy in 2006 or 2007 when Kuju London (Battalion Wars and Battalion Wars 2) was working on one such game. However, you’ll be disappointed to hear it was subsequently cancelled.
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The game would have been a medieval real time strategy spinoff of the Battalion Wars series in which the player would have controlled tens of thousands of troops. The gameplay probably would have been similar to that of Battalion Wars, which contained elements of both third-person action and real time strategy, and also allowed the player to switch between any unit at any time.

The troop types would have ranged from simple cavalry men to magicians. Neil Petty, a concept artist who worked on the game, has put some of his concept artwork for Knight Wars up on his website. The artwork mainly concentrates on Viking settlements which indicates that Vikings may have been an enemy type or playable faction in the game.

That’s pretty much all we know about Knight Wars, as it was cancelled in 2007, probably because Nintendo decided to shift its focus and resources from the real time strategy game to more casual and accessible games like Wii Fit. Another possible reason for Knight Wars’ cancellation is that Nintendo might have wanted Kuju to concentrate on Battalion Wars 2, because an already established IP is more likely to sell than a new one.
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Mario Spikers

Article by: Liam Robertson (Tamaki)


Super Mario Spikers is a cancelled volleyball / wrestling hybrid game, which was being developed by Next Level Games; makers of the Gamecube title, Super Mario Strikers, and its follow-up, Mario Strikers: Charged. It was planned to be developed for the Nintendo Wii, but never made it far past the initial phases of conceptualisation. In 2007, Mario Strikers: Charged was released on the Nintendo Wii and was met with both positive reception and commercial success.

Pleased with Next Level’s work, Nintendo allowed the developer a larger budget to tackle its next project; as well as a greater level of creative freedom with their characters. A former artist at Next Level Games spoke to us about the project: “It was a wrestling/volleyball hybrid with a game show slant. It was never released and was financed as more of a reward to Next Level for doing such a great job on MSC”.
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The core development team at NLG didn’t begin fully working on Spikers until 2007, but the company’s artists had already been drafting new ideas for future Mario sports games throughout 2006, alongside work on Charged. Concept artists worked intermittently on the project until Strikers: Charged was nearing completion. It was around the end of 2006 that Next Level’s heads settled on their new direction from early renders created in September. Towards the very start of this project, the developer went back and forth on various names for the game. Its initially proposed title was simply ‘Mario Volleyball’; we assume to associate it with Nintendo’s other Mario sports titles at the time, such as Mario Golf and Tennis.

Although the game would eventually evolve into a hybrid of wrestling and volleyball, in the beginning, it started off solely as a relatively simplistic volleyball title with Mario characters. It was when more employees began to transition into Mario Volleyball that its mechanics and ideas became more fleshed out and the decision was made to add the twist of wrestling, among other things.

Once the project had begun to shift further and further from the realms of standard volleyball, the team opted to rename it ‘Super Mario Spikers’; a clear reference to their previous Mario sports productions. The significance of Next Level Games adding wrestling to one of their games like this will not be lost on those thoroughly versed in their back catalogue. Between 2004 and 2005, they were developing a WWE game with sci-fi and fantasy elements called ‘WWE Titans: Parts Unknown’.
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An anonymous contributor close to the Spikers project described this game’s influence on it: “Between the contact sport part of Strikers and some of the work that was done a couple of years before on an unreleased wrestling game, it came as a pretty natural progression”. The wrestling mechanics drew upon NLG’s experiences with the title, which was a more stylised, cartoonish version of WWE to begin with. We have been fortunate enough to recover some of the animations made for the wrestling moves in Mario Spikers, discovered in a reel put together by a former Next Level animator.

As we can see in the short footage, the combat system incorporated special moves made up of established wrestling maneuvers. For instance, in one clip, we can see a Yoshi performing a pile-driver attack. In another, Waluigi stomps on Mario’s stomach, who is grounded, laying on his back. Unlike the Strikers games, which played out almost exclusively in a selection of large football stadiums set around the Mario universe, Mario Spikers had a slightly more varied collection of environments proposed for it. In one of the level concepts, we can see a huge wrestling arena, the setting of a match between Mario and Wario.

The massive crowds are populated by smaller Mario characters, including birdos, shy guys and the piantas from Super Mario Sunshine. On the other side of the spectrum, some of the stages put forward took place in comparatively smaller areas and took inspiration from TV game show sets. Each one of these was planned to sport its own unique environmental gimmicks, such a carnival wheel which would introduce random effects into play based upon where it landed.

Ultimately, Super Mario Spikers was never greenlit by publisher, Nintendo. The project was pitched to the company’s higher ups, but was declined because it was felt that certain aspects of its premise clashed with the company’s code of honour. Work on Spikers ceased altogether in 2007 and Next Level Games instead went on to develop other Nintendo projects, including Punch-Out!! and a Metroid 3DS prototype. It is possible that a very early, playable prototype of the game was created for Next Level’s pitch, although any images of one have yet to be found.
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Project HAMMER

Article by: Sebastian Zavala


Project H.A.M.M.E.R. was an action-adventure beat ‘em up game for the Wii, which was being developed by Nintendo Software Technology Corp. The team's other projects included Metroid Prime Hunters for the Nintendo DS, 1080° Avalanche and Wave Race: Blue Storm for the Nintendo GameCube. The game was supposed to cater to more “serious” gamers for the Wii, making use of a gritty tone and focusing on destructive action. Project H.A.M.M.E.R.’s story was uncharacteristically dark for a Nintendo game and a lot of time and resources were put into it. The game’s protagonist, cyborg M09, was the creation of a secret government program named “Project Hammer”.

[image: projecthammer2]


Set in the near future, the United States was being invaded by killer robots, and the military was struggling to contain them. M09 and his mentor, Natasha Mintz, are called upon to save the country. Equipped with a giant, powerful hammer, the cyborg hero is tasked to face off with a group of villains who are cyborgs very similar to him, and to discover their secret plot against the USA’s government. Even though the story wasn’t the main focus of the game (similarly to other Nintendo titles), it had been fully developed, and Nintendo even hired Silver Ant, a third-party animation company, to produce the cut-scenes.

In the end, only the introduction was completed, because of the failure of the project. Nevertheless, Silver Ant was again hired by Nintendo to produce the intro cutscene for the Wii’s Mario Strikers Charged. Gameplay wise, Project HAMMER was quite simple. It was to be a beat ‘em up, in which the player controlled M09 smashing his way through waves of enemy robots, with each level ending in a boss fight. Players could lock-on to enemies using the pointer; they could swing the Wii Remote to use the character’s hammer or flick it to use a spin attack; they could point it upwards and thrust it to impact the ground; standard attacks were performed by tapping the “A” button, and a charge attack could be done with the “Z” button. M09’s attack and defence were to increase as one progressed through the game; Project H.A.M.M.E.R. had a very basic leveling-up system.
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The game was first revealed at E3 2006, but later vanished from future showings and faded into obscurity. Nevertheless, the initial concept of the game was quite different to what was revealed in that event. NST was, in the beginning, trying to make a “Westernized” version of a Dynasty Warriors game, their own take of the formula. They wanted to produce a title in which players battled through giant waves of enemies, which the occasional fight against a similarly-matched warrior to the protagonist.

Even though most Nintendo titles are created with gameplay first in mind, Project H.A.M.M.E.R.’s (and NST’s) first mistake was to create the tone, characters and world-building first. Rumours began circulating in mid-June 2007 that the game had been cancelled, and that the team had began developing other titles. Nintendo confirmed at E3 2007 that development had been put on hold. Beth Llewelyn, senior director of public relations at Nintendo of America, stated that, despite the game not being a priority to Nintendo at the moment, it was still possible for it to come back in the future.
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In 2009, though, a report was revealed stating that Project H.A.M.M.E.R was officially cancelled due to creative internal conflicts at Nintendo Software Technology. Apparently, despite the fact that the game was quite far along, it simply wasn’t fun. Hence, both the development team and studio management agreed that something needed to be done. Unfortunately, the two groups just didn’t get along and disagreed on many topics; the development team wanted to make the core mechanics more entertaining, while the management wanted to completely change the game’s environments (emphasising their destructibility).

The two groups continued having disagreements while the game’s development moved ahead. These troubles caused many team members to simply leave the project; the head designer was fired (and blamed by the management for the project’s failure), and the managers actually ordered a visual overhaul of the game. The developers, naturally, tried to comply, but management was never satisfied. This dissatisfaction, lack of communication, and lack of a clear vision of the title (at one point, management even considered releasing a casual version of Project H.A.M.M.E.R to be called Wii Crush, which emphasised the motion control-based hammer controls and nothing else) caused the game to simply disappear.

Nintendo spent an excess of $1 million on the project (quite the waste), resources were shifted to other projects, and nowadays, Nintendo Software Technologies is relegated to making small digital games (their most recent title was Mario vs. Donkey Kong: Tipping Stars and they even assisted in the creation of the Google-powered app Wii Street U), instead of important contributions to Nintendo’s software lineup.
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Red Faction: B.E.A.S.T.

Article by: Conor Hutton


Red Faction: B.E.A.S.T was a third person action game in development exclusively for the Nintendo Wii. It was a spin-off of Red Faction and would have been the fourth game in the series, but that place was taken by 2011’s unsuccessful Red Faction: Armageddon. B.E.A.S.T was cancelled when its publisher THQ was going through corporate reconstruction.

It was in development at Locomotive Games who had previously worked on one other title for the Wii: Destroy All Humans! Big Willy Unleashed. Locomotive Games was shut down in 2008 and on the 13th of November 2012, publisher THQ filed for bankruptcy, closing its doors forever and putting a permanent end to B.E.A.S.T’s chance of ever being revived. As for gameplay, all we really know is that it was going to be a third person shooter designed around the Wii remote and would have made use of Wii MotionPlus technology.
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The cover system would have been similar to the previous game in the series, Red Faction Guerrilla, and shared some similarities to the popular Gears of Wars series. The game was being developed on a new engine that was tailored specifically for the Wii but would have used the series’ iconic Geo-Mod capabilities. Geo-Mod allows players to use weapons and vehicles to destroy and modify the environment and buildings, which could be damaged to the point of collapse. On the 15th of January 2008, some employees at THQ leaked a trailer and some screenshots of the game. Up until then, the game had not been announced.

All of these screenshots and the trailer are available on the Unseen64 website. An analysis of the trailer reveals some more information about the cancelled game. While the video is of a low quality, it demonstrates some impressive lighting effects (for the Wii). Some scenes in the video were during the day and others at night suggesting the game would have featured a day-night cycle. The engine shows off some of the engine’s capabilities with explosions, as well as reveal that the player character would be a male, but does not give his name and shows off two other character models: an enemy and a non-player male.

It also shows off the exterior and interior of a model for a Military Transport Garage, implying that the player could explore indoor, as well as outdoor, environments. Lastly, the video shows off the models for a large solar array and a normal one, perhaps this is hinting that alternative energy sources would have been a theme in the game.
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Sadness

Article by: Conor Hutton

Sadness was one of the first games announced for Nintendo’s Wii, when the console still went by its codename Revolution. It was officially announced on the 7th of March 2006, along with a live action concept trailer which attempted to demonstrate the Wii Remotes potential. The game was being developed by Nibris, who in their lifetime as developers only released one game, Double Bloob, but they were behind other cancelled games such as The Children of the Night for the DS and Raid of the River for the Wii and DS.

Nibris worked in collaboration with Frontline Studios, who worked on the game’s programming, and Digital Amigos, who worked on the game’s visuals. The teams were using the Gamebyro engine to develop Sadness. The game gained some positive attention for its black and white graphics with a gothic horror art style and its use of physiological horror over gory violence. The physiological horror would have dealt with themes such as narcolepsy, nyctophobia and paranoid schizophrenia. Set in pre WW1 Ukraine, the story would have revolved around Maria Lengyel, a Victorian era aristocrat of Polish-Hungarian descent.
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After their train to Lviv derails in the countryside, Maria has to protect her son Alexander who was blinded by the accident and was beginning to exhibit increasingly strange behaviours. In an attempt to make the player feel like they were actively participating in the game and not just going through the motions, it would have featured a branching storyline which was influenced by player actions and concluded in one of ten endings.

The enemies in the game were to be based on creatures from Slavic mythology such as the werewolf or likho. Nothing else is known about the story and there is very little known about the gameplay either. We do know that Nibris wanted to use the Wii Remote in innovative ways, for example using it as a torch and waving it to scare off rats. Nibris was also aiming for open ended interactivity between the player and objects in the world, for example anything that could be picked up could be used as a weapon, such as a beer bottle or a chair leg. To further increase the feeling of being immersed in the world Nibris opted to leave out a HUD and in game menu.

The game’s composer, Arkadiusz Reikowski, also released thirteen tracks from the unfinished game and the track titles may help shed some light on some of the game’s features and locations. One track is called “Crawlers,” which is probably the name of an enemy type in the game. A track called “Runaway” could be named after a fast paced chase sequence in the game, while a track called “The Mines” probably would have played during a level set in a mine. Another track called “The Puzzle” probably would have played in the background during puzzle solving sequences. It was mentioned earlier that the game received some positive attention for its art direction and themes, but it also received negative attention because no gameplay footage was released to the public, which made people doubt Sadness would make its Q4 2007 release date.
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Things only got worse for Sadness when Frontline announced that they had left the project due to artistic differences, and then Nibris stated the game was to be delayed until 2009. In both June 2008 and September 2009, Nibris claimed that the game was still in development but it lacked a publisher so as of then the game was in development hell. Destructoid stopped covering the game because they began to doubt it even existed in any form when Nibris failed to show at GDC 2008. N-Europe interviewed Adam Artur Antoliski, an ex-Nibris scriptwriter, in May 2009 and he said that disputes over game design led to constant failures to meet deadlines. When he was asked about Nibris’ announcement that they would appear at E3 2009 he said “Nibris always was better at promoting than making anything.”

In the end Nibris did not even appear to promote at E3 2009 and Sadness missed its autumn 2009 release date. In February 2010, Nibris closed its official website and then on April 5th the game’s composer, Arkadiusz Reikowski, released some unfinished tracks from Sadness to the public and revealed that the game was officially abandoned. In October 2010, Nibris transformed into a coordinator for the European Centre of Games and all of its projects were handed over to Blooper Team. As this article has demonstrated, ever since Sadness received its initial positive feedback, it has been on a complete downward spiral right through development hell and into total cancellation.

However, Sadness did have a small glimmer of hope in 2014 when, on May 20th, Nintendo Life published an interview with indie developers Randy Freer, of HullBreach Games, and Jeremy Kleve, of Ctulhi Games, who claimed that they had acquired the Sadness IP. They said they were going to use the Unity engine to redevelop the game for a 2016 release on the Wii-U. Unfortunately for Sadness, its revival was short lived. In fact, it only lasted for a day due to the two developers taking back their claim and saying that they failed to secure the IP.
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Wave Race Wii

Article by: Liam Robertson (Tamaki)


In 2009 Nintendo Software Technology, some of the developers behind Gamecube launch title Wave Race: Blue Storm, were attempting to get a new entry in the Wave Race series into production for Nintendo’s Wii console. The project began midway into the year, in the aftermath of their previous Wii title, best known as ‘Project H.A.M.M.E.R.‘, which was shut down after a tumultuous development of 5 and a half years.

‘H.A.M.M.E.R.’, which had evolved into the more casually oriented ‘Wii Crush‘ by the end, was a costly misstep for both NST and Nintendo at large. Not only was the financial toll reaching into multiple millions of dollars, the company lost over half of its entire workforce during a staff exodus. Understandably, the ordeal left NCL with trepidations about entrusting NST with another large scale project, but a small team of developers at the company remained optimistic that the subsidiary could still see a resurgence.
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They proposed creating a new game in the Wave Race franchise for the Nintendo Wii, which would have taken the series to new territory with the introduction of motion control. The project was lead by experienced NST engineer, Yoon Joon Lee, and designer, Rich Vorodi. The two were previously a part of the last Wave Race game, Blue Storm. Partnering with engineer / programmer, Jonathan Bryant, they began to develop a test prototype to present their ideas to Nintendo’s higher ups. At the heart of the concept was an experimental, new control scheme, which revolved entirely around the motion sensing tech of the Wii remote.

Users would hold the controller in a horizontal position with both hands over its face, emulating the handlebars of a jet ski. Tilting left and right steered the direction of the watercraft, while twisting it forward and backwards controlled acceleration. The device would vibrate when the virtual handlebars were tilted to their furthest limits. By connecting a Wii balance board peripheral, it was possible to add an extra dimension of control to the game.

[image: Wave-Race-Wii-Pitch-Patent-Concept-Wii-Remote-Nunchuck]


Applying pressure to either side of the board would enable the player to perform sharper turns to help negotiate more trickier courses. An alternative system to the lone Wii remote was on the table also – in the form of the Wii remote & nunchuck combo. This worked by holding the two on their side, facing each other; similar to the controls of the ‘Power Cruising‘ mini-game seen in Wii Sports Resort. It was theorised that adding these new, more physical control elements with “real world turning” and tilting would lend themselves well to Wave Race – helping to mold a more “realistic” experience for the player.

On August 27, 2009, Nintendo of America filed a patent to protect the new control scheme that NST’s developers had created. The filing covered not only controls for jet ski games, but all vehicles controlled by handlebars. In the patent’s documents, for example, we can see that motorcycles were used as a primary example. After a brief development of no more than 3 months, work on the prototype concluded, and the group presented their pitch to NCL’s board.

One source related to the studio claimed it had generated considerable interest among members of Nintendo of America and NCL alike, but it was ultimately shot down. After the demo was tested by those present, complaints apparently were levelled at the game’s motion controls; specifically, that they simply “didn’t feel right“. Nintendo therefore declined funding to the project, and full development did not proceed, ending work on it as a result.
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Winter

Article by: Conor Hutton


Winter was to be a survival horror game for the Nintendo Wii, developed by n-Space. Winter was first announced in 2007 with a demo, and according to n-Space’s previous president, Ted Newman, the concept came about when Erick Dyke said he wanted “to take the survival horror genre and return it to its roots. Lately the genre seemed more about action and combat and less about actual survival.”

The developers wanted to introduce a more mature game for an audience outside of the hardcore gamers that played Wii. The game was heavily hinted at on IGN for a long time as being a “dark game in development for the Wii” until it was officially announced on January, 2007 as Winter. Winter was set in a small town in the Midwest where an unnatural snowstorm had settled and cut the town off from the outside world. It would have started when the protagonist, Mia, wakes up in the back of an ambulance suffering from amnesia.
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Mia’s first goal in the game was to try and stay alive while she figures out what is going on, a task made increasingly difficult with the ever decreasing temperatures and increasing levels of snow. As the game progressed Mia would have realised something lurking out in the snow, something that she is somehow connected to. The gameplay would have been made up of many different elements, most of which would have used the Wii Remote in unique ways. This would have included anything from a close-up inspection of objects to engaging enemies.

All interactions using the Wii Remote were meant to feel like an extension of the player’s arms, so you could use the A and B buttons to grip an object then move it around. The player could also grip door handles and open the door with speed or they could open the door slowly to peep in. The developers wanted as much real world interactivity as possible so players would often be faced with multiple choices in a single interaction, such as using a broom as a weapon to either bash with or snap in two and stab with. Searching for different ways to keep Mia warm would have taken up a large part of the gameplay. For example, the player could light a trashcan on fire to stay warm or switch on a car and use its heater.
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If you could not find a heat source, Mia would freeze to death. We also know there would have been a variety of enemies in the game from common wolves to the supernatural. The weather would have factored into the gameplay, like how a snowfall could block doors, forcing Mia to find other ways to enter buildings. While interactions with items took place in first person, the rest of the game was played from third person. The gameplay trailer ends as a humanoid monster slowly approaches Mia as her flashlight flickers. There was a few reasons publishers did not want to invest in it.

Firstly they felt there was not a market for darker games on Wii, despite Resident Evils success on the console, and they also did not want to invest in a new IP because of the risks involved. n-Space president Dan O’Leary said it was difficult to pitch a game for the Wii because no other console could compare to it so there was no examples to fall back on. He also said that there was an attempt to turn Winter into a franchise with comic book and movie tie-ins but that also fell through. At its height, the development team for Winter consisted of twelve people who managed to put together a demo along with gameplay in six weeks, and it gained critical acclaim.
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Despite this, n-Space found it hard to get a publisher for Winter. However, the team at n-Space was not disheartened, and at GDC 2009 they revealed a new version of their demo which pushed the Wii to its limit by improving lighting and textures. In 2009, Dan O’Leary stated that they were still interested in finding a publisher, and that fans seemed interested, too. The last time we heard of Winter was in August 2012 when n-Space said it was “not dead” and that they had not found the “right opportunity” for it yet. In 2015 n-Space released their first independent title, Sword Coast Legends, published for PC, PS4 and Xbox One.
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How to help Unseen64

There are many great people from all over the world that help the Unseen64 archive by providing information, images and videos, but it’s not easy to save all the beta and canceled games that are out there.



	Email us: info@unseen64.net


	Join the Unseen64 FB Group:facebook.com/groups/Unseen64Forum


	Like us on Facebook:facebook.com/unseen64


	Follow us on Twitter:twitter.com/unseen64






Here are five ways you can help support Unseen64:


1) Share Unseen64: Do you have a website or a blog? Spread the unseen! Add www.unseen64.net to your blogroll, write an article about lost games, make a video to help preserve your favorite canceled project, tell your friends about Unseen64, and share our website with other gamers. If more people know about Unseen64, we could receive more contributions, and our archive could grow with even more screens, videos, and information!


2) Did you like this book? Write a review online, in your blog, or in your favorite forum! Record a video review to talk about the book to your subscribers on Youtube, or order another copy as a gift for a friend! The earnings from selling this book will help to keep the Unseen64 archive online, to put more work into the the site, and to buy new HD and more cloud-space to save multiple backups (online and offline) of all the files.


3) Do you know more about some of the unseen games that we already have in our website? Help us to add more info, images, or videos! You can leave a comment on each article to give more details, point out errors, and link to new images or Youtube videos. Unseen64 is a community of gamers that want to preserve beta and canceled games, and you can be part of this community.


4) Add a new game in the Unseen64 archive: do you know of a beta or canceled videogame that is still missing from the Unseen64 archive? Send us an email with the description, some images, or videos and we will add it to the site! You can have your name as the author of the article or remain anonymous if you want.


5) One-off donations and monthly support on Patreon: Unseen64 is an independent site; We don’t have enough visitors to gain earnings and no money is generated from the efforts and work we do to keep the site online. With your support, we can pay for the website's server every year. Remaining donations are set aside in a “preservation fund”, which is used for emergency site expenses, to add more features and content, to make multiple backups, and for other equipment that could help the archive. All of these expenses are approved by our patrons before the money is used (unseen64.net/how-to-help-u64/donations-details). If you would like to make a single donation, we accept them through PayPal (to donate@unseen64.net), and pledges onpatreon.com/unseen64


Big gaming networks such as IGN, Gamespot, Polygon, and Kotaku have the power and the money to pay a team to work full-time on their websites. We don’t have their resources, but we think we have something better: a community of gamers who understands why it’s important to remember beta and canceled games. Every cent is highly appreciated and sent towards the Unseen64 archive. Thank you!


Are you a developer?

It’s not easy to preserve screenshots, videos, and historical details about games that were never released. Such things could be lost forever if we don’t act quickly, but you can help:



	Are you a game developer?


	Did you work on a canceled game?






You can assist us to preserve your art and creativity - memories of your hard work on a game that will never be. We promise to save media and info in the Unseen64 archive in the most effective way possible, to let gaming history remember what could have been. Canceled games are an important piece of gaming history and we should not allow them to be forgotten. Even if everything was tossed away for economic reasons, we’d still love to see what you were able to create, and to dream about what we could have played.


Because we love videogames and we want to restore the unseen history of gaming


Developers: If you can share screenshots, videos, or information from your games that will never be, we’ll be happy to preserve them in our online archive and be sure that they will not be lost.


Send us an email at info@unseen64.net and tell us about your unseen projects. We respect your privacy and you can remain anonymous if you want to.



Authors & Editors: Unseen64 Collective




This is the full list of authors, editors and contributors (in alphabetic order, by name) who in their own spare time wrote and edited the book you have in your hands. The Unseen64 collective is composed of people from all over the world, who collaborate together to preserve the unseen history of lost videogames.





Name: Alberto Li Vigni (yota) | Date of birth: 1983

Bio: I played my first videogame at six in 1989. It was Electro Freddy for CPC 464, an old European microcomputer. I wrote about videogames for the first time at seventeen, thanks to monokoma who was so desperate to let me create articles for his first website. However, i started to care about unreleased videogames only in 2004, when i did an hilariously bad english translation of monokoma’s article on Ocarina of time beta, originally written in italian. Since then, i created about 200 articles for Unseen64, spending hundreds of hours researching lost games. It was a great adventure, even if not always an happy one. This book that you, our dear reader, are reading now, it’s the product of over twenty-five years of love for something as apparently trivial as electronic games. Hope that you’ll like it.




Name: Allan Paxton | Date of birth: N/A

Bio: I am a 31 year old gamer, nerd and all round tech enthusiast. I also love to follow the games that never make it into our hands and to find out the stories behind these never to be enjoyed titles.

Online: @allan_paxton




Name: Andrea Ritsu | Date of Birth: July 15th 1991

Bio: When I grew up in the 90s I had a lot of hand-me down computer games from my father, and as such I took a great interest in 80s DOS and Amiga titles while everyone else were busy with their fancy 16-bit consoles. This got me into gaming and eventually game design, which also led me to wanting to learn about how games, released or unreleased, were affected by changes and hardships during the design process. My favourite game system is the Sega Dreamcast and I suppose I'm an old relic in that the Sega Fangirl in me still burn strong long after they left the console war.

Online: andrearitsu.wordpress.com | @andrearitsu | Email: andrea.ritsu@gmail.com




Name: Andrew Borman | Date of birth: June 4, 1988

Bio: I started Past to Present Online (PtoPOnline) in 2005. I recognized that there was more that could be done in preserving the past. My goal has become to preserve as many games as possible, in terms of finding playable builds, prototype hardware, and the development hardware to play the unreleased and beta titles. In doing so, I’ve managed to preserve small demos, like Bionicle 2, along with huge titles like Star Wars Battlefront III. I truly believe that all games matter. We don’t want to be in a situation like old silent films or early TV shows that are completely missing, likely never to be found. That is why it is important that we do this now, rather than wait until it is too late. Games, and prototype games in particular, have a shelf life. Rewriteable ROM’s really aren’t meant for long term preservation, nor are writable optical media. Regardless of if we manage to save these games from the quite literal trash, there will come a time where the media is just too bit rotted to do anything about it. Looking ahead, I’ve been doing research into what the future of preservation may hold. Hardware, like the games that play on them, won’t last forever, and providing access to games has proven to be a copyright minefield. Year over year, things seem to be improving, and I have faith that with all of our collective efforts, we might be able to preserve all games for future generations to enjoy.

Online: ptoponline.com | @borman18 | youtube.com/borman18 | Email: borman18@gmail.com




Name: Andrés Santeliz (Gamer_Fever) | Date of birth: Oct. 5 1988

Bio: Videogames are my life. I love getting involved in any story, a book, a picture or a good movie. When I play a videogame, the first thing that catches my attention is the story, more than the gameplay. I know gameplay is important. For me, a good story allows me to appreciate the videogame as a piece of art. I like playing old school, specifically, SNES, NES, GBA, Turbografx, PSone and N64. However, I also enjoy new games with intricate storylines like Half-life, Zelda, and Bioshock and so on. My favorite genres will always be “platforms” of any kind, 2D and 3D. “Puzzles” are also in my list, because I cannot stop playing Tetris once I get my hand on any portable device; I love games that make me feel intelligent. Finally, FPSs are for relaxing on weekends, let us say, killing zombies in CoD. When I look at all the games in this page, all I see is missed opportunities and money wasted in “games that weren’t”, a literal lost hope. This makes me feel down, especially when I see cancelled games I wanted to see alive and I was hyped for. However, because I am a frustrated developer, I find it very appealing knowing about all the processes involved in the creation of a new game, from the idea to the distribution. When I see a cancelled game, I can speculate about its failure and imagine how the game had been like, if these companies would have published them. If I were rich, I would like to bring one of these jewels back to life. Take that for granted.

Online: @gamer_fever | Email: Asm130@gmail.com




Name: Brandon Funai (SonicTailsChaos) | Date of birth: 8/24/2001

Bio: When I was about two or three years old, my dad bought the family a Nintendo 64. I grew up on the simple games like Mario Kart 64 and Hey you, Pikachu. When I was five, I got my first Gameboy Advance with games like Sonic Advance 3 and Pac-Man Collection. Fast forward to 2014, I discover a website called The Cutting Room Floor and I end up taking more interest in what was left out of games rather than what was put in. While doing research for a YouTube video on Sonic X-Treme, I came across Unseen64 and it quickly became one of my favorite sites to visit. Come 2015, I notice they want authors for their upcoming book and I quickly attempt to sign up. Now here I am!

Online: www.youtube.com/user/SonicTailsChaos | E-Mail: SonicDXAdventure@gmail.com




Name: Branislav Mikulka | Date of birth: N/A

Bio: I would like to thank my amazing and beautiful wife, Eva, for supporting me in my hobbies, no matter how weird they are. Love you endlessly. I'm Full Motion Video gaming fanatic and I believe video games achieved perfection by mid 1990ties. When not gaming or writing about games I indulge myself in classic science fiction novels or in watching crappy horrors.

Online: fmvstory.com | @fmvstory | Email: fmvstory@gmail.com




Name: Brendan Hesse | Date of birth: September, 4 1990

Bio: I am a writer and author currently living in Portland, Oregon. I first become enamored with gaming when I began playing games on my father’s PC when I was very young. Soon after came my first system, the Gameboy, which was followed soon after with my first home console, the Nintendo 64. Ever since those formative years, video games have played a major role in my life, even helping me discover my passion for writing. I decided to become a writer while reading my first ever issue of PC Gamer magazine at the age of 12. I immediately began writing short stories and blogging about video games in my free time, and did so throughout my teenage years. In college, I started freelancing for smaller outlets, until finally landing a job with the tech site, Digital Trends, where my professional career began. Today, I continue to contribute to Digital Trends, and freelance for numerous other gaming, music, and pop culture publications. I'm also writing a book about robots and space monsters. While gaming, writing, and music are my hobbies and passions, when I'm not partaking in those activities I am enjoying the active outdoor lifestyle that living in the Pacific Northwest provides.

Online: @Brendan_LH | clippings.me/hessebrendan | Email: hesse.brendan@gmail.com




Name: Cage Arthurs | Date of birth: June 1994

Bio: An avid gamer, I mainly play games on consoles but have found myself more and more interested in PC gaming.

Online: @CageArthurs | Email: cage.arthurs@gmail.com




Name: Carlos Nieto | Date of birth: August 27th 1991

Bio: Hello everyone! I'm Carlos, and I just love video games. Living in a pretty remote place I didn't really have friends close to my house or anything, and video games were always part of my life. The more time passed, the more I became passionate about games, learning more and more about them. It got to the point where I started to see how sometimes games were not being released, or being delayed or even changed, this led to me learning more and more about the industry, and then in the end that motivated to try and join it. Nowadays, games are still my passion, and they are a big part of who I am right now, and that doesn't look to be changing anytime soon!

Online: www.bulbee.moe | @bulbee | Email: carlosnietoc@hotmail.com




Name: Conor Hutton | Date of Birth: 17/06/1994

Bio: Hey everyone! My name is Conor, I’m an English and History student from a small town in Ireland that you’ve probably never heard of. I’m not certain when exactly I started gaming, but I know my first game was either The Legend of Zelda: Link’s Awakening on my brother’s Gameboy Colour or Pandemonium on the family PC. However, what I can say for certain is I didn’t truly start taking gaming seriously until I got my PS3, probably in 2008, although there was plenty of Advance Wars on my Game Boy Advance SP before then. When it comes to writing about video games my articles in the book you are currently holding are from my very first writing job! While still working on the Unseen64 book I started writing for a great website called DarkZero, but was abducted by The Games Cabin after only a few months. Then on the 24th of January, 2016, The Games Cabin opened up two sister sites: Pure PlayStation and Absolute Xbox. I wrote at Pure PlayStation for around seven months before leaving to start my own website: Path of the Gamer.

Online: pathofthegamer.com | @conorlhutton | Email: info@pathofthegamer.com




Name: Damiano Bacci (Blek) | Date of birth: 1991

Bio: I was only a shy kid interested in videogames and all sorts of stuff when I stumbled upon Unseen64. Back in 2006 I found this awesome Youtube channel with lots of interesting videos of cancelled games, suddenly I realized “Oh God, they are actually italians!”. I began to collaborate with U64 at a very early age (I was only 15 years old) but what I discovered was an incredibly positive group of people that helped me shape a large part of my tastes and my personality. Unseen64 later evolved and now it keeps getting bigger and bigger, but it remains only a hobby to me, as I try to build my career in journalism. However, I’m still very attached to it as something that enabled me to connect to wonderful people and to evolve as a person and a human being. Of course there’s still a lot of work that needs to be done, but I have a really good feeling about the outcome (let’s continue to strive for efficiency!).

Online: @DamianoBacci | damianobacci.net | Email: damiano.bacci@gmail.com




Name: Daniel Hannen (Hannenx) | Date of birth: N/A

Bio: I have had a passion for video games and unreleased games since I was young. The first game I ever played was The Legend of Zelda: Ocarina of Time, a game which if I didn't play I would maybe never be as interested in the beta of games and unreleased ones. While googling Zelda when I was young I came across lots of videos of old, very different looking footage of the game that I played. I quickly went down a rabbit hole of loads of beta and unreleased games which I discovered on Unseen64. I love to play games whenever I can, I mostly play on PC these days but I still have a great love for Nintendo ever since the N64. Anything related to RPGs or Action Adventure I'll probably play but then you'll find that I won't finish it.

Online: @Hannenx | Email: Hannenx@hotmail.co.uk | dan.hannen@gmail.co.uk




Name: Evan Gowan | Date of birth: 1982

Bio: Since 2001, I have been working on my website, SNES Central. I originally started it because I wanted to try my hand at creating a website, and I saw that there were few dedicated Super NES sites. The initial couple of years had their ups and downs, and I was almost prepared to abandon the website. As sort of a "swan song", I decided to write up a short article on the unreleased title, Fireteam Rogue. The feedback I got for that was so overwhelmingly positive, that I changed my decision to quit. Since then, my website has focused more on technical documentation, prototype games and other niche things for the SNES. Though perhaps this doesn't have the most mainstream appeal, I hope that it will be useful as a reference for the future. As the home of obscure SNES things, I have had the pleasure to be the first to investigate many incomplete and unreleased games before anyone else has. Some highlights include an early version of Rockman 7, Eurit, and of course, Fireteam Rogue. The article I am most proud of is for Star Fox 2, which I spent probably two months researching. I was able to find out so many amazing things about the game. Delving into these forgotten games has proven to be a most rewarding hobby.

Online: www.snescentral.com | @snescentral | Email: snes_central@yahoo.ca




Name: Karl Gutierrez | Date of Birth : 12/17/86

Bio: born and raised in bronx new york, I was exposed to video games at a very early age. I immediately fell in love with gaming. I also became very intrigued with finding out the background stories on games. I first became interested in the beta and cancelled history of games around 1994 when the nintendo 64 was called the ultra 64. I was curious as to why the name was changed, and why the games showed were different than the ones we actually got. I remember seeing the announcements of the 64dd from japan and all the working titles for it. I also remember being very disappointed when we never got any of them. unfortunately, I didn't have the resources i do now to know that the entire project was a flop. That began my hobby of finding out what exactly happened to these cancelled games.

Online: @karlography | www.youtube.com/user/EvilPixelGames | Email: evilpixelgames@gmail.com




Name: Felipe Pepe | Date of birth: September 08, 1987

Bio: Felipe is a Brazilian fan of old-school RPGs, and the editor of the CRPG Book Project - a free, collaborative ebook on the history of Computer Role-Playing Games.

Online: @felipepepe | Email: crpgbook@gmail.com




Name: Fernando H. P. Garcia | Date of birth: August 9, 1985

Bio: Born and raised in Brazil, my gamer life started with a Master System by the age of 5. Then I got a Super Nintendo for Christmas, and I was a Nintendo fan for the next two console generations. As my favorite video game series is Final Fantasy, I ended up buying a PlayStation 2 to be able to play the latest entries in the series, and from there on I became a console and video game collector. I grew up going to rental game shops with friends to play the consoles that we didn't own and check the videogame magazines to talk about upcoming games that we were most excited about. Those friends are still around today, but the rental stores closed down in the early 2000s. After graduating from college, I started working for international companies, thus I was able to travel more often. Between trips, I could look out for games that I used to play, whereas there were some titles that I craved to play after reading about them on magazines and they were nowhere to be found. I soon realized that many of these video games were actually never released and I wanted to know the reasons behind the cancellation of these amazing projects. That is when I found out about Unseen64 and it quickly became my source of information and nostalgia. :)

Email: fhpgarcia@gmail.com




Name: Jack Bowman aka J. Longbow (senorsuave) | Date of birth: September 1992

Bio: was always a gamer since the day I was able to move a mouse on a state of the art windows 98 computer. Played my mother's games on the NES and my brother's games on the N64 and now play on my own consoles. I'm glad I was raised on the good games of old but I'm disappointed that the newer generations will never know the struggle of getting light headed blowing on a cartridge only to put two games in at once to make it work.

Email: unknownmr.m@gmail.com




Name: Jade Avis (Angel Leonhart) | Date of birth: N/A

Bio: I have been a gamer for over 15 years now. Currently writing reviews/first impressions/gaming new on my blog. I also recently got my dissertation entitled Lara Croft – Pixelated Object or Feminist Gaming Icon? published on my university’s online journal. I like getting involved in the National Novel Writing Month every year. I’m hoping to start up my own YouTube channel soon.

Online: @GamerAngel_301 | gamerangelsblog.wordpress.com




Name: James Griffiths (Otto Spooky) | Date of birth: N/A

Bio: Fast approaching the age of 31, James has been gaming since the heady days of the NES. When not losing himself in obscure JRPGs or putting in the hours at the obligatory office day job, he's either in the pub or watching stand up comedy. He adores real ale, peanut butter and the music of synthetic folk musician Momus. He currently resides in Worcester, a city south of Birmingham, the UK, in house crammed with books, records and games. His favourite soup is mulligatawny.

Online: @ottospooky




Name: Jeff Wheaton | Date of Birth: May 14, 1992

Bio: I started playing videogames when I got a Game Boy Color for Christmas around the year 2000. From that moment, I was hooked; The premise of videogames had always interested me (I played some computer games from time to time), but I wasn't fascinated by them until I actually had a dedicated game system. Several years later, I would get my first home console, the Gamecube, as a birthday present. I went on to collect and research vintage games and systems, and when I started college, I gained an interest in game development. Today, I am a licensed Nintendo independent developer, I've released a commercial game for Android devices, and I am an avid gamer!

Online: jeffwheaton.weebly.com




Name: Jesse Cook | Date of birth: N/A

Bio: Hi! My name’s Jesse Cook, and I’m writing to you from beyond the page! Currently, I spend my days shuffling between my home office and various classrooms at the University of Las Vegas Nevada as a graduate instructor. In the fleeting moments between grinding out term papers and slashing red across my students’ papers, I find myself in front of the TV mashing buttons on my PS4. My current addictions fall within a pretty narrow spectrum, but I don’t consider myself stuck in arrested development (it helps me sleep at night). As of the writing of this particular bio, I divide my time between Metal Gear Solid V: The Phantom Pain, Fallout 4, and Star Wars: Battlefront. But, even with these excellent games at my disposal, I can’t help but think about the games that never made it to the 32-inch screen. Some of the most perplexing instances of cancelled games that I found in my endeavors to bring their stories to light are Faith and a .45, and Tyrannosaurus Tex. Both of these games appeared to be homeruns for the games industry and would have provided some excellent experiences for gamers. They were good men. They died with honor.

Online: kinja.com/beamused | Email: cookjess@live.com




Name: Heidi Kemps | Date of birth: Sept. 2

Bio: I'm the proprietor of gaming.moe, a site dedicated to the love of games and celebration of the weird, wonderful, and obscure things that make this hobby great. I've been researching Japanese retrogames heavily since the late 1990s, and have had the opportunity to interview many people across the globe about their involvement in the gaming industry: folks like Tetsuya Mizuguchi, Kenichi Iwao, Robert Jerauld, Hisayoshi Ogura, and many more. I also take in-depth looks at strange and interesting subjects (like M.C. Hammer's influence on gaming in the 90s) and write the occasional editorial on current affairs in gaming. And sometimes I just indulge myself and write about favorite games, or figures, or anime/manga. It's all good stuff, I assure you - lovingly edited, time-consumingly researched, and most importantly, fun and enlightening to read in a way a lot of games writing isn't! And if you dig it, there's a Patreon as well: www.patreon.com/zerochan

When I'm not updating gaming.moe, I'm usually freelancing elsewhere, giving panels at conventions across the US about kusoge, streaming on twitch.tv/devilrei or retweeting cat pictures on Twitter at @zerochan.

Online: www.gaming.moe




Name: Lee Garbutt | Date of birth: N/A

Bio: I'm a writer and video producer that has previously contributed articles and video content to press outlets such as GodisaGeek, VICE and Nintendo Life. Videogames have always been one of my passions, and that's not just limited to the games themselves - Much like any form of media, the story behind the making of a title can be just as interesting as the finished product. I remember reading games magazines with massive cover stories like Starfox 2, and then wondering why games as exciting as this, never made it to market. Official sources rarely reveal the whole story of a game's development, which is why online resources such as Unseen 64 have an important role in making sure these stories are told and archived, ensuring that this information is widely available for everybody. For that reason, I wanted to help out with this project in any way I could. When not creating content for others, I run my own YouTube channel - Pug Hoof Gaming. This channel covers a wide range of gaming topics, from retro classics to modern hits; with the goal of presenting the positive side of gaming as a medium and as an industry. The gaming community as a whole can be a negative and sometimes toxic space, and PugHoofGaming is a place for like-minded fans to celebrate gaming in all its forms.

Online: www.leegarbutt.co.uk | www.pughoofgaming.com | www.godisageek.com | @TheLastMetroid | @PugHoofGaming | www.youtube.com/pughoofgaming | www.youtube.com/godisageek | Email: lee@leegarbutt.co.uk




Name: Liam Robertson (Tamaki) | Date of birth: N/A

Bio: The lost and unseen realm of gaming has long been a fascination of mine. I remember growing up, reading about all the cancelled N64 and Gamecube games in magazines. Years later, I investigate those which most piqued my curiosity as a kid, talking to their developers and releasing my findings in a YouTube documentary series bearing Unseen64’s name.

Online: www.youtube.com/user/LiamRproductions




Name: Lindsay Schubert (infamousRedYoshi) | Date of birth: 5/21/1995

Bio: I had become invested in the world of gaming when I was a child. I was introduced to Nintendo games before anything else. I had gotten into SNES games and would always play on the Super Mario All Stars cartridge with my brothers and their friends. Ever since then, video games and especially, Nintendo’s consoles and games have had a big influence on me. My favorite two consoles thus far are definitely the Nintendo GameCube and The Nintendo 64. Whenever I’d have some free time when I was younger, I’d play these consoles. At this point in time, they mean a lot to me. To add on, the concept of gaming is very unique and I always enjoy trying to understand it to the best of my ability. This is the reason why I love writing, researching and most importantly, playing these games. Released games are not the only ones to consider when looking at the gaming world, the cancelled ones are important too. Beta versions also help understanding the art and thoughts of the creators behind them. It is my mission to do my best in learning about all that world has to offer, including getting to know the community I am involved in.

Online: @infamRedYoshi | www.twitch.tv/infamousredyoshi | modernobsessionsblog.wordpress.com | Email: schubert_lindsay@yahoo.com




Name: Luca Taborelli (monokoma) | Date of birth: April 1983

Bio: I was born in Italy in 1983, the same year in which the legendary videogame crash reset the gaming industry in North America and probably cancelled hundreds, thousand of games. What an interesting time. Many years later, i was waiting for Nintendo 64 games that were never coming out. Yep, my most wanted N64 games kept to be postponed or cancelled, so i spent a lot of time looking at screenshots of unreleased stuff in gaming magazines. Then came the internet and after collecting a LOT of screenshots from beta and cancelled games, i decided to organize them all in a website: that’s how Unseen64 was born, around 2001. More than 15 years later, today Unseen64 is a project too big for myself only, but luckily there are many gamers from all around the world that help and support this collective project. I’m currently living with my girlfriend near Lake of Como (still in Italy), trying to live doing what i love the most: playing videogames, listening to spastic music, reading interesting books and manga, watching weird movies, scratching my hands while skateboarding, cultivating our home garden, helping people with their websites, drawing comics no one will ever read, researching about less known topics i like and sharing what i found with the world. With efforts, patience and downshifting I'm trying to find my way to live free from a traditional job, to spend my (short) time in this world following what really makes me happy. As wrote by Guy Debord in 1953 on a wall on the Rue de Seine: “Ne Travaillez Jamais”.

Online: koma.gnoseologico.net | Email: nessfree@gmail.com




Name: Matt Redmond | Date of Birth: February 23, 1995

Bio: I been a gamer since I could properly hold a controller and use a keyboard. I always wanted to be involved in video games, not just being a gamer. In high school, I decided to write for the website Unseen64, and I’ve met some amazing people while doing so.

Online: @mrredmond223 | www.facebook.com/matt.redmond.129 | Email: Mrredmond17@gmail.com




Name: Matthew Soulia (VitoKing) | Date of birth: April 1989

Bio: Hello readers! I am a 26 year old gamer and writer from New York. In my downtime, I enjoy getting shot in the face by my beautiful wife Sonja (in Perfect Dark of course). I am very happy to have been a part of this book, as writing has helped me cope with a devastating loss... the cancellation of Mega Man Legends 3!




Name: Nicolas Dunai (Oakland, Kao) | Date of birth: N/A

Bio: Like many other people, I've been playing videogames for most of my life. Even without owning every console, I don't think I've ever felt an allegiance to one set company, games do the speaking and just about every console has a collection of great games. Being a fan of games, I would buy a lot of magazines. The one that really birthed my interest in games that I wouldn't be able to play (as an American or otherwise) was GameFan. GameFan in particular featured a good number of games exclusive to Japan, which I wouldn't play until I became an adult with disposable income. As a child though, the idea of these games fascinated me. This fascination would grow larger when I discovered Unseen64 around a decade ago. I was introduced to the world of prototypes, unreleased games, how a game could have four revisions, and spawn two separate games from it's development. I've had a large interest in this since.

Online: @OaklandKao




Name: Pixel Sim | Date of birth: N/A

Bio: I like more or less every genre of game from as far back as the Atari 2600 to the PS4/XBONE. However, if pushed to find a favourite, I would have to go with the Elder scrolls series: Morrowind through to Skyrim closely followed by the more recent fallout games. I am particularly fond of the Bloodmoon expansion for Morrowind because of the difficulty and the nice, snowy environment :p

Email: larringtonl@yahoo.co.uk




Name: Roberto Tuñón (kungfuweapon) | Date of birth: N/A

Bio: Born in the eighties, life has taken me to different countries but passion for videogames has been a constant. My first memories playing the original 1986 OutRun arcade and barely reaching the cabinet pedals are still fresh on my mind. After some time and many quarters spent, I managed to get an Atari ST computer with a bunch of diskettes containing classics such as Gauntlet, Afterburner, Double Dragon… and yes, OutRun! Finally! Most of those were terrible ports that bore little resemblance to the originals but that did not stop me from truly enjoying them. Consoles and particularly the NES were all the rage in my childhood and pretty much all the kids in school had one. Super Mario, Ninja Turtles, Zelda… At this point I would also discover another of my passions: learning languages. Games were getting more complex and some demanded a basic understanding of English; teachers were delighted that I showed so much enthusiasm but probably got kind of annoyed at my constant requests for translations! In my internetless adolescence, VHS tapes included with gaming magazines were the only way to get footage of upcoming hits and it was then that I developed curiosity for unreleased titles. I remember watching beta videos of Banjo-Kazooie or specifically of Conker 64. When Rare ditched Conker’s childish look in favour of the politically incorrect Bad Fur Day it was such a shock! Although I really liked the final game, I wish I could have played the prototype too. Many consoles and computers later and certainly with much less free time, I still check out some of the latest releases while occasionally revisiting - or discovering - the classics. It is very satisfying to combine the old and the new and hope to continue enjoying this hobby for many years!

Online: @kungfuweapon | Email: roberto.tunon@gmail.com




Name: Mr Ross Sillifant | Date of birth: N/A

Bio: An avid, aging gamer, been heavily into videogames since the very earlier arcades, bitten by the bug and thus began a long history in gaming.Convinced my parents to buy him a Sinclair ZX81 as it'd help with his homework :-) and thus followed an Atari 2600, then 800XL, Commodore C64, Atari 520STFM, Sega Game Gear with MS convertor, Megadrive, Mega CD, back in with Atari for the Jaguar, then switched to Sony for the Playstation,...PS2, PS3, PSP and now PS4.  Also owned likes of original Xbox, Xbox 360, SNES, Neo Geo Pocket Colour, Nokia N-Gauge, various Tomy Tronic 3D handhelds, numerous Nintendo/Grandstand LCD games (wish i'd still kept them)..Nintendo:GB (hated) GBA, GB Micro, Game Cube with GB Player, Atari Lynx MK 1 and MK2, Vectrex, Sega Saturn, Atari 600XL, Cannoo handheld and Commodore A1200 (think that's my lot), so NO personal bias to any system, if it has games i want, i'm there.  I've been lucky enough to assume the 'role' as 'researcher' for likes of Unseen64/GTW/Classic Console Mag/Pro-Atari/Return magazine/Atari Gamer Magazine, St Gamer Magazine/Core Design website/Grumpy Old Gamers/Atari I.O etc etc, but i must stress i do NOT:consider myself an expert, historian,authority on anything, nor a media personality on any subject matter, nor do i work for any form of payment, i just feel proud to of been part of so many rich communities and been able to uncover truth where possible behind so many false claims made by the media and those that work within it and thus bring answers to what became of....where ever possible and i'm truly grateful to those that have hosted my finds and appreciated the time involved.

Online: have no website of my own etc, reason being i firmly believe in researching for community / others projects, rather than self promotion.




Name: Ryan DePalma | Date of Birth: 12/31/1995

Bio: I’m an average gamer, stuck in college, studying to (hopefully) become an editor for major gaming publications. Both writing and gaming have been my passions for as long as I can remember. I started out playing Pokémon Snap on the N64 when I was younger, moving onto FPS’s and RPG’s in my ‘older’ years. However, nothing will ever compete with the amount of time I’ve sunk into the greatest series of all time: Monster Hunter! Seriously, all of those games are amazing. It’s like Shadow of the Colossus had a baby with Dark Souls. Every fight is a boss fight with awesome weapons, so go pick up whatever the newest iteration is and give it a shot! I’m also a sucker for the Halo series, but let’s be real, it went downhill after Halo Reach. When it comes to unreleased games, I probably know less than you. In fact, I hardly knew about any of these games before I started working with Unseen64. But after editing a bunch of articles, I can safely say that there are many treasures that will sadly never see the light of day.

Email: ragnarok1516@gmail.com




Name: Ryan Hamann | Date of birth: January 10, 1990

Bio: I am a doctoral student studying and practicing clinical psychology in Seattle. I write video game articles and reviews for various websites and am a member of the Cane and Rinse and Sound of Play podcast teams.

Online: www.caneandrinse.com / @InsrtCoins | Email: insrtcoins@gmail.com




Name: Sam Batten (LazyFace) | Date of birth: N/A

Bio: I have always loved games but was never allowed a console, I would always have to go to friends house to play games and this only made my love for them grow as they were something I couldn't always play. I was finally bought a PS1 when it was released and I have never looked back. Everything about gaming from the development to the release I love to read and write about and it is my hobby and passion. I have been writing for the Unseen64 website and the thrill of uncovering details that were previously unknown about unreleased titles is a the best feeling. I also write about the importance of preserving games and why it is something that everyone who loves games should care about, and have had an article published in Custom PC magazine on the subject. It is a pleasure working with the team at Unseen64 and the hard work and dedication put in by them all is astounding, and I hope you enjoy this book as much as we have writing it.

Online: @BamBatten | Email: sambatten87@gmail.com




Name: Sam Minnich | Date of birth: 1997

Bio: I was born and raised in Northeast Ohio in the United States. My earliest experiences with video games was when I was three, playing sega Genesis, Super Nintendo, and pc games; as well as whatever my cousins let me play along with them. My first personal video game console was given to me for my 7th birthday, a Nintendo 64; a system I would spend countless Saturday mornings playing super Mario 64, Mario Kart, banjo kazooie, and super smash bros. I never really beat a game growing up, I just played them till I got frustrated and then play something else. The first time I got to the end of a game was technically smash brothers; I got to the final stage in the single player mode, unfortunately my 7 year old mind was not prepared for it, as soon as I saw master hand eerily floating down and manically laughing at me it terrified me and I shut the system off never to touch that game for a few weeks. But I did fully beat a game eventually (albeit about nine years later). Growing up I never really had my heart set on a profession. But in my freshmen year of high school I discovered I could write, well type (my handwriting is terrible). Around 2012 I had begun to get into retro games, buying a Super Nintendo, and PlayStation over that summer. I also began visiting websites like Didyouknowgaming.com, as well as Unseen64 to learn facts on games. I was intrigued by games that would or could have been, it was mysterious to me. I loved hearing about removed content of a game, and unused content of a game that was hidden in the code of the game. Getting to write for this book is such an honor and I am proud to be one of the many great writers who contributed.

Online: www.patreon.com/SamMin | Email :Samrmfreelance@gmail.com




Name: Sebastian Zavala Kahn | Date of birth: September 5th, 1990

Bio: I'm twenty-five years old, I live in Lima, Peru and, although I'm a filmmaker at heart - I currently work both as an Assistant Director at a local production company, and as a film critic - , video games have been a passion of mine since I was six or seven years old. After all, I also write for Peruvian gaming sites such as MasGamers.com, Nintendo.pe, and FansdeZelda.pe. The first console I ever owned was a Nintendo 64, and I've been a passionate Nintendo fan for years (evidence of which you'll be able to see in my lists of favorite games, both released and cancelled), but I currently play games on a variety of consoles, from the classic Sega machines (I love the Dreamcast) to current consoles such as the Wii U and Sony's PlayStation 4. The Legend of Zelda is my favorite franchise, I enjoy playing any version of Super Smash Bros. with my friends from time to time, and I've always been interested in the process of making games - from the inception of an idea, to level and character design, to the final product. Cancelled games have always intrigued me - maybe because of the possibility of what could have been, or maybe simply because many of those titles had such potential, looked so incredibly cool. From the N64's Mother 3 to the Wii's Project HAMMER, most of these games had the potential of being really interesting, really fun and visually arresting products, but for one reason or another, they never saw the light of day. Why did we write this book? Because all of us - all the authors of this great project - are incredibly curious, because we want to know what happened to these games, why they were cancelled, why such potentially good ideas were rejected or simply vanished into thin air. And we also want you, the reader, to know more about these phantom games. With any luck, all of us will be able to learn a little bit more about gaming history, about games that have almost disappeared from public consciousness and that, despite their ultimate fate, deserve a little bit more of love.

Online: www.sebastianzavala.com | @SebastianZavala | www.masgamers.com/author/sebastianzavala | nintendo.pe/author/link64/ | fansdezelda.pe/user-link-64.html | www.youtube.com/user/SebaZavaK | www.rottentomatoes.com/critic/sebastian-zavala-kahn/ | www.facebook.com/ProyectandoIdeasBlog/ | Email: sebastian@sebastianzavala.com




Name: Silvio Carréra | Date of birth: 06/20/1990

Bio: The first game I ever remember playing was Warcraft II for the PC with help from my older brother. Back then I had no idea that games would pull me in so hard as they did. With the following years my passion and interest for the medium grew and early on I remember saying that this is what I wanted to do with my life: make great games. I wanted to able to work on something that would bring the same joy to other people. To create worlds where they could wander, be curious and be amazed. Five years ago when I turned 20 I decided that this was it. This was the time to stop wondering and start doing. Though I still haven’t got quite where I want to be yet, these past five years have been truly amazing. I was able to work on many games, learn and make amazing friends along the way. I have recently released my first commercial game called Ladra, which I was, humbly, fortunate enough to get to Steam. A dream come true way beyond my expectation when I started developing it. But I don’t want to stop there. I want to continue on this path. I want to continue working on better games and have more people play it. The goal remains the same as it did when I was thirteen years old: make great games.

Online: www.isfuturebright.com | @isfuturebright | www.facebook.com/isfuturebright | Email: carrera.silvio@gmail.com




Name: Tim Carbone | Date of birth: May 12th

Bio: My name is Tim, and I have been playing games my entire life. I am a senior in high school, and next year I am going to college to major in game design with a minor in computer science. I write a blog about video games where I review them, as well pick them apart in case studies and story analyses.

Online: viciousundertow.wordpress.com | @ViciousUndertow




Name: Tony Peters | Date of birth: 1982

Bio: My name is Tony Peters, and I am a games journalist, creative writer, lifelong gamer and occasional game tester. I have written about various different genres and platforms over the years, as well as being lucky enough to be allowed behind the development curtains. My goal is to one day write and develop the first big budget, M-rated comedy role-playing game that fully harnesses the creative talent of the best comedians our world has to offer.

Online: tonywpeters.wordpress.com | Email: tonywpeters@gmail.com




Name: Tristan Avery | Date of birth: January 4th 1990

Bio: NJ based freelance writer and lifelong video game, comic, and movie fan. Please don't make fun of me for having an AOL account as my primary email.

Online: www.linkedin.com/in/tristan-avery-454057107 | tristron.tumblr.com | email: Tristan.Avery@aol.com




Name: Tyler Lee | Date of birth: 07/23/94

Bio: I've been an avid gamer for most of my life and it all started with the original Game Boy. My friend had just gotten a Game Boy and they allowed me to play Super Mario Land. I was instantly hooked on video games the moment I started playing. Almost 16 years later and my collection of played video games is growing larger.

Online: @RealTQMB | Email: therealtqmb@gmail.com




These other people also helped with the book, but we did not receive their profiles in time to be published: Connor Sheehy, Daniel Fox, Philip Dempsey, Thomas Connell, Will Pridmore. Additional book layout design support by Marika Contu.
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YOU, who have bought this book: please let us know what you think about it! Your feedback is always important for us, send us an email to info@unseen64.net or tweet at @unseen64
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How many video games have you played during your life? Do you think games are a form of
art that should be preserved? What if we told you that there are thousands of interesting
games you'll never play, all of which could be lost forever? It's true, there are many cancelled
titles that are often lost to video game history. While video games may not be largely
considered to be on par with paintings and statues, they are still art on their own, just like
books, movies, and music, and like other works of art, video games have their own lost
works. Games that were cancelled, never released, and often not even known by the general
public. Unfortunately, there is no proper museum dedicated on saving them.

In 2016 45+ writers and editors from the Unseen64 collective published a physical
crowdsourced book to educate the gaming world on the history of video games as an
ephemeral art form. There’s plenty of examples of what gaming history is losing every day.
Now we are re-publishing the whole book into smaller eBooks - divided into chapters - so
even more people could be able to read this interesting collection of forgotten stories,
interviews, games and concepts.

Hopefully, by reading this book, more gamers, developers, youtubers, gaming journalists
and historians can look back at what could have been and as a result raise awareness on the
preservation of lost games: to see the hidden stories that played a part in leading gaming
culture to where it is now.

Color book cover sprites by Luca Taborelli | koma.gnoseologico.net
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