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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.









Cancelled Sega Saturn Games

Article by: Damiano Bacci (Blek)


The Sega Saturn is the official successor to the Sega Mega Drive / Genesis and was Sega’s flagship console during the fifth generation of consoles, which marked the evolution of the industry into modern 3D gaming and where the enormous success of the Playstation profoundly shaped the market and its competitors. Prior to the Saturn, Sega had a significant share of the 16-bit gaming market, thanks to aggressive advertising campaigns and smart marketing moves for the Genesis, coupled with a great library of 3rd party titles aimed at a more mature audience.

What followed up however, was confusion and bad decision-making that ultimately provided a shaky ground for the Saturn launch. The releases of the Sega Mega CD and 32X add-ons were met with timid reactions from the public and 3rd party developers, poor hardware design and a weak bunch of launch titles of course didn’t help. The 32X especially was designed as a stop-gap to prolong the lifespan of the Genesis, thus contributing to the overall confusion of 3rd party developers, uncertain of which platform was better to focus.

The Saturn was released on November 1994 in Japan, May 1995 in North America, and finally July 1995 in Europe. Unfortunately the Saturn was known for its complex hardware architecture, making really difficult for programmers to develop software for the system, and to utilize its full capabilities. With multiple CPUs, graphic chips and different technical parts, the console was not even cheap to produce and at the same time the graphical results did not have any major advances against its main competitors.

The decision to ship the Saturn prior to the launch of the Playstation didn’t provide the console with a good lineup of launch titles, despite the initial success in Japan thanks to an arcade port of Virtua Fighter, the Saturn did not manage to replicate the Genesis’ success. At launch in USA the Saturn shipped with a price tag of 399$, way higher than the Playstation’s 299$. The Saturn ended up selling 1.8 million units in USA, 5.75 million in Japan and only 1 million in Europe, paling numbers in comparison to Nintendo 64 and Playstation.

However, despite its “commercial failure”, the Saturn still has its place in the heart of many video-game fans. The system was known for its amazing near-perfect arcade ports, like the Virtua Fighter series, Sega Rally Championship (1995), Daytona USA (1995), Virtua Cop (1995), Cyber Troopers Virtual-On (1996), Last Bronx (1997), Manx TT Super Bike (1997), Marvel Super Heroes (1997), The House of the Dead (1998) and Radiant Silvergun (1998). Virtua Fighter 2, Sega Rally, Virtua Cop and Daytona are the only titles that cracked the 1 million mark for copies sold. It’s easy to see how such a low number of sales was not a good sign for Sega. Other classic and high rated Saturn titles include Clockwork Knight (1994), Panzer Dragoon (1995), Astal (1995), Bug! (1995), Magic Knight Rayearth (1995), NiGHTS into Dreams (1996), Sakura Taisen (1996), Powerslave / Exhumed (1996), Dark Savior (1996), The Legend of Oasis (1996), Albert Odyssey: Legend of Eldean (1996), Dragon Force (1996), Shining the Holy Ark (1996), Saturn Bomberman (1997), Grandia (1997), Guardian Heroes (1997), Mr. Bones (1997), Amok (1997), Sonic R (1997), Dead or Alive (1997), Enemy Zero (1997), Shining Force III (1997), Fighters Megamix (1997), Princess Crown (1997), Panzer Dragoon Saga (1998), Burning Rangers (1998) and Final Fight Revenge (2000). In the end there were more than 1.000 games released for the console, but that was not enough to win the 32 bit console war.

As you probably guessed, one of the Saturn’s major weakness in its gaming department was the lack of a flagship Sonic title. Sega fans only got Sonic R, a racing game, Sonic 3D Blast, a remake of the Genesis title, and Sonic Jam, one of the first compilations of Sonic games. Sega was working on a new 3D Sonic game titled “Sonic X-Treme”, but the project had a long story of troubled development and it was never completed. As for similar “failed” consoles, this was not the only cancelled game planned for the Saturn: many studios had high hopes for Sega's 32 bit console and a long list of interesting titles that were once in development and never saw the light of day in the end.

While in Europe and America the console was far behind sales of Playstation and Nintendo 64, in Japan the Saturn had its own good number of fans and that’s probably the reason why many of the games canned for the console were from Japanese developers. Unfortunately this means that it’s harder to gather first-hand info on these lost titles, with details hidden away in old Japanese magazines and memories that will be forgotten without any practical way to locate and contact their developers. In the following pages we’ll have a quick look at some of the most interesting and curious games we’ll never play on the Sega Saturn.






Comix Zone 3D

Article by: Tristan Avery


Comix Zone is a stylish side scrolling beat ‘em up / action-adventure game that was released for the Sega Genesis / Mega Drive in 1995 and was designed by Peter Morawiec and programmed by Adrian Stephens. The game follows Sketch Turner, a down and out comic book artist who gets magically pulled into his own comic by its villain, Mortus, and must now fight his way through Mortus’ drawn monstrosities in order to escape.

[image: comixzoneproto]


What made the game unique is that the levels themselves are set up like a comic book and the player must tear his way through the panel walls in order to progress. This aspect could also be utilized to create shortcuts and find hidden power-ups by tearing away the backs of the panels. The game was created after the duo finished working on Sonic the Hedgehog 2 and Sonic Spinball at the Sega Technical Institute, which was an American based development division of Sega that allowed up and coming developers relative freedom to work on new IPs for Sega.

Morawiec cited his inspiration for Comix Zone came from his frequent trips to the comic book store with his co-workers, and the initial demo he had created for the game was received very well. While the game was a critical success, it unfortunately did poor financially due to it being released concurrently with the Sega Saturn and Sony Playstation. This is one of the reasons that the 3D Sega Saturn sequel Morawiec had in mind never got past the initial planning phase, with only a few 3D models as proof of its existence. 

He also stated that at the time the popularity of comics was declining and that “..most people would much rather pretend being a real comic book hero, as opposed to being one on paper”. This was the end for another interesting Saturn game that will never be. Morawiec and Stephens would eventually go on to leave Sega and found their own company, Luxoflux games, which is known for the Vigilante 8 and True Crime series. After Luxoflux was disbanded by Activision, they would found another company named Isopod Labs, which specializes in mobile games such as Vigilante 8 Arcade and Keep of My Hill: Journals of the Apocalypse. 
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Fake Down

Article by: Roberto Tunon


In retrospect, it is interesting to see how some genres become representatives of a gaming era, such as how most 2D platformers on the 8 bits followed the bases of Super Mario Bros or how 1 vs. 1 fighters built on top of Street Fighter II’s formula. Going all the way back to the mid-90’s and the 32/64-bit console generation, nobody can deny the popularity level survival horror games reached. The formula introduced by Infogrames with the first Alone in the Dark was greatly expanded and perfected by a talented CAPCOM team commanded by Shinji Mikami, delivering the first Resident Evil and laying the foundation for what was about to come next.

The systems of that time, especially the Sony PlayStation and the Sega Saturn, were quite prolific in the survival horror genre and brought us games such as Dino Crisis, which took a prominent turn to the direct action with its second entry, or the original Silent Hill, creating a beloved franchise that focuses on the most psychological side of terror. In particular, the Saturn, despite being overshadowed by the massive success of the original PlayStation, also had its own share of suspense and horror games appealing to different audiences.


Most of those fell into the category of point-and-click adventures such as D (originally released for the 3DO and later ported to PlayStation, Saturn and PC), Dark Seed or exclusives such as Torico (known as Lunacy in the US) or The Mansion of Hidden Souls, sequel to a previous Mega-CD title. It would not be until almost the end of the commercial life of the Saturn (at least in the west, where the system had a shorter lifespan than in Japan) that Sega would release its own take on the “golden age survival horror” formula with Deep Fear (unreleased in the United States).

Tokyo-based developer System Sacom had been notorious in its home country for producing games for Japanese computers of the 80’s such as the X68000, FM-TOWNS, or the NEC PC-8801 and PC-9801, being particularly committed with the novel genre and greatly influencing future visual novels from other developers. In the 90’s, System Sacom switched its development efforts to the blooming business of the home consoles and developed several games for the Sega Mega Drive and the CD add-on for the Super Nintendo.

It is worth mentioning that most of their games would never leave Japan, although there were some exceptions such as the tennis game Grand Slam for the Sega Mega Drive (renamed Jennifer Capriati Tennis in the US and Grandslam: The Tennis Tournament in Europe) and the Mega-CD title Yumemi Yataki no Monogatari (adapted in the US as Mansion of Hidden Souls and in Europe as Yumemi Mystery Mansion), a point-and-click adventure with full motion video cut-scenes and offering compatibility with the Sega Mouse. With the advent of the 32-bit systems around 1994, System Sacom started developing games for the Saturn, PlayStation and even for the failed NEC 3DO.
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Despite experimenting with different genres, the point-and-click-style adventure with extensive use of FMV scenes was the studio’s preferred approach; however many of their games still remained as Japan-only releases. In 1996, System Sacom started the development of Fake Down, an action and survival horror game with polygonal characters and pre-rendered backgrounds following a trend that had become notably popular in that generation, which pursued to economize the on-screen polygon count while still being able to present detailed backgrounds and big, well-animated characters.

Although the information available is limited and all the video footage seems to belong to early development stages, from the few scans and magazine information released at that time we know that the popular manga artist and creator of the Akira series, Katsuhiro Otomo, was responsible for the game’s character designs. The game’s main character is a young boy of unknown name and origins, who wakes up after reportedly having undergone genetic modification, allowing him to transform into a powerful fighter (articles from the time in fact claim that the boy “is able to transform into 3 different forms”) and combat an evil race simply called “The Fakers”, a cross between robots and other monstrosities supposedly born from the mutation of the human race after being in contact with a strange virus.

[image: fakedown03]


The development team was making use of motion capture techniques for character animation, which together with the numerous FMV videos, strove to provide a cinematic experience. From the scarce media available, it is difficult not to see a slight similarity between Fake Down and Biohazard 2 / Resident Evil 2, the former’s rooms and corridors bearing a reasonable resemblance to sections of CAPCOM’s game, such as the marshalling yard or the laboratory. However, Resident Evil 2 would not be released on PlayStation until January 1998 in Japan so this likeness seems to be fortuitous. After all, dark and industrial settings were common bets for survival horror games at that time.

What really could have set Fake Down apart from most of its competitors was the focus on action and particularly on hand-to-hand combat. The main character fights his enemies, including a kind of giant centipede-like creature, by means of rapid punch combinations while also blocking enemies’ attacks, slightly pointing the game’s action sequences in the direction of other beat ‘em up games such as Dynamite Deka / Die Hard Arcade.
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The amount ofaccessible material does not really help to discard completely the usage of firearms in the game, but the emphasis on the main character’s transformations seems to rule out this possibility. Whether the gameplay would have been linear or more puzzle centric and backtracking-oriented is also unknown. The reason for the cancellation of Fake Down is still not clear at this point, and it could be related to the tough competition on the market. But we do know that System Sacom was also helping Sega’s internal team AM7 to develop the already mentioned Deep Fear.

Because of this, it does seem feasible that System Sacom could have switched its efforts into helping Sega to develop their survival horror and eventually ended up canning Fake Down. In 1998 and after releasing two more Japan-only adventure games for the PlayStation, System Sacom would cease its efforts in game development and switch to the electronic devices business. Because of the overwhelming success of the PlayStation, most third-party developers eventually focused on Sony’s machine during the 32/64-bit generation, only trying their luck with Survival Horror titles on Nintendo 64 in some punctual cases such as CAPCOM’s notorious port of Resident Evil 2 or the very first version of Resident Evil Zero, whose production would be later moved to the Nintendo GameCube. It is for that reason that cancellations such as Fake Down’s are especially disappointing, as it could have established an interesting alternative for Sega’s 32-bit system library, providing an attractive mix of action and horror like nobody else offered on the system.
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Monika no Shiro (Faradoon)

Article by: Alberto Li Vigni (Yota)


Originally titled “Faradoon: The Legend of Dragon Castle”, Monika No Shiro (Monika’s Castle) is an action RPG that was in development for Sega Saturn in the years 1996-1998 at Pioneer LDC, a production company known in the west only for a few laser-active titles like Quiz Econosaurs, Ghost Rush!, and Manhattan Requiem. First slated for a spring 1997 release, and then delayed to march 1998, the game was cancelled shortly after the latter date, though nearly finished, probably because the Sega Saturn was by then almost commercially dead even in Japan.
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Apparently, Faradoon was playable at Tokyo Game Show Spring 1998, but we currently don’t have any video proof of its supposed presence at the show. The basic plot of the title was pretty standard fare: the evil magician Mitridates conquered the pacific Faradoon realm and transformed the kingdom’s castle into a labyrinth full of deadly traps and powerful monsters.

However, the game’s beginning and the unfolding of the main events changed accordingly to the character selected (the player could choose between the princess Monika, a mercenary called Leon, and the masked thief Melcart), with the true ending only obtainable by finishing the game with all three protagonists. Each one of them had also different attack power, speed and hit range.
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But the main novelty of Faradoon was that, by stepping on a “magic circle” on the floor, Monika, Leon and Melcart could transform respectively in a Bird, a Wolf and a Rat. These forms gave the character new abilities: for example, the bird could fly over the various traps. Nevertheless, our avatar would remain transformed only for a short period of time, and during this period saving was disabled.

Every character also had a charged attack at their disposal and could execute a fast combo by repeatedly pressing the attack button. By equipping a wand, moreover, the protagonists got the ability to cast offensive and recovery spells. Lastly, Monika No Shiro featured a CG intro, famous voice actors, and, for the first time on Saturn (at least according to a promotional video), locations were made with 256 colour polygons.

After cancelling Faradoon, Pioneer LDC went to release a few Japan-only PlayStation titles such as Serial Experiments Lain and Bounty Sword. In 2003, the production company was bought out by advertising and marketing company firm Dentsu.
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Monster Maker: Holy Dagger

Article by: Alberto Li Vigni (Yota)


Monster Maker: Holy Dagger is a tactical RPG created by NEC Interchannel that was slated for release in late 1998 for Sega Saturn. Planned to be the new chapter in the long-running Monster Maker series of card-based titles, Holy Dagger was ultimately cancelled after a lengthy and troubled development. According to Interchannel producer Takashi Ozama, the development team had to scrap their original plan to use polygons for the game characters, because they realized that 3D models didn’t do justice to the peculiar style of character designer Kugatsu Hime. However, creating and animating 2D sprites and ensuring that they didn’t look out of place in fully 3D environments was a time-consuming process.
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Also, a few staff members had to be replaced, causing further delays, which likely caused the projects cancellation, as by the end of 1998, the Saturn was commercially dying - Even in Japan. Holy Dagger’s story, set in the great continent of Wolflend, begins while Eios, prince of the Zoraria’s Kingdom, and his cousin the archduke McDuff, are both away from home for studying. They are informed that Eios’ fiancee, princess Maria, is in danger because an horde of orcs has invaded her realm, the kingdom of Makeonia. However, on the travel back to their country, the two nobleman are attacked by a mysterious band of thieves. This was just the beginning of an epic struggle between the forces of light and those of darkness.
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Other than the three main protagonists debuting in this instalment, Holy dagger’s large cast was going to include many returning characters from previous Monster Maker entries: Lorien, a tomboy elf; Diane, an axe-wielding warrior; Lufiea, a shy apprentice fire mage; Vishnus, a blind seer expert in curative magic; the brave prince of the elves and master of the box, Elcyth; Milliene, a gorgeous warrior; Shana of the cat-like Sharze race; Mary, a thief; Sarah, a friend of Elcyth; Drone, one of three “sisters of darkness”; and the powerful witch Diosherill, a recurring main villain of the series.

Moreover, three new opponents, Zolges, Ostwald, and Grad, the orc king, were planned to debut in Holy Dagger. During turn-based battles, players had to confront common enemies such as Slimes, Skeletons, Lizardmen (creatures that were low on intelligence but expert sword wielders), four different types of Orcs (Soldier, Armour, Archer, Mage), Golems (tough enemies with high defence), Minotarus (beasts that use very strong attacks), Dragons (who can breathe fire and fly).
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In battle, each playable character could perform four basic commands: Attack, Magic, Items and Special Skills. Each character has their own stats that influenced how they played - For example, the Quickness stat of a dictated how many times a unit could act during a turn. Even the character’s height was important; for example, while a short unit had the ability to go through a small passage, a tall one could reach higher points of the map.

Environments themselves featured an high degree of interactivity: Aside from defeating enemies, in order to finish a mission there was also a degree of puzzle-solving as well as activating and disabling traps, finding hidden passages (like the one behind a waterfall visible in an artwork), use the terrain to gain an advantage (In a screenshot caption, published in a japanese magazine, it is suggested that was even possible to burn trees, while in another screenshot you can see a bridge that could be lowered or raised).
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Being polygonal, the camera could be freely rotated or used to look at the action from above. Planned areas included a town, a ship, a fortress, a forest and a waterfall. In between missions, players were trated to cutscenes and were also able to buy better gear for their party.

Other Monster Maker games had also been affected by cancellation. In 1995, NEC Interchannel had already cancelled Monster Maker: Arc of the Gods for Turbo CD, which was supposed to be a direct sequel of Monster Maker: Yami no Ryukishi, released in 1994 for the same NEC platform. After the company was purchased by Index Corporation in 2004, NEC Interchannel finally closed down in 2013.
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Rocket Boy

Article by: Nicolas Dunai, Luca Taborelli (monokoma)


Rocket Boy is a canceled platform game that was in development for the Sega Saturn by Rocket Science Games (the team behind less known titles such as Cadillacs and Dinosaurs: The Second Cataclysm and Rocket Jockey), using pre-rendered graphic and an isometric point of view, much like Sonic 3D Blast. The game was initially in development for the Sega 32X and Sega / Mega CD addons before transitioning to the Saturn.
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While moving the project to the more powerful console meant Rocket Science could do so much more with their game, it also led to the game's eventual on hold status and following cancellation. In an interview with Wired magazine in 1995, Rocket Science mentioned seeing many similar platform games at the Consumer Electronics Show and gave that as reason for stop working on Rocket Boy as well as canceling another project named “Dark Ride” (a weird on-rail shooter). 

While Rocket Boy could have been an impressive game on the 16 bit consoles, it would have looked like an average platformer on the Saturn. In the end Rocket Science closed it's doors in 1997 due to financial problems. Their last 3 games were published by SegaSoft (a joint venture between Sega of America and CSK), but none sold exceptionally well, which made it harder for the studio to receive new funding. The main Venture Capitalists that invested in the company decided to stop giving them money.
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As former CEO of Rocket Science wrote on his website: “We raised $35 million and after 18 months made the cover of Wired magazine. The press called Rocket Science one of the hottest companies in Silicon Valley and predicted that our games would be great because the storyboards and trailers were spectacular. 90 days later, I found out our games are terrible, no one is buying them, our best engineers started leaving, and with 120 people and a huge burn rate, we’re running out of money and about to crash. [...] “Steve, we thought we’d tell you this before the board meeting, but both our firms are going to pass on leading your next round.” I was speechless. I felt like I had just been kicked in the gut and stabbed in the back These were my lead investors. It was the ultimate vote of no confidence. If they passed the odds of anyone in the entire country funding us was zero.”

This would eventually become Rocket Science's downfall as they could no longer continue game development to keep their doors open. Just a year before Rocket Science Games were working with CyberCash Inc. to develop some kind of online “virtual arcade” in which people could choose games to play by using a micropayments system:

“CyberCash, Inc., a leading developer of secure Internet payment solutions, and Rocket Science Games, an innovator in the development of next-generation interactive entertainment software, today announced plans to co-develop technology for interactive pay-as-you-play Internet transactions. CyberCash and Rocket Science are working to create electronic coin services, which enable secure payments of less than $10, for computer game play on the Internet. The joint project will advance development of CyberCash's electronic coin service for micropayments on the Internet, which is expected to be available for commercial use in the second half of 1996. Developing technology for Internet game play payments will help Rocket Science to design a Virtual Arcade with innovative platforms and creative options for Internet computer game players.”

While this partnership may have never materialized, SegaSoft would partner with CyberCash after Rocket Science's closure to create Heat.net, a system to host online games, which was later bought by GameSpy. After Rocket Science Game's closure, some of its members would spread out into other ventures. Founder and CEO of RSG, Steve Blank would launch E.piphany a developer for customer relationship software and in 2015 host a radio show about entrepreneurship. 

Will Harvey, one of the chief technical architects at RSG would go on to develop social services. These would include There, which could be compared to Second Life (both of which released in 2003) as well as IMVU a chat service, which Harvey would launch the following year. After working for 15 years at Pixar on such popular movies as A Bug's Life, Toy Story 2 and WALL-E, other than a few years at indie gaming studio Dynamighty, since January 2015 Rocket Boy's Art Director Mark Cordell Holmes is working at Google in their Doodle team.
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Sonic Saturn

Article by: Brandon Funai, Luca Taborelli (monokoma)


Sonic Saturn is another lost Sonic game that was in development by Sega Technical Institute around the same time as the more known Sonic X-treme. The STI team was composed of many talented developers that worked on such games as Sonic Spinball, Kid Chameleon, Die Hard Arcade, Sonic the Hedgehog 2 and Comix Zone, and in the mid ‘90s, they started to work on different prototypes for new 3D games to develop on the Sega Saturn.
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Simply known as “Sonic Saturn”, the project seems to have mainly been a one-man prototype lead by Peter Morawiec, who coded a great looking (at the time) 3D engine and experimented with basic movements and animations for what would have been one of the first 3D models for Sonic. Morawiec worked at STI from March 1992 to December 1996, creating the special stages for Sonic the Hedgehog 2 and helping with the development of Comix Zone and Sonic Spinball (other than the unreleased Sonic-16, another scrapped Sonic game based on the Saturday Morning TV show).

There’s only a single mockup image that shows how Sonic Saturn could have been played, with a 3D world composed of different bridges that would have permitted Sonic to run at full speed “on-rails” without worrying about a free roaming area. Unfortunately, this is only an assumption as there are no in-game screenshots from such a level.
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A few screenshots from the “Sonic Pool” bonus rounds planned for the game were leaked online, showing some kind of billiard in which Sonic had to spin-dash balls into a portal, collecting rings and defeating enemies along the way. After hitting the ball, the camera would switch into an overhead view to show where it was going. The farther you went into the special stages, the more they ramped up in difficulty by adding more enemies and increasing the amount of balls, similar to the special stages from 16-bit Sonic games.

Peter stated in an interview that Yuji Naka did not like what he saw from the Sonic Saturn prototype so they had to drop the project early in development. When STI were given the task to make a special stage for the Saturn port of Sonic 3D Blast they initially thought to use Sonic Pool, but due to time restraints, they simply decided to do a 3D remake of the classic Sonic 2 bonus stages.

[image: sonic-saturn-3d-poo-06]


After the cancellation of their main game, the legendary Sonic X-treme, STI was closed down and merged back into Sega of America, taking all the scraps of Sonic Saturn down with them. As for Peter Morawiec, after his little adventure with SEGA, he worked with a couple of other game studios like Activision, but now he is a Front End Web Developer for TrueCar Inc. His last known work in video games was as Lead Project Manager for Isopod labs, an indie game dev studio that released a few digital games for console and iOS.
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Sonic X-treme

Article by: Jeff Wheaton


The Sega Genesis had been a wildly successful console for Sega, but sales were starting to slow compared to the Super Nintendo. Sega attempted to keep it alive with the release of two add-on systems, but they ultimately didn't do much to help. It was time for a successor, and the Sega Saturn was just that. Sega wanted a Sonic game for the new console, and decided to move an unfinished project for the Sega Genesis's 32X add-on to the Saturn.

This project, at the time, was known as Sonic Mars, but would eventually come to be known as Sonic X-Treme. Sonic X-Treme was to be a platformer game, similar in gameplay to previous side-scrolling Sonic the Hedgehog games. Now, however, Sonic would be able to walk forwards and backwards in addition to moving left and right. The overall movement mechanics of Sonic were not dissimilar to those seen in the canceled Sonic Mars project, but the level design for Sonic X-Treme would have been significantly more vertically focused, as opposed to Sonic Mars, which had a very flat, tile-based, level design style. To further add a sense of depth to the game, a fish-eye lens filter was applied to the game's camera to make every level look like a sphere.

[image: sonicxtreme01]


Additionally, certain parts of levels would allow the player to flip the environment to a new rotation, allowing Sonic to run on walls and ceilings. Michael Kosaka was the project lead on Sonic Mars throughout its development, but internal disputes between him and higher-ups within Sega near the end of the 32X's lifespan led to his resignation. Chris Senn, one of the programmers on the project, was promoted to replace him. From here, the game was moved to the Sega Saturn, where development started over from scratch. Mike Wallis, a Sega of America developer who was partially overseeing the project, split development into two teams to help optimize work.

The first team, led by Chris Senn and fellow programmer Ofer Alon, would focus on level design and art assets. Meanwhile, the other team, led by programmer Chris Coffin, would focus on creating the engine and programming the game's boss battles. Unfortunately, the teams both suffered from poor communication between each other; levels would go into development before they were approved by a designer, and designers would have nothing to do while they waited for programmers to finish coding certain elements of the game.
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Sonic X-Treme's engine development started on the Macintosh platform. After this, it was ported over to Windows. However, when the team tried porting the engine over to the Sega Saturn, numerous performance issues arose to the point where the game's maximum framerate at any given time was less than five frames per second. In response to this, Sega outsourced work for the Sega Saturn version of the engine to a company known as Point of View (the team behind the Saturn conversion of Mortal Kombat Trilogy and Rampage World Tour, other than a lot of tie-in and sport games).

This company would work to resolve the numerous technical issues with this version of the engine to present to multiple high-ranking Sega officials from Japan, including then-president Hayao Nakayama. Unfortunately, Point of View faced many of the same issues that the internal Sega team had faced in porting the engine to the Sega Saturn. Two of their demos have since been leaked, one of which exhibits stuttering animations and an abysmally low framerate. By the time Sega of Japan's staff arrived to view a demo of the project, Point of View showed a mostly broken presentation of the Saturn engine first. In response, Nakayama grew furious, and left the building before a much more stable version of the game running on Windows could be shown.
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The first leaked Point of View demo is likely from around this period. However, the other leaked demo from Point of View is much more stable, featuring fully functional animations, the abilities to be damaged and to defeat enemies, along with the beginnings of an in-engine level editor. Though it should be noted that this later build of the game seems to be a different one than Sega’s own Sonic X-Treme (so much that the title was written as Extreme), with a more traditional multi-layered 2.5D side scrolling level, a new Sonic sprite and also lacking the game's signature fish-eye lens.

Following this meeting, the future of Sonic X-Treme looked grim. Chris Coffin was made lead programmer on the project, and Mike Wallis got into contact with Bernie Stolar, who had just been appointed as CEO of Sega of America. He requested the use of the game engine used to create NiGHTS Into Dreams, hoping that the Sonic X-Treme developers would be able to speed up development by utilizing the engine's tools, which were already optimized for the Sega Saturn. This did help the team significantly, as they were able to borrow many elements from NiGHTS Into Dreams which were already fully functional in the engine.

In a short time, the team developed a prototype that would be known as Project Condor, which featured a more traditional and open 3D world, more similar to what would eventually be seen in Sonic Adventure, as opposed to Sonic X-Treme's 2.5D fish-eye lens style of gameplay. An early playable prototype of Sonic Project Condor was leaked online some years ago, but it’s still unclear if this version uses any code from the Nights engine or if it was just an evolution of Chris Coffin's 3D boss engine.
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The legend says that unfortunately the NiGHTS Into Dreams engine had been given to the X-Treme team without the consent of NiGHTS and Sonic creator Yuji Naka. The Sonic X-Treme team was forced to abandon all work on the Project Condor prototype after Naka discovered the project's existence, and threatened to quit. The team had to start over once again, and Chris Coffin began working non-stop, practically living out of his office, to restart the whole game from scratch using the boss engine. As a result, Chris came down with pneumonia, and had to abandon the project. This led to Mike Wallis informing the higher-ups that the game would not be completed in time for the 1996 Christmas season.


Shortly following this, the game was officially canceled, and was replaced on Sega's release schedule for Saturn games with a remake of the Sega Genesis game Sonic 3D. Marketing funds for Sonic X-Treme were also reallocated at this point for Nights Into Dreams, which would go on to be the Saturn's best-selling title that coming holiday season. Even though Sonic X-Treme had been officially canceled, Chris Senn and Ofer Alon continued working on the game's engine and art assets. Not wanting to abandon all of the work they had accomplished on the project to this point, they created a presentation to show to Sega of America's PC division, in the hopes that a much more stable Windows version could see a release.
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While the presentation ran smoothly and as expected, Sega of America's PC division wanted to focus on porting pre-existing Sonic games, such as Sonic R, to the Windows platform. Sonic X-Treme was turned down, and was finally laid to rest. Many years later, some of the ideas behind Sonic X-Treme would be used for Sonic Lost World on the Wii U in 2013. Sonic Lost World featured spheroid-style levels much like Sonic X-Treme's level design. Additionally, Chris Senn would return to the Sonic the Hedgehog franchise in 2014 with Sonic Boom: Rise of Lyric on Wii U.
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Terminus

Article by: Nicolas Dunai


Developed by the late Scavenger Inc., who were primarily known for publishing the work of developers Zyrinx, Lemon, and Triton, Terminus was a cancelled action game for the Sega Saturn, Sony PlayStation, and PC. It was announced in 1996 at the Electronics Entertainment Expo (E3) and advertised in press releases as a game that would "Give Tomb Raider a run for it's money." Scavenger and its development teams were known for making the most out of consoles, as seen with games developed by Zyrinx for the Sega Genesis/Mega Drive such as Sub-Terrania, Red Zone, and even a tech demo made to showcase the Sega 32X.
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Terminus was no different, using NURBS (Non-Uniform Rational B-Splines), which would allow for rounder, more curved models than standard polygons would allow for. At a glance, Terminus appeared to be a game shrouded in a cyberpunk art style, with characters wearing fetishistic leather and rubber clothing, while donning extreme haircuts. It was a visually dark game, using many lighting techniques for shadows to fuel the game's atmosphere. Meanwhile, it was a third-person shooter at heart, with the camera placed behind your male or female character.

In previews, Edge Magazine compared the game to Die Hard Trilogy - specifically, that game’s rendition of the first Die Hard movie. In 1998 however, Scavenger filed for bankruptcy, effectively cancelling all in-development games at the company, comprising of many Sega Saturn games, including Terminus. Other games cancelled include Angel, Aqua, Mudkicker, Spearhead, and Tarantula.
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The blame for Scavenger's bankruptcy lies with a contract issue with fellow publisher GT Interactive, who failed to pay Scavenger efficiently for the work done on games developed for them. The NURBS technology employed by Terminus was later used for Messiah, a Shiny Entertainment game that was developed by the team behind Terminus (known as Team Fetus), who were taken on by Shiny, after Scavenger’s bankruptcy. NURBS would have given Terminus a unique look to other console games at the time, which mostly had blocky characters and models.

After Scavenger's closure, staff from their various developers would eventually join or form new companies such as Reto-Moto (Heroes & Generals), IO Interactive (Hitman, Freedom Fighters), Shiny Entertainment (MDK, Enter The Matrix), Starbreeze (The Chronicles of Riddick, The Darkness, Payday) and Machinegames (Wolfenstein: The New Order).
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Vectorman Ultra

Article by: Luca Taborelli (monokoma)


Vectorman Ultra is the cancelled third game in the Vectorman series, started by the developers of the first entry, BlueSky Software, and published by Sega for Mega Drive / Genesis in 1995. The team was founded in 1988, and during the 16-bit generation, they mostly developed tie-in games and used popular licenses to create mid-tier titles such as Ariel the Little Mermaid, Jurassic Park and NFL Sports.
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Vectorman was one of their original IPs and became quite a popular game between Sega fans in the mid ‘90. Vectorman 2 was then released in November 1996 and after it went gold it seems that BlueSky already started to pitch a new sequel to Sega (Next Generation magazine published a rumor about it in their website that year), planning to develop it for Sega Saturn, the “new” Sega console that was released in May 1995 in the US. Ellis Goodson, the artist who worked on the original Vectorman, had drawn many concepts to be used in the design doc for Vectorman Ultra, written by Jason Weesner, Vectorman’s original Game Designer that left BlueSky in 1995.

As far as we know, the game was never started, maybe because of Weesner’s departure or because Sega was not interested in funding a third game in the series. It seems that nothing more than the design doc was created for Vectorman 3 and the concept art was sold some years after on eBay. In a few of those auctions, they described the game as planned for the Nintendo 64 as well, but it’s possible that they were confused because of the word “Ultra” in the title (N64 was known as Ultra 64 before its final name).
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It’s currently unknown if Sega Saturn’s Vectorman was planned to be in 2D or 3D, but looking at the concept art it seems that at least the game would have had some side-scrolling levels. We hope to be able to see more from this project sometime in the future, it would be interesting to know if any actual prototype was started at all. BlueSky Software was officially closed in March 2001 when its parent company at the time, Titus Software, was nearing bankruptcy.

Jason Weesner already left the studio in 1995 to join other gaming companies, such as Activision, Namco and Crystal Dynamics; today he's working as a Game Design Teacher at the Academy of Art University of San Francisco. After leaving BlueSky in 1996, Goodson went to work for The Neverhood, Monkeytropolis and Heavy-Iron; today he's still creating awesome storyboards and concept art as a freelancer. After the lost Vectorman 3, some years later Sega tried to revive the IP with a new 3D PS2 game developed by Pseudo Interactive, but that was also cancelled.
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Virtua Fighter RPG: Akira’s Story (Shenmue)

Article by: Daniel Hannen, Luca Taborelli (monokoma)


Shenmue was an overly ambitious game, with the first chapter released for the Sega Dreamcast in 1999 in Japan. Following Ryu, whose father is killed by the main antagonist Lan Di, players were able to explore a characteristic Japanese suburban town in the mid ‘80s, talking with people, fighting against dozens of enemies in real time, investigating and finding clues, racing with a forklift, playing old games at the local arcade and buying capsule toys to collect classic Sega character models.

At the time Shenmue was a major step forward for cinematic sandbox games on consoles, giving players a detailed world to look at, hours and hours of voiceover dialogues, interactive cutscenes, NPCs that followed their daily routines and many different side activities to do. While the two released chapters of Shenmue were not as successful as Sega wanted them to be - and after having spent millions of dollars for their development, the game still received much praise from Dreamcast owners. However, the project is not what Yu Suzuki originally had in mind.
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After designing many popular arcade games (Hang-On, Space Harrier, Out Run, After Burner, Virtua Fighter) with an average playtime of 3 minutes, Suzuki wanted to create a console title that could have kept players entertained for dozens of hours. In the early ‘90s he planned to create a huge RPG, that could have evolved the genre thanks to the new 3D technology that he already used in Virtua Fighter. By looking at 1980s and 1990s Japanese PC adventure games and RPGs (Mystery House, Wizardry, Ultima, Time Zone), Suzuki noticed many issues that limited his empathy with their stories, characters and worlds.

In 1995 he conceived and developed an early prototype for a new type of role playing game on Sega Saturn, titled “The Old Man and the Peach Tree”. By using a powerful 3D engine, the AM2 team was able to create a richer environment, with a full town to explore, with roads, trees, human and animal NPCs. The prototype was set in the 1950s in Luoyang, former capital of China. You would play as a young character named Taro who is searching for a Kung Fu master named Ryu.
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In one of the scenes described by Yu Suzuki, the player would have to find a peach to give to an old man, in order to get some help in seeking master Ryu. By the end of the prototype, Taro would find the old man throwing stones across a lake, with each stone hitting a fish or two. The children are cheering around him and by this point Taro knew this old man was master Ryu. This is the kind of feeling that Yu Suzuki wanted to evoke in his RPG, taking inspiration from Chinese folklore, martial arts and old kung-fu movies.

Starting from the early prototype demo in 1996 the AM2 team began work on a full action RPG for the Saturn: when talking about the backstory, characters and tech to use in the game, they decided to use their Virtua Fighter series as the setting for the game. Their ambitious adventure became Virtua Fighter RPG, focusing on the character of Akira and his growth from a young student to a skilled fighter.

This game would use an enhanced Virtua Fighter engine optimized for the Saturn: they would have been able to reuse some of the models and animations from their fighting game, making it easier to create a fun and responsive gameplay during combat. The plan was to create a huge, open world 3D RPG, with voiced dialogue and fights with multiple enemies instead of the one-to-one battles seen in Virtua fighter.
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The initial plot followed an outline similar to the story later seen in Shenmue, as for example the protagonist's father dying at the beginning of the game, and would have probably featured other characters from the VF series as Lau Chan. Eleven chapters were conceived for Virtua Fighter RPG: Akira’s Story and concept arts were created to show the main event planned for each chapter. The team used these artworks as a way to keep track of what they wanted to achieve. These concepts were shown by Suzuki at GDC 2014 during his Shenmue post-mortem conference and reveal a much different and larger plot from the one we tasted in the two released chapters of Shenmue on the Dreamcast.

Many events and trials were planned to be overcame by Akira before meeting with Shenhua Ling in the mountains of Guilin, during the fifth chapter of Virtua Fighter RPG on the Saturn. On the Dreamcast, Ryo already meets with Shenhua near the end of Shenmue: Chapter 2. Reading a few old interviews and previews, it seems that at some point 16 chapters were planned in total, of which the 5 new ones would have been used to play parts of the story during long travels on boats and trains that Akira would have taken to move across China. In Shenmue, the boat trip undertook by Ryo to reach Hong Kong is not playable, and in Shenmue 2 we start the game just after arriving at our destination in Hong Kong (a comic with a short scene from the cut boat chapter was unlockcable in the Xbox version of Shenmue 2).

Unfortunately, it seems that Virtua Fighter RPG was too ambitious for the Saturn: after creating some playable portions of the game, in 1997 Suzuki switched development to Sega's next gen console. While the final Dreamcast hardware was not available yet, a more powerful console would allow to AM2 to achieve the cinematic quality and 3D world originally imagined for the game. Virtua Fighter RPG was renamed with the temporary title of Project Berkley.
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In November 1998, Virtua Fighter 3tb was released as a launch title for the Dreamcast along with a GD-ROM disc with the first trailer of Project Berkley. In this footage the main protagonist still looks very similar to Akira from Virtua Fighter, and he would continue to look like this through development until at some point he was added a brown jacket.

The game was then labeled as “FREE” instead than using the classic RPG label, an acronym that means “Full Reactive Eyes Entertainment"; a way to create a new genre for the project. In 2001, Shenmue 2 was published for the Dreamcast and the following year for the newly released Xbox. Upon completing the game, players would unlock a video of the Saturn version of Shenmue, when it was still Virtua Fighter RPG. This was the first look that people outside of Sega had at one of the most ambitious games ever planned for 32 bit consoles.
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Looking back at what happened with Shenmue on the Dreamcast, we can probably say that the project was still too ambitious for the 128 bit console: Yu Suzuki overestimated the resources needed to create such a huge, open world RPG in 11 long chapters. In 2015, 14 years after the initial release of the second chapter of Shenmue, the third one was officially announced by Yu Suzuki at Sony's E3 conference, with a crowdfunding campaign on Kickstarter. The game is expected to be released in December 2017: we can only wait and see what the team will be able to achieve with today’s technology and standards. 
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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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Every gamer, collector and researcher who helps to remember, share and preserve games that could be lost and forgotten, as the awesome people at Assembler Games (assemblergames.com), Games That Weren't (gamesthatwerent.com), GDRI (gdri.smspower.org), Glitter Berri (glitterberri.com), Hardcore Gaming 101 (hardcoregaming101.net), Hidden Palace (hiddenpalace.org), Lost Levels (lostlevels.org), NeoGAF (neogaf.com), NES World (nesworld.com), PtoPOnline (ptoponline.com), Planet Virtual Boy (planetvb.com), Sega Saturno (segasaturno.com), Segagagadomain (segagagadomain.com), SMS Power (smspower.org), SNES Central (snescentral.com), Sonic Retro (sonicretro.org), The Cutting Room Floor (tcrf.net), VGDensetsu (videogamesdensetsu.tumblr.com) and many more!




All our collaborators, friends, contributors, nerds and gaming historians who care about preserving unseen games (in random order): Claudio Orru, Alessandro Rosa, Eduardo Tilaro, Mauro Labate, Reno, MAIcrosoft, Celine, Youloute en Sucre, Maik, Marika Contu, Alessandro Claps, Simone Mattiello, Marco Colombo, Sean-Paul, LuigiBlood, Xkeeper, FullMetalMC, Xavio Tomatketchup, Zach Gifford, Tilemaxx, Frank Cifaldi, Yakumo, John Doom, Chris Covell, Gilgamesh, OKei / KeijiDragon, Kiddo, MathUser, Pachuka, Pikol, Protodude, Yuriofwind, Beta64, Randy 355, Rey VGM, Robert Seddon, Saga Darvulia, Unclejun, Vicente, Zero7, Refurs, DCodes7, santo_reska, Denten, NeX.exe, gmprunner, Xihix, Scintitillating, 8PM, NickNack, Sba sb3002, Take_It_Slow, CoinCollector, Kreepman, Nicaise Daniel, Alessandro Bacchetta, Ultraman82, GiantPooka, LucaPM, Torentsu, Ace.Dark, Rowedahelicon, Bowsersenemy, Franklint, Gabrielwoj and many, many more (yeah, we forgot someone for sure! Sorry :P).




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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