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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.









PS2 & Xbox Games You Will Never Play

Article by: Tony Peters

There is no denying Sega's place in the history of the sixth generation of video game consoles. The "little gray box that could" left an undeniable mark on the industry throughout the 28-month whirlwind (from November 1998 to March 2001) that it spent as an active market participant. Within that short time frame, Sega used the Dreamcast to usher in many facets of gaming that are still in use today, such as popularizing the current era of 3D sports games and establishing the basic expectations that console gamers should have for umbrella internet services (like Xbox Live and PSN) by making internet connectivity a standard console feature. No amount of success could override the company's upper management dysfunction, though.

By the time the competition began popping up on the market, the Dreamcast had dug its grave and all but buried itself. Sony's PlayStation 2, Microsoft's Xbox and Nintendo's GameCube would spend the next five years clashing above its corpse, each occasionally stopping to pick fruit from the tree growing where Sega laid its last child to rest. In the end, the victory belonged to Sony. Actually, "achieving victory" may not be a powerful enough way to describe the PS2's run. Sony didn't simply win the sixth console generation - their second in a row, mind you. They walked so many victory laps, they were still going until the console's worldwide discontinuation in January 2013, one month before the announcement of the eighth generation console, the PS4.

The PS2 went on to sell 155 million consoles worldwide; no other sixth generation console would reach even 30 million. Sony's reign started on March 4th, 2000, when the PS2 first hits store. Launching first in Japan, the PS2 wasted no time making its presence felt and went on to sell one million consoles on the first day. Autumn launch dates in North America and Europe were equally successful. One of the most enticing features to early adopters of the PS2 was the console's backward compatibility with the original PlayStation. Microsoft lacked a back catalog as a virgin console maker and Nintendo switched from cartridges to discs, so Sony was able to leverage the success of the PS1 to add thousands of existing games to its launch library in one fell swoop. By seamlessly connecting their first and second generation consoles, Sony built a gaming legacy in a fraction of the time.

As successful as backwards compatibility was with gamers, that feature would not be the only one driving sales. Though not a wholly unique feature, the PS2's ability to play DVDs without additional equipment made it the first truly successful multimedia gaming console. Another contributing factor was that the cost of a standalone DVD player and the PS2's launch price of $300 were equivalent, making it a bargain for even the casual gamer looking to upgrade their home entertainment experience. DVD manufacturers followed suit, adorning their releases with "compatible with PS2" stickers - some even included console-exclusive extras. Microsoft and Nintendo both tried their hardest to compete with Sony.

Microsoft's decision to enter the video game industry during the sixth generation was, in hindsight, brilliant timing. Launching first in North America on November 15th, 2001, the Xbox's 24 million consoles sold indicated a distant second place finish to the PS2. But by making some bold gambles on design, Microsoft changed the landscape of gaming while also planting the seeds for their seventh generation harvest. When Microsoft developed the Xbox, they did so by leveraging their expertise in PCs. Designed from the inside out, like a PC, the Xbox's built-in hard drive and integrated Ethernet port for broadband internet - firsts for the industry - became standard features moving forward.

Microsoft debuted Xbox Live, a fee-based online gaming service, that not only enabled gamers to download games, content and play games online, but allowed them to do so under a single umbrella for all games. With Sony leaving internet connectivity up to each developer to handle and Nintendo teasing internet plans that never happened, this was the real feather in the Xbox's cap. The reputation that the console gained for its easy to use, all-encompassing online gaming service continues to pay dividends now. Not every choice was so bold or fruitful, though. The console featured a full-sized DVD-ROM and hard drive, making it significantly larger and heavier than its competition, which hurt sales in countries such as Japan. The Xbox's original controller, lovingly nicknamed "The Duke," suffered from similar size issues. Finally, the Western sensibilities of the console and its library played well in Europe and North America, but failed to attract consumers in Asia, most notably in Japan.

Regardless of which sixth generation console(s) that a gamer chose, they had access to a wide range of awe-inspiring, award-winning games. The PS2 gave birth to franchises such as Kingdom Hearts, God of War, Devil May Cry and Yakuza. It also boasted the first home of Metal Gear Solid 2, Grand Theft Auto 3 through San Andrea, and Guitar Hero, as well as cultivating sequels for Final Fantasy, Dragon Quest and Gran Turismo. The Xbox brought the world Halo, Fable and Star Wars: Knights of the Old Republic, and was the exclusive console home to Far Cry, Elder Scrolls III: Morrowind and Doom 3. Cult titles and hidden gems available on PS2 and Xbox were games such as Phantasy Star Online: Episode I&II, Beyond Good & Evil, Viewtiful Joe, Killer7, Freak Out!, Breath Of Fire 5, Gitaroo Man, ZOE, Disaster Report, Katamari Damacy, The Red Star, Chulip, Demon Chaos, Monster Hunter, Global Defence Force, Mr. Moskeeto, R.A.D., Odin Sphere, Dual Hearts, Radiata Stories, Echo Night, Jet Set Radio Future, Panzer Dragoon Orta, Cronichle Of Riddik, SpikeOut: Battle Street, Otogi, Phantom Dust, Psychonauts, Kingdom Under Fire, Metal Wolf Chaos, Freedom Fighters, Metal Arms, ICO, Shadow of the Colossus, Shadow Of Destiny, Sky Gunner, God Hand, Okami, Shin Megami Tensei: Persona 3 & 4, Shadow Hearts: Covenant, Steambot Chronicles, Disgaea, Stubbs the Zombie, I-Ninja, Oddworld: Stranger’s Wrath, Obscure and many, many more.

The sixth generation will be forever remembered as a trend-setting generation. The innovations that console makers pursued during this time with regard to hardware, online and software discussions, not to mention in game development and design, are often taken for granted today. Sony may have won the competition to sell the most consoles, but gamers won when they were bestowed with a now-legendary library of games. With such a hyped and popular generation of consoles, easy port of games between Playstation 2 and Xbox, and a huge market to sell games to, developers planned to release thousands and thousands of games.

Unfortunately though, a lot of them never came out. While 3D was already well tested with the previous generation, PS2 and Xbox games could boost new graphic effects, try new game play mechanics, take full advantage of double-analog controllers, create huge worlds to explore and offer proper online multiplayer to console gamers. This let to the conception of multiple ambitious and interesting games that were too ahead of their times or that were not supported by enough resources or team experience to be completed. In the following pages we’ll take a look at one of the most fascinating generation of lost video games, through a series of promising or curious projects and lost sequels to classic titles.


1906: An Antarctic Odyssey

Article by: Jesse Cook, Luca Taborelli (monokoma)


1906: An Antarctic Odyssey is one of those games with a long and complex development cycle that unfortunately did not go anywhere. Existing in what amounts to a few pieces of concept art as well as what appears to be an early sales demo created in 1998, An Antarctic Odyssey was an ambitious project that was postponed and reworked multiple times, before being cancelled due to various marketing reasons.
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Initially slated as a Playstation 2 game for release in 1999/2000, 1906 would have been a highly cinematic evolution of third-person action adventure games and the first title ever from french development studio Darkworks. As IGN describes in its brief synopsis of the game:

“Borrowing inspiration from Jules Verne's Voyage to the Center of the Earth, 20,000 Leagues Under the Sea, From the Earth to the Moon, and Mysterious Island, 1906 was an arctic adventure game from the same team that developed Alone in the Dark. Also known as U.S.S. Antarctica and Lost Mantis, the game was part of an epic action-adventure trilogy mixing fear and romance in a unique science-fiction and fantasy setting. The game thrusts players into a disaster movie, giving them a sense of emergency, panic, and stress. Taking control of two heroes, players must fight to survive the horrors and enemies that come before them.”



Info about the development of the game is not completely clear, but it seems that Darkworks was not able to find a publisher interested in funding the project and it had to be put on hold. Their demo was still impressive enough to get the attention of Infogrames, who gave the studio a popular IP to work on; the result being Alone in the Dark: The New Nightmare, released in 2001. After AitD, Darkworks wanted to try pitching their original IP again, so they took “1906: An Antarctic Odyssey” and changed some of its settings, characters and other aspects to make it more “marketable”. The result was a new pitch for a game titled “U.S.S. Antarctica” (later renamed again into Lost Mantis), that seems to have been more action oriented than the original concept.
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The new protagonists would still have been a man and a woman (with a romantic relationship), but with a more “mature sci-fi” style than the original couple. Concept art for 1906 had a more interesting fantasy / steampunk style, with the male character holding a relatively large flamethrower-type handgun (with accompanying fuel pack, steam gauges and all) and sporting a pair of welding glasses along with traditional arctic outerwear. The new characters instead looked more like generic soldiers from a Halo game, probably because Darkworks wanted to attract publishers with something that had a more proven art-style.

Somehow, that change worked: Capcom was impressed, and in 2002 / 2003 they greenlighted the project and trademarked it under the “Lost Mantis” name, with plans to publish it for PS2 and Xbox. The only video available for Lost Mantis / U.S.S. Antarctica shows a cinematic action sequence which depicts the two main characters’ escape from a submerged (sinking?) research facility while they run from what appear to be humanoid soldiers that wield automatic weapons (perhaps laser rifles). The pursuing enemies look essentially human, though they do have exaggerated limbs that appear more lanky and wiry. They also wear full face masks, which look ominous and very high-tech. As with the rest of this mysterious project, we have to speculate that the facility would have also been at some point overrun by sci-fi / horror creatures.
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Unfortunately, not even this version of the game made it. We don’t know what happened between Capcom and Darkworks, but after a while the publisher dropped Lost Mantis. Some more speculations tell how the game was re-worked and re-pitched again to Namco as a squad based FPS under the Time Crisis IP, but we don’t really know if it was related in any way to the original 1906 pitch. In any case, Time Crisis Adventure was never officially announced and was soon cancelled too. In 2005,

Darkworks was able to release another game, the survival horror Cold Fear, published by Ubisoft. Set aboard the Bering Sea on a Russian whaling ship, players took control of U.S. Coast Guard Tom Hansen as he attempted to survive attacks from both human and non-human enemies alike. While Cold Fear attempted to fit in with Capcom’s most recent Resident Evil game at the time (Resident Evil 4), it still shares a few similarities with Lost Mantis’ original thematic concept.

[image: 1906b][image: 1906c]


Cold Fear carried over components of the setting, replacing the Antarctic landscape with the frigid waters of the Bering Sea; along with the sci-fi horror element, though Cold Fear’s zombification inducing creatures look akin to Ridley Scott’s Xenomorph facehuggers from Alien. Also, the game abandoned the early futuristic sci-fi setting for a contemporary era. Edge magazine from March 2005 had a big “Chill Factor” article, previewing Darkworks then upcoming Cold Fear. Antonie Villette (Cold Fear’s director) was asked about USS Antarctica:

“I think the USS Antarctica project was a bit too much ahead of it's time (it still is, by the way). The concept was clearly more complex and less understandable. That said, we also had to experiment a lot and build many prototypes to make Cold Fear possible. It's true that the USS Project missed this investigation Project.”



Between 2005 and 2007, Darkworks worked on the PlayStation 3 and Xbox 360 title I Am Alive, which was later moved away from them by Ubisoft to be finished at their Shanghai branch in 2012. After they were dumped by Ubisoft, Darkworks tried again to find funds by creating a new game pitch called Black Death (Windows, Xbox 360, PS3), but even if they released a public playable demo to fuel interest by gamers, they did not find a publisher. In about 15 years of activity (from 1998 to 2012) Darkworks worked on dozens of projects, but they were only able to successfully complete and release 2 games.
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This was not enough to survive: in 2011 Darkworks was filed under Compulsory Liquidation and had to close down. Part of the company does still exist through its partnership with TriOviz, which produces stereoscopic 3D conversion software. The technology developed by the company has been used in numerous games including: Batman: Arkham Asylum, Batman: Arkham City, and Gears of War 3. We tried many times to get in contact with former Darkworks developers to know what happened to them and to all their lost games, but no one ever replied to our emails: it seems like the world will never know more about the mystery behind their slow and unfortunate collapse.
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Agent

Article by: Luca Taborelli (monokoma)


Agent was a cancelled action / open world sandbox style game that was in development in 2003 by Rockstar San Diego, planned to be published for PlayStation 2 and the original Xbox. Before being bought by Take-Two Interactive in November 2002, R* San Diego was known as Angel Studios and they released many different open world racing games, such as Midtown Madness, Smuggler's Run and Midnight Club.
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Agent would have been one of the studio’s first projects with their new name, along with Midnight Club 2, and their first third person open world game, before they released Red Dead Revolver in 2004. The team was able to create an early playable prototype with a few missions. We can assume that the project could have been similar to Rockstar Games’ main series, Grand Theft Auto, but with a “James Bond” setting, as the main character would have been a special agent, as the title suggests.

In an old resume from one of the developers that worked in the Agent team, we read that some of them flew overseas to Cairo (Egypt) to take photos and gather references for the game. We don’t know if the whole game would have been played in Cairo, as the few screenshots leaked from the early prototype show a series of buildings that look more like a traditional American city, so we can speculate that players would have been able to explore more than one city, following different missions in different countries of the world.
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In August 2003 Rockstar San Diego posted a series of new job offers to find developers that could have been hired to work on Agent as Environment Artists, Vehicle Artists, Lighting Artists, Animators, Interface Artists and Texture Artists. Unfortunately trying to contact former Rockstar San Diego developers hired in 2003 had no results, as it seems that R* made all staff that were involved with the game to sign strict non-disclosure agreements. This game vanished without even being officially announced and maybe we’ll never know the truth behind it.

One of the possible speculations is that Rockstar San Diego had to shift resources from Agent to finish Red Dead Revolver and Table Tennis. This would have been the end of the story for Agent if something enigmatic had not happened: in 2007 Sony made an exclusive partnership with Rockstar and their North team (the people behind the main Grand Theft Auto series), to develop a new ambitious open world action game for PS3 set in the late 1970s Cold War.

This new project was also titled Agent and it would “take players on a paranoid journey into the world of counter-intelligence, espionage, and political assassinations” creating a much different setting from the ones seen in GTA titles. When Agent was officially announced at E3 2009, Sam Houser (founder of Rockstar) told Gamespot that “Agent is a game we have wanted to make for a long time. The team in Edinburgh is doing an amazing job combining intense action, atmosphere, and story in a great period setting to create something that feels quite unique. We cannot wait for people to experience this game."
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Even if Agent by Rockstar North was announced many years ago, the game was never released for PS3 and as of mid-2015 it’s not released for any console yet, even if R* still have the official Agent website online with a funny “coming soon” text. The title was also listed many times in different developer’s resumes and in mid-2013, Take-Two registered two new trademarks for the game, but they have never shown any official screenshots or videos from the game. Will Agent ever be released for the current generation of consoles and PC? We don’t know yet, we also don’t even know if this new version of Agent could be somehow related to the lost Agent by Rockstar San Diego, but one thing is clear: R* should probably not name their project with that name again, as it seems it brings them bad luck.
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B.C.

Article by: Andrew Borman


B.C. is a third person action adventure caveman game taking place in a prehistoric world in which dinosaurs and humans both inhabit the environment at the same time. Development by Intrepid Games and Lionhead Studios started prior to the launch of the Xbox, with the earliest technology tests running on Xbox Alpha hardware, before being moved to final development hardware. The game was initially revealed at the Microsoft event X01 in October 2001 in France, along with other notable titles like Lionhead’s own Project Ego, which was eventually released as Fable in September 2004.
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At the time only a single, heavily-edited screenshot for B.C. was released to the public, showing a larger-than-life tyrannosaurus rex along with cavemen. Players would have been able to control the environment, changing the migration and breeding habits of the dinosaurs. Villages and settlements could be created, with remnants of the other tribes assimilating into your own. Weapons could be crafted, and fire controlled, to better help your tribe survive. Five large areas could be tamed by the player, with the goal of arriving in a safe haven by the end of the game. A volcano loomed constantly on the horizon, with the player eventually venturing inside.

Dinosaurs could not go extinct by the time the game was canceled, but a bigger threat than the dinos were the simians, an ape-like race that could spell doom for the player’s tribe and we could fail to reach safety if the simians proved to be too much. The game went through multiple revisions prior to its cancellation in late 2004. At e3 2002, B.C. was showcased to the gaming press in a behind-closed-doors scripted demo played by Peter Molyneux and other Intrepid Games staff.
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This scripted demo started in a cave at the top of a valley, giving the player a bird’s eye view of the valley below. The demo then cuts to a caveman in the valley. The employee controlling the demo received a small vibration in the controller when there was an event that could be trigger using the black button, as very little gameplay had been implemented into the game by the time of the event. A small settlement could be visited, which had non-playable characters seemingly carrying out tasks like cooking all while children were chased between tents. A pterodactyl could swoop down just above the player. Dinosaurs and even mice could be seen running through the fields, with one scripted event triggering a t-rex to eat a caveman.

Unfortunately, no real interaction was available with the dinosaurs, so while they looked nice, nothing was actually happening. Despite seeming like a naturally-played demo, all events needed to be triggered by the employee playing the game. By the X02 event held in Seville, Spain in September 2002, the game had begun to take shape, but was still only shown behind closed doors. The demo shown at this event took place at a beach, and allowed the tribe to work together to take down dinosaurs, and allowed for exploration through a nearby cave system. Food could be gathered from dinosaurs and trees climbed, but it was clear that the gameplay was still very early. At e3 2003, the game was again showed to the gaming press, with even more functionality in a brand new environment. This demo, while still lacking any mission structure, did allow for varied player classes, such as hunting, building, and a bow-and-arrow user who could light their weapon on fire or even poison the arrows. Instead of simply watching the t-rex eat a caveman, players could now hunt the t-rex, in an encounter that needed multiple cavemen to cooperate and kill the beast.
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Around this time, Intrepid began piecing together a demo labeled the ‘first playable demonstration,’ which put all of the elements together with a loose mission structure. In the demo, the player could assist the remaining members of the Wush-eet tribe by first gathering food for them, and then by gathering a fire stone. In doing so, a camp would be established, with the Wush-eet joining the player’s tribe. This demo debuted the map, showing the populations of dinosaurs along with their access to water and food, and spans a large area. It also showed the game’s weather feature, as a heavy storm moves in after the camp is established. This demo also introduced a combo system to help enhance the fighting mechanic.

Despite the vast progress that was made, much more work was needed on the game to find the right balance. In December of 2003, Ben Cousins, who was the Lead Designer on the project, left Intrepid, with Alex Cummings taking over. In a questions and answer section provided with Microsoft’s e3 2004 press kit, the company sought to put the public at ease about the project after Cousins’ departure, although B.C. had, at some point, slipped to an unknown 2005 release target. While large changes were still being considered on B.C., a sequel, which would reportedly have Xbox Live support of some kind, was also confirmed in July 2004.
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It seemed as though the project would be wrapping up soon. Work had continued on B.C. until October 2004, when the project came to a screeching halt as Peter Molyneux posted on Lionhead’s website indicating that work had been suspended on B.C.. No official reason has ever been given as to why the project was canceled. No other titles were released by Intrepid Games, and many members of the team moved to Lionhead and other Microsoft owned studios. While B.C. remains at the top of many canceled games lists, Microsoft has stayed quiet about any potential revivals.
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Banjo X

Article by: Karl Gutierrez, Luca Taborelli (monokoma)


Banjo X was to be the third installment to the Banjo Kazooie franchise, slated to be released for the original Xbox. Initially the game was being developed in 2004 by Rare as a straight remake of the first game, with enhanced graphics and gameplay for the new console. Supposedly, the characters in Banjo X were to break the 4th wall, so to speak, and gradually become aware that the game was a remake of the original Nintendo 64 version.
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The farther along the player got in the game, the more things would shift directions from the original Banjo Kazooie. It would have been at this point when the characters would become aware that they were in a remake of the original game and attempt to alter the plot in a different way. Rare had already experimented with the remake of Conker’s Bad Fur Day, adding a few different situations in the early parts of the game to surprise players who knew the original version, it seemed only right to expand a similar concept in Banjo X.

The world found out about this lost game in late 2011 / early 2012 when Xbox executable files (dated June 2004) for a title named “Banjo X” were found on an old Xbox development kit. These files were missing many of the characteristic that would have been needed to run the prototype, but someone managed to break them open and find some clues. Unfortunately, the game doesn’t do much when attempting to access it. Depending on the file launched, a black command screen will pop up, showing files missing and an error message. It was expected that the game wouldn’t work due to these missing assets, but the fact that it boots shows that something was being worked on at some point. 
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One user was able to extract an early 3D model of Mumbo. Names for new Banjo abilities and items were also discovered in these executable files. Some of these include: Springy Shoes, Rocket Sneakers, Metal Feathers, Aviator Goggles, Invisibility Chocolates, Big Feathers, Bag of Eggs, and Diamond Beak. During Banjo X's development, the idea of having Gruntilda and Banjo attempting to accomplish the same task at the same time was attempted. Gregg Mayles wanted Gruntilda to interfere with Banjo during gameplay and make things much harder for the player. However, the team at Rare thought the idea would have required a very complex AI in order for it to do what they wanted. This concept was quickly scrapped after this realization.

Even though the game supposedly didn’t get very far into development, Steve Mayles tweeted out early character models he made for Banjo X. One was Mr. Termite, and the other was Conga. Designer Ed Bryan also tweeted out a rendition of a reimagined Mumbo, made around 2004. Steve Mayles also confirmed in a twitter response that he remembers seeing a 4 player co-op mode during Banjo X’s development. It was during this time that a separate team at Rare began working on a Mario Kart style game with the Banjo Kazooie IP, under the name “Banjo Kazoomie”.
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The major concept that made it stand out was the fact that the player was able to build their own vehicle to use. As you will read below, Banjo Kazoomie didn't get very far in development but many of its ideas were later reused in Nuts & Bolts. According to designer Gregg Mayles, "Rare thought this would be a "hard sell,", and that "players would expect a whole new game". It was clear that there were not many reasons to continue working on Banjo X for the original Xbox and the team soon moved their plans to the new Xbox 360.

The new Banjo game would have been a completely different game and Rare began brainstorming ideas of how players traveled in platformers. They wanted to make the trip to the overall objection as fun as possible. This is when they decided to combine the Banjo Kazoomie idea with the worlds for Banjo X. The team only got as far as the first level and as soon as vehicles became incorporated with the game, Mumbo's Mountain had to be altered to a much larger size in order to have proper usage of the vehicles. Unfortunately, the interesting idea of a breaking-the-4th-wall remake with multiplayer coop for Banjo Kazooie never saw the light of day. But in the end, Rare was still able to release a third entry in the Banjo series with Nuts & Bolts, even if feedback from the fans was mixed.
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Banjo-Kazoomie

Article by: Matt Soulia


In today's gaming landscape, few series can claim the legendary status of games like Banjo. A platforming game centering around a bird and bear duo, Banjo-Kazooie, and its sequel, Banjo-Tooie, are amongst some of the most fun games ever made. Its popularity was so great that fans clamored for years for a sequel, eventually getting what they wanted when Rare was acquired by Microsoft.

[image: banjokazoomie]


The long awaited sequel, Banjo-Kazooie: Nuts & Bolts for the Xbox 360, was unfortunately a case of "careful what you wish for". Even with some interesting features, the game was largely panned by fans and critics, and has since caused the bear and bird heroes to again go on hiatus. Between the time of Banjo-Tooie and Nuts & Bolts, we come across the story of a little prototype known as Banjo-Kazoomie. Developed in 2004 after the release of Grabbed by the Ghoulies on the original Xbox, Banjo-Kazoomie was to be a kart-racing game, similar Mario Kart.

The reason for this, according to Rare's Brendan Gunn, was simply from a desire to create a racing game, something he always wanted to do. Kazoomie would have been very unique from other racers at the time. The game would allow players to swap out different pieces and build their own over-the-top vehicles to race with. Unfortunately, Banjo-Kazoomie only made it to the prototype phase after about two weeks of work and initial concept design, before the small team was moved to help the development of Kameo, at the time still planned to be released on the original Xbox.
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When Kameo was moved to the Xbox 360, Brendan and the rest of the Kazoomie team had to follow too and they were never able to work again on their Xbox racing game. Only a few pieces of artwork from the project managed to find their way online. Even if Kazoomie was never completed, its interesting concept of building crazy vehicles was reused in the following Banjo game: Nuts & Bolts.

That was not the only legacy that Kazoomie left at Rare’s office, as the title of the ill-fated Xbox prototype was reused a few more times for different projects. Another racing game was sometimes referred to as “Banjo-Karting” or “The Fast and the Furriest”. This other game was also cancelled. Banjo-Kazoomie may have never seen public release, but it's influence in Banjo-Kazooie: Nuts & Bolts and in other lost games assures its spot in gaming history. Even with just a bunch of art and info available, the game has weaved an impressive legacy for an ill-fated, two week prototype and fans of the old Rare can still dream about how a racing game by the early-2000 Rare could have played.
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Citizen Zero (Big World)

Article by: Jesse Cook


Citizen Zero, also known as Big World: Citizen Zero, is a third-person action MMO created by Australian game developer Micro Forte Studios. The game, slated for release in the early 2000s for PC and the Xbox and then later the Xbox 360, is based on a futuristic penal colony that eventually became a free society on the planet Typhron. Named Neo-Eden, the colony stands as an allusion to the world after the fall of Adam and Eve in the Garden of Eden.
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However, it appears that much like later games such as Bioshock and Bioshock Infinite, which play with the ideas of Ayn Randian social morality in the face of audacious scientific discovery, the idea of free will in Citizen Zero is a questionable quality rather than a defined punishment or gift based on crimes committed, as the player’s character is a freed prisoner who has had their mind wiped of all past memories. Much like the biblical reference the game is alluding to with both its title and premise, the freedom given to the player represents a blessing and a curse, as the player will be allowed to make their own decisions within the world, and is given freedom to explore the vast MMO world while their character technically has been wiped of their former humanity.

This could have posed very interesting questions for gamers had the company explored this concept throughout the entirety of the game, though at this point these mechanics are purely speculation. Players could choose from three distinct races and customize their character based on a specific class path, which can be assumed to fall into the realm of standard MMO games made today. Gameplay ranged from vehicular travel to real-time combat and hunting. Unlike popular contemporary MMOs such as World of Warcraft or Final Fantasy XIV, Citizen Zero relied on gun-based action, utilizing a third-person-shooter perspective (however, certain screenshots and brief clips from demo videos do show melee weapons).
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Though all MMOs are inherently conceptualized as cooperative games, Citizen Zero was particularly invested in players working as a team to take on the various quests meted out to the player. Players would either work within a clan or group, or be placed in AI controlled squads that would aid the player as he or she explored the three distinct worlds within the game. According to MMO website mmorpg.com, players could perform multi-stage takedowns and powerful combo attacks through special class abilities utilized in conjunction with their team. However, Citizen Zero’s emphasis on teamwork extended beyond just combat situations. Players could work together to scale difficult terrain that would be impossible to traverse alone through cooperative maneuvers such as a boost/lift system.

Paul McInnes and Simon Hayes, Senior Game Designer and Chief Technical Officer respectively for Citizen Zero, describe the game as more an action adventure game rather than a traditional MMO. The goal was to capture more of the action-shooter sensation of excitement and thrill when entering combat, rather than simply spamming the same button command until combatants were killed. McInnes and Hayes define it as “high interactivity,” related to situational opportunities, that “play like a real action game... set in a big persistent universe.” Along with a strong focus on combat, the team also intended to include racing leagues based on the vehicles players could obtain in the game. Footage from a demo of Citizen Zero shows a single-passenger “Ripper” vehicle gliding over a sprawling valley littered with large craggy boulders at high speeds, which could have led to some exciting competitive opportunities for players interested in dynamic gameplay opportunities within the MMO realm.
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In terms of aesthetics, Citizen Zero is akin to contemporary sci-fi games of its time such as Halo: Combat Evolved. Micro Forte blended the scenic beauty of natural landscapes, using lush rolling green hills populated with wandering creatures such as the raptor inspired Striffs, to off-set the more industrial and synthetic human territories scattered throughout the game. Players could wander through rich wooded areas or ancient stone temples only to find an austere metal structure, classified as a frontier depot, jutting out from the organic scenery, slate black against the washed cool colors of the grass or stone. These details emphasize the Edenic qualities of the world while spotlighting the human influence on the planet.

This same idea was used by Bungie in Halo to give players a sense of wonder and awe at the natural grandeur of the world, which made the incredibly futuristic man-made structures more distinct and recognizable. Micro Forte also seems to have drawn influences from games such as Jet Force Gemini as well as The Elder Scrolls series. Based on the few screenshots available, it looks like Micro Forte was aiming to blend the sci-fi and fantasy elements of various MMOs/RPGs to craft a world both technologically advanced while firmly set in its own distinct natural history.
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According to an IGN article by Douglas C Perry, Micro Forte cancelled Citizen Zero in 2007, citing progress on “a new as-of-yet unnamed spy-themed MMO” as the cause of cancellation. In the article, Perry quotes McInnes who states that, “‘although we were sad to stop working on CZ [Citizen Zero], we are extremely excited about the progress of our spy project.’” The aforementioned spy project is presumably Super Spy Online, a game that appears to have never been released. A brief description of the game on Micro Forte’s website indicates that it was prized for “smoothly combining fast paced gun-play with the stealth style game play of an espionage agent, in a massively multi-player environment.”

According to the copyright date on the webpage, it appears that this MMO prototype was created in 2008, but never released. While it may appear that Micro Forte studios was on the decline after the failed attempt at Citizen Zero, the company is actually still in operation and relevant to modern MMOs. Though the company has not produced any new games since Citizen Zero and Super Spy Online, they do provide many MMO games with the BigWorld engine. The engine, originally created for Citizen Zero, now serves as a platform for games such as World of Tanks and Realm of the Titans, among a long list of others. Although Micro Forte never brought to fruition either one of their ambitious MMOs, they still play an important role in contemporary video game development.
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Crank the Weasel

Article by: Luca Taborelli (monokoma)


Originally announced at E3 2002, Crank the Weasel was a platform / adventure game that was in development by Midway San Diego for PlayStation 2, GameCube and Xbox. The game’s look and feel were inspired by 1920's American cartoon art style with a humorous / mature twist, similar to Conker’s Bad Fur Day, with a soundtrack influenced by big band swing music. The Crank team wanted to create open-ended gameplay, in which players would have been able to freely explore the levels, interact with funny / strange Non Playable Characters and try different ways to complete the game’s objectives.
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The main goal of Crank was to create chaos in the game’s world spreading lies and making mischief, playing enemy gangs off against each other, going to Strip Clubs, and stealing loot from NPC's (and then reselling it to other NPCs), to be able to get enough money and “Big-Ticket-Items” to reach the city airport and fly to the fabled Pleasure Island. Interaction with NPCs and gangs would have been particularly complex, as when Crank would successfully steal a Big-Ticket-Item from them, they would have started to roam the level seeking vengeance, cash and even another BTI from other NPCs, fighting amongst themselves.

To have a better idea about the surreal action that could have been happened in Crank the Weasel, a former Midway developer remembered that “There was even a licensed Benny Hill song that played during the rabies power up, which Crank would use to infect his beastly opponents in a festive, animal-biting chain reaction across the level”. More details about the gameplay and the peculiar world of Crank can still be found on the website of Brian Silva, Co-creator and Lead Designer of the project: “At the beginning of a game, each NPC possesses a preliminary set of “ideal” characteristics, meaning that they will go about their business, acting and functioning in an initially “composed” manner appropriate for their personality type.
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However, depending upon Weasel’s player-controlled actions (as well as the independent actions of the NPCs), these “ideal” characteristics will soon begin to alter as they are manipulated in a vast variety of ways that can either benefit or work against the player, and often provide surprising results. NPCs, while going about their business, will even change their own behaviour to suit their immediate needs even if Weasel does not interact with them, resulting in amusing and varied gameplay. Basically, each playfield would naturally evolve on its own, Weasel just happens to throw a huge wrench into the equation.

“Strip clubs are tucked-away somewhere in every 3rd level (one in Downtown, one in Midtown & one in Uptown). Weasel is seated at a little front row table. Weasel has a minimal amount of control while the performers are onstage. Each show always concludes with Weasel being thrown out just before the peeler’s “big finish”. Each peeler performs a suggestive burlesque routine (fan dance, umbrella dance, Rockette) while Weasel watches from his stage-side table. Weasel, along with the rest of the crowd goes wild for the peelers. Each peeler will perform a routine that starts out mild (demure & conservative) but finishes wild (suggestive & scantily clad). The last stage of a peeler’s routine will have her teetering on the edge of “showing it all” (a few strategically positioned fans or half-closed umbrellas are all that remain). Just as the peeler is about to “take it all off” the stage curtain lowers and the spotlights go out.”
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A great example of one the weird levels that players would have been able to explore in the game, is the Hell area:

“While floating along the River Styx, Weasel can hear the merry tune of Jingle Bells echoing throughout the fiery pits of hell, snow is drifting, trees are decorated, lights are hung, and all the little devils want to wish Weasel a “Merry Christmas!” Gnarled and twisting tree roots wrap and wind from above and all throughout this town of torment. Little demons drive their little demon cars, walk their demon dogs, and mow their demon lawns in front of their little demon houses. Elevators transport a nonstop supply of unrighteous heathens to the hoary underworld to suffer an abundance of dreadful eternities. Weasel will be glad to know that there are hundreds of takeout restaurants in hell… unfortunately they’re all Chinese takeout, and the only available places of business are either the Department of Motor Vehicles, the Internal Revenue Service, Health Food stores, Social Security Departments, jury duty registration, or fabric stores. But on the bright side, there’s plenty of flashy advertising for products and places that these sinners will never have a chance to enjoy.”



It’s easy to understand how Crank the Weasel’s premises could have been the basis for an amusing and mature action game, but unfortunately it was officially cancelled in 2003 after 2 years of development, as the team was not able to establish all of the interesting concepts into a fun game to play. Midway decided to switch resources to other projects like a new 3D Gauntlet (that was later released in 2005 as Gauntlet: Seven Sorrow), a series with a consolidated gameplay and popular IP that would have been much easier to develop and sell to the market.
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After many years of economic issues and mass-layoffs, in early 2009 Midway announced their reorganization under Chapter 11 of the U.S. Bankruptcy Code. In August 2009 Midway San Diego and all its assets were officially sold to THQ, while many of their employees were fired or offered different positions at the new studio. Not many people from the original Crank team were still at Midway when this happened, as many of them had already left in mid-2003 and 2004, to work at different companies like Blizzard Entertainment, Electronic Arts, Sony Online Entertainment, Blur studio, Jailed Games and Studio Gigante. We don’t know if any asset or playable demo of Crank the Weasel could still be hidden away on some old hard disc in ex-THQ San Diego archives, but we can only hope to preserve more of this lost game in the future.
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DenSen

Article by: Luca Taborelli (monokoma)


DenSen (meaning 'electric wire' in Japanese) was one of the first titles ever announced in the late ‘90s by Sony for their new PlayStation 2 and scheduled to be released in spring 2000, but in the end it vanished without any official statement. The project was in development internally by SCEJ and it looked like a very original game.
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A little school girl would walk around and ride on electricity power wires with a coat hanger, to explore a floating, surreal Japanese town, in which along with traditional houses and streets we can notice a huge housewife dancing with her bag on a flying island. From the only video ever released on a demo CD published along with Japanese PlayStation 2 magazine PLUS (October 1999) we can see that players would have been able to follow branching directions that would have taken the game’s protagonist to different parts of the city, sprinting while hanging on power wires, somehow similar to grinding on wires in games like Jet Set Radio, or the most recent skyhooks in Bioshock Infinite.

The main designer behind DenSen was Kiyoshi Sakai, a name that will probably remain unknown by most gamers, but that could seem vaguely familiar to some people that enjoyed such weird games as Umihara Kawase, as he is also the creator of this crazy platformer series. Starting from 1994 Umihara Kawase was published with a cult following on different consoles such as the SNES, PlayStation, Nintendo DS, PSP, Nintendo 3DS and PS Vita, but most of these titles were never released outside of Japan. The music played in the Densen demo video is one of the tracks from the original Super Nintendo version of Umihara.
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In Umihara Kawase players had to reach the end door in a series of short platforming levels, set in a floating, surreal world, with colourful blocks and strange fish with legs, trying to end as fast as possible. The most fun part of the gameplay is the fishing line / grappling hook used by the protagonist. This could help to move around the areas by clinging on walls, swinging from platform to platform, climbing by using the rope as an elastic and more, all moving with a realistic yet exaggerated physics that would permit hardcore gamers to create extraordinary stunts and to complete a level in a few seconds. This gameplay mechanic made Umihara Kawase a sort of “sandbox platformer” as there could be infinite ways to complete an area using the grappling hook and its exaggerated physics.

By knowing how the Umihara Kawase series is played, we can assume that Kiyoshi Sakai would have offered something similar in DenSen, with the school girl that would have had to reach the ending of the level in the fasted and craziest way possible, using hanging on power wires instead of the grappling hook. In an interview with Sakai by Gosokkyu, they asked about DenSen to its creator that answered:

“Densen is a title we planned while I was working at SCEJ. However, before we had spent the adequate time organizing all our ideas, it was pushed forward and announced. As a result, it ended up failing. It was an SCEJ title, so I don’t know whether they have any plans to bring it back or not.”



[image: densen1]


Even if Densen was never released on the PlayStation 2, its weird premise influenced one of the strangest yet fun games of the “128 bit” generation: Katamari Damacy. Keita Takahashi (creator of Katamari) remembers that while working at Namco he saw that same DenSen video and it blows its mind:

“The PS2 was released in Japan around the time I joined Namco, and there was a Sony launch game that I was excited about called Densen, but which got cancelled. In that game, you used coat hangers to slide along an electricity cable like a zip line, which I thought was a wonderful idea, because it’s a twist on something you’d see in everyday life. I realised that the world around me could be in a game, and that had an effect on Katamari Damacy.”



As of late 2015, Kiyoshi Sakai is still working on videogames at Agatsuma Entertainment and their latest games were Code of Princess (3DS) and Sayonara Umihara Kawase (3DS and PS Vita).
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Duke Nukem: D-Day

Article by: Matt Redmond, Luca Taborelli (monokoma)

Duke Nukem: D-Day (also known as Duke Nukem: Man of Valor) is a cancelled third-person shooter developed by n-Space and 3D Realms and planned to be published by Rockstar Games and Gathering of Developers for the PS2. After the success of Duke Nukem: Time to Kill (also developed by n-Space) on the first Playstation, 3D Realms and n-Space signed another collaboration in 1999, hoping to have a sequel to the game released in early 2000 as one of the first Playstation 2 titles on the American market.
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The project was designed as a third-person shooter where Duke Nukem traveled back in time to fight in various WW2 battles, facing both Nazi forces and Aliens along the way. Duke Nukem: D-Day development lasted for about 4 years, much longer than n-Space and 3D Realms ever planned. It seems that the team working on it experienced difficulties developing the game on the PS2, and in 2003 3D Realms decided to cancel it for “lack of sufficient progress.”

George Broussard (co-owner of Apogee Software and 3D Realms) described the game on the 3D Realms forums:

“It was a PS2 game where Duke went back in time and was a key factor in all the major WW2 events, and helped turn the tide. Of course it was a kind of alternate reality and there were alien Nazi’s. I wish that game had worked out because it would have been among the very first WW2 games to come out, before you saw one in a week.”
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After failing with Duke Nukem: D-Day, n-Space successfully developed and released Geist for Nintendo’s GameCube and GoldenEye: Rogue Agent for Nintendo’s DS. Today the team is still around, and one of their latest projects was Sword Coast Legends, an RPG released in late 2015 for PC and PS4. A comic series titled Duke Nukem: Glorious Bastard was released in July 2011 by IDW, featuring Duke traveling back in time to the second World War to help the Allies defeat the Nazis and aliens, but it’s not clear if it was inspired by the cancelled Duke Nukem: D-Day.
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Fear Effect Inferno

Article by: Sebastian Zavala, Luca Taborelli (monokoma)

Fear Effect Inferno is the unreleased third title in the Fear Effect series of action / survival horror games, developed by Kronos Digital Entertainment for the original PlayStation. Kronos was a US-based video game developer founded in 1992. They first garnered attention for their contract work for Sierra Online, most important was the innovative introduction sequence they created for King's Quest VI.
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They eventually began to develop original games, beginning with their visually stunning early 3D fighting games Criticom and Dark Rift. They are most famous, though, for their Fear Effect games that gained a cult following of fans. Inferno was originally announced as a sequel to the first game (Fear Effect 2 being the prequel to the original), and was in development for the PlayStation 2 from 2001, with the first images and trailer released during the 2002 E3 event.

The game’s status changed rapidly towards the end of 2002 and was finally canceled in 2003, maybe because Eidos was too busy developing Tomb Raider: Angel of Darkness or because the quality of the game was not on par with their standards. However, between the announcement and the cancellation, information was scarce. As the Fear Effect IP seems to have been owned by EIDOS, Kronos would not have been able to pitch the game to another published, if not by reworking it completely. A few bits of info on the game’s plot was revealed by the released trailers, with the story following the best ending from the first Fear Effect, in which the protagonist defeated the demons and resurrected Deke. Hana would have been captured and tortured by demons, resulting in hallucinations and flashback that could probably have been used as levels throughout the game.
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One reason the original Fear Effect games became popular was due to the somewhat sexual scenes between the two girls (Hana and Rain), and in Inferno it seems that they could have added a possible love triangle with one of the other protagonists. In the last few years, many cutscenes from the unfinished game have been uploaded onto Youtube and fans have had a better look on some of the early story elements. In the few screenshots released, we can also see a new dual wielding system for weapons and some gameplay parts similar to the first two games.

Fear Effect Inferno would have introduced the separation of the “Health” and “Fear” Meters. However, it is not known how the “Fear” Meter would have affected gameplay since the “Health” Meter functioned as both in the previous two titles. Many fans continued to go to Kronos and GameSpot forums, as well as other related message boards, to keep the memory of Fear Effect Inferno alive until interest in a resurrection finally waned in late 2005. The announcement in early 2004 of a movie based on Fear Effect gave some hope for a new game from an existing EIDOS subsidiary, but that never materialized.

Unfortunately, after the cancellation of Fear Effect Inferno, Kronos was not able to survive and the studio had to close down. In early 2015, Square Enix (now the owners of all EIDOS assets) offered the Fear Effect IP to independent developers to allow them to pitch new game ideas, but for now nothing concrete has been announced. We can only hope that some fans of the original series could one day create a successful sequel with the support of Square Enix.
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Fighting Force 3

Article by: Luca Taborelli (monokoma)


The first Fighting Force was developed by Core Design and published by Eidos Interactive for PlayStation and PC in 1997, the same year in which they released Tomb Raider 2. Core Design was at the vertex of their popularity, becoming one of the most recognized teams in the gaming market, their Tomb Raider franchise was a money-making machine. Fighting Force was nothing compared to the calibre of Tomb Raider, it was conceived as a simple 3D incarnation of the classic beat ‘em up formula.
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Players had to fight their way through different levels punching and kicking enemies, either in single player or coop multiplayer, choosing between 4 different characters: Hawk Manson, Ben "Smasher" Jackson, Mace Daniels and Alana McKendricks. Being one of the first quite-fun-to-play beat ‘em ups in 3D, the game had a good number of fans, and Eidos probably spent quite a lot of money at the time to promote it in gaming magazines.

It’s interesting to notice that initially Core Design tried to pitch their Fighting Force concept to Sega, to make it a new 3D chapter in the Streets of Rage series, as an exclusive game for their Saturn console. In the end Sega and Core had different views and expectations for Streets of Rage 3D and broke their collaboration: Core continued to work on their game with a new IP and the Saturn version was never officially published. In November 2008 a prototype of Fighting Force for Saturn was found and preserved online: the game still had its early title “Judgement Force” and some differences from the final version.
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Fighting Force was popular enough to get a sequel in late 1999 for PlayStation and Dreamcast. Fighting Force 2 was kind of different from the original game, as Core Design decided to change it from a linear beat ‘em up to a more action adventure, mission based type of gameplay, coop multiplayer was removed and there was only 1 playable character, Hawk Manson. Fighting Force 2 was not a great success, with low scores and sales. This was the sad end of the Fighting Force series, but a third, unreleased chapter was planned, even if never officially announced.

Fighting Force 3 was in development by Core Design between 2002 and 2003, to be released for PlayStation 2 and Xbox. This time the team went back to their roots with classic beat ‘em up gameplay, fully playable coop mode and 4 different characters to choose from: Hawk, Mace and Smasher, returning from the first game, and a new one, Jill. Gamers would have been able to fight their way through many different levels, using punch-kick combos, weapons and interacting with the environment. The environment could be used in many ways, such as, breaking down a water tube to use it as a mace, impaling enemies on iron bars, throwing them under moving trains or against barrels on fire to burn them.
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The team was able to create a good number of fully playable stages, available in single player and coop, but the project would have still needed about 1 year of development before it would be finished. Unfortunately Fighting Force 3's development was halted in late 2003 / early 2004, mostly because of complex issues between Core Design and Eidos Interactive (its parent company at the time).

In mid-2003 Core released Tomb Raider: The Angel of Darkness for PS2 and it received low ratings from magazines reviews and fans. Eidos decided then to move the Tomb Raider series from Core Design to Crystal Dynamics. Unsure of their future and seeing their most popular franchise being taken away, at the end of 2003 many key members from Core decided to leave to find a new job, and some of them formed a new studio together (Circle Studio).

The remaining Fighting Force 3 team lost most of their will to continue working on the game for Eidos, development slowed down and Core found themselves with lack of people to finish the game. After a year of re-organization, in 2005 Core Design was able to release a new game for PSP, Smart Bomb that unfortunately was also a big failure for the company. While they were working on a new project, Free Running, Core Design was sold from Eidos to Rebellion Developments Ltd. After a few years working as an internal team for Rebellion, the studio was officially closed down by them in 2010.
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Eidos was not immune to the economic crisis either and after many years of losses in early 2009 all of their properties, assets and IPs were sold to Square Enix. It’s currently unknown if we’ll ever see another Fighting Force game in the future, but it’s possible that S-E have quietly forgotten about this long-lost series.
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Final Fight: Seven Sons

Article by: Sebastian Zavala


Final Fight: Seven Sons was the prototype for a new Final Fight game in development at Capcom Studio 8 before Final Fight: Streetwise. Studio 8 was formed in late ‘90s in order to develop the first Final Fight game in 3D (even though it was a fighting game, not a beat 'em up), Final Fight Revenge, for Sega’s Saturn and arcade machines. After finishing this as well as Maximo 2, the studio decided to move onto three new projects: Maximo 3, DeVargas, and Final Fight: Seven Sons. All of which were eventually canceled.
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The camera in Seven Sons was set on a “cambox" principle that roughly imitated a railcam system so the feel would be similar to playing the old 2D games. There was a wide range of moves to use and a new "rage" mode was implemented. A rage meter would fill up when attacking enemies; when full, it could be used to increase your character’s strength and size for a short period of time. The game had cel-shaded graphics (similar to Windwaker) and a cartoonishly gritty style to the background art.

The only playable character shown in videos was believed to be Dean, from Final Fight 3; the character certainly resembled him, and occasionally used his signature electrical attacks. When told by corporate that “the game, while fun to play, was visually not suited for its core audience”, the message was misinterpreted by the team as, “we don’t like it at all, continue with the brawler aspect but create a new theme that American gamers could appreciate.” The original gameplay core that was established with Seven Sons was swept away, making way for Final Fight: Streetwise.
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It all went downhill from there. Even with a popular playable beta, Final Fight: Seven Sons was cancelled due to marketing decisions. In the end, from the three games that Studio 8 had in development, only Final Fight: Streetwise was green-lit by Capcom. But when it was finally released, it failed to achieve mainstream success and bombed in sales. Capcom decided to not invest in their California team anymore, which resulted in Studio 8 closing down in 2006.
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Gex 4

Article by: Jesse Cook


What happens when a bunch of developers at Crystal Dynamics come together to work on a project featuring a snarky gecko who must jump through pop-culture inspired levels in order to defeat a dastardly villain bent on making said gecko his mascot? You get 1995’s Gex. Originally developed for Panasonic and Sanyo’s 3DO console and later ported to the Playstation and PC, Gex was a side scrolling platformer set in Gex’s TV after he was captured by his nemesis Rez, overlord of the Media Dimension.
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After being captured in his own TV, Gex must use his padded hands and feet to climb walls and ceilings, and his tail to whip enemies as he traverses various levels based on various pop culture themes. This theme would continue and evolve throughout the lifespan of the franchise. Though the original title in the series took from pop media on a broader level, using thematic concepts rather than direct ideas from specific franchises; later games in the series veered more and more into the realm of parody with frequent nods to pop icons like James Bond, Poltergeist, Bruce Lee, and the Looney Tunes.

In total, Crystal Dynamics developed three titles for the franchise including: Gex (1994), Gex: Enter the Gecko (1998), and Gex: Deep Cover Gecko (1999). In addition, there were also some ports of the console games to handhelds. The relative success of these titles led Crystal Dynamics to prepare a fourth game for the series for the Playstation 2. However, the complete lack of information related to the project, suggests that it was cancelled early in its production.

The only official content related to the project is two pieces of concept art: one depicting Gex scaling a monolithic stone statue of a Zen gecko sitting in prayer carved into the face of a cliff; the other contains two clusters of three electric pyres jutting up out of a large body of water, with Gex climbing one of the pyres. Both pieces appear to take place in original locales instead of within cultural homages. Based on these sparse details, it is unclear if the game would have continued the tradition of taking place in Gex’s television set, or would have explored the corporeal world that Gex lived in.
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Considering that the project was terminated so early in development, there is virtually no information related to why the franchise did not move forward with a new game for the Playstation 2, especially considering that the last game in the series was the highest selling game in the franchise: selling 3 million copies in 1999, and 6 million in years following its release. Even with lukewarm reviews, the game appears to have sold well, which would suggest that Eidos and Crystal Dynamics would want to continue publishing games under this title. Yet, the next game to come from the developer was a 2001 racing game titled Mad Dash Racing.

A departure from the platforming Gex, Mad Dash is a story-based racing game that pits a gaggle of nefarious characters against each other in the hunt for red meteor chunks. The catch in the narrative is that the races were created by a wizard desirous of the chunks to aid him in carrying out his own villainy. Two years later, Crystal Dynamics created Whiplash, a kooky platformer based on animal test labs, starring a twitchy rabbit and weasel as the protagonists of the story. The mechanical twist for this game is that the two central characters are bound together by a chain, which is used to accomplish various feats throughout their adventure.

After this, the Crystal Dynamics team fell quiet. Eventually, Crystal Dynamics was acquired by Square Enix in 2009, and its IPs were dissolved into Square’s existing library of intellectual properties. This seemed to solidify the belief that Gex was put to rest as a remnant of the '90s and early '00s, never to be resurrected for future consoles. But, Square Enix’s new indie project Collective may provide aspiring programmers the opportunity to resuscitate the little lizard for a new generation of gamers.

Collective provides small teams of developers a platform to showcase their game ideas for the gaming community with the possibility of getting these project funded through various crowdfunding services. From the Collective website: “Collective is a curated platform that enables creators to post ideas, and gamers to judge whether those ideas should become reality or not.” Currently, Gex is an available property for developers to take from the Square Enix library and pitch as a new game in the series.

Whether a developer has actually obtained the rights to develop a new Gex game is unclear because there is no official announcement regarding the game, but some buzz around various blog sites suggests that someone has succeeded in winning the right to move forward with a Gex 4. As of the publication of this book, there is no official news on the title, and there is no material from Square declaring a “winner” in the voting process. But, it is fun to think that the plucky gecko from the past is on his way back to the limelight through the work of some young developers’ dedication to the craft of game design.
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Maximo 3

Article by: Luca Taborelli (monokoma)


Maximo 3 is the cancelled third episode in the Maximo series, a game that many fans were waiting for, but unfortunately things went not as planned. The original Maximo: Ghosts to Glory is a 3D action game created as a spiritual sequel to the 2D Ghosts n’ Goblins series, developed by Capcom Production Studio 8 and released for PlayStation 2 in 2001 / 2002. A sequel, Maximo vs. Army of Zin was released in 2003 and the third game was in the works by the same team, but after only a few months of development it was canned due to lower than expected sales from Maximo 2.
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Maximo 3 was started soon after Studio 8 finished work on the second chapter (Maximo 2 ends with the promise of a third game, with Maximo and his allies teaming up to find Queen Sophia), and they created many concept arts, with new enemies, settings (an Arabian theme, inspired by the success of Prince of Persia: Sands of Time) and features. The “cartoony” feel of the original games was dropped for a more gritty look.

In the original design doc we can read more about Maximo 3’s gameplay mechanics and story:

“Across the Southern Sea, in a land of exotic culture and great history, lies the city of Mashhad, the gateway to the ancient east, but lurking in the shadow of a proud people are the forces of blood and corruption. The Cult of Chut, a religious order legion with fanatics, is preparing to transform the city into a single bloody alter whose population will be the sacrifice in their apocalyptic ritual. But all is not lost: Maximo stands against this tide of destruction. Having followed the trail of his lost love, Maximo arrived in Mashhad with hopes that his journey will soon end. Now he will pit his sword and wits against the church’s faceless leaders and rescue Sophia; the possessed conduit through which Chut makes itself heard. Maximo 3 stars with Maximo and his band in bad shape. In their quest for Sophia, the heroes have encountered the Cult of Chut, death worshipers who find a “man who walks with Death” an affront to their beliefs. As a result, Baron has been killed, Tinker maimed and Maximo and Grim have been merged into one, thanks to a curse. Maximo and Tinker have been hunting down cultist sects when they arrive in Mashhad, seeking revenge and a cure to Maximo’s condition.”
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The new connection between Maximo and Grim would have been used as one of the main features of Maximo 3, needed to progress through the game:

“Maximo is covered in tattoos, which are actually the external manifestation of the cultist’s curse that has trapped Grim within him. With the press of a button, Maximo transforms into Grim, allowing him several abilities. As a result of the curse on Maximo, turning into Grim drains Maximo’s Health. Stay as Grim for too long and Maximo will lose a life. Only by collecting the souls of the evil cultists can Maximo sustain himself in Grim form. At some point in the game, Maximo will use Grim’s form as a disguise to infiltrate the cult’s tower during Chut Holy Day. Gameplay will have the players switch the two forms. As a phantom. Grim can slide up walls, flow like a shadow along walls, give a little extra distance to a jump and glide down from long drops. In addition, the player can perform several attacks with his scythe. Grim attacks do not always kill, rather they are used to “prep” an enemy for Maximo’s attacks, such as breaking a cultist’s protection spell or “mortalizing” ghostly foes. While in Grim form, the player cannot talk to innocents as they are too scared. However, Grim’s attack will free the innocents of the cult’s influence, turning them from enemies to normal innocents that Maximo must rescue from other enemies.”



After this first concept phase, Capcom Studio 8 created an early playable prototype with a test level, which would later have been used as the hub world of the game. In this prototype, it was possible to interact with a few NPCs, climb upon its walls and fight with some enemies. There was only one functioning enemy type: a the basic cultist that can also be seen in the concept art.
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Looking at this unfinished prototype and reading the design doc, it seems that Maximo 3 could have been the best game in the Maximo series, but unfortunately not much more work was done on it, as it was canned soon after the creation of this early demo. Some new items and weapons were also planned, such as the Sword Grapple to grab ledges, the Flintlock Rifle (a new gun-weapon type), Claws to climb up walls, the Crossbolt Gauntlet (to shoot bolts and to use it as a grapple hook to swing or to be pulled towards a secret area) and the Horn (to knocks enemies back and to cause parts of the scenario to shake and break to find new paths).

There was also a “lock on” mechanic, very much like the 3D Zelda games. Maximo 3 was going to be a much more ambitious project than Maximo 1&2 and would have taken the series into a full action-adventure game, more similar to The Legend of Zelda. The new lead designer was heavily inspired by exploration / puzzle aspects of Zelda, so the game was going to be more focused on exploration and to be less linear than the previous titles.
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Capcom Production Studio 8 was full of talented artists and after they finished Maximo 2 they started to work on 3 interesting pitches: Maximo 3, DeVargas and Final Fight: Seven Sons, the unreleased FF that was planned before Final Fight: Streetwise. In the end, only FF: Streetwise was greenlighted from Capcom, but when it was released it failed to achieve mainstream success and it bombed in sales. Capcom decided to not invest in their California team anymore and sadly Production Studio 8 was closed down in 2006. Only a few concept arts, a video and a few pages from the design doc remain to preserve the existence of Maximo 3.
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Nightfall

Article by: Luca Taborelli (monokoma)


Around 2002 Core Design had already completed a few games for PlayStation 2, such as Project Eden and Thunderhawk, both released in 2001, and they were going to complete Herdy Gerdy, an action / strategy puzzle game. During this time they were also working on a cancelled survival / action horror game titled Nightfall, of which unfortunately there is limited information available.
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Former Core Design developers that we talked to, remember that Nightfall was going to be a game about surviving in an island overrun by werewolves, after the main character crashed there in a helicopter. It seems that before Nightfall the team tried to pitch a videogame adaption of the Preacher comic to Vertigo / DC Comics, but that was soon canned so they tried to develop their concept into a new, original IP.

It’s possible that the idea about a Preacher videogame was conceived during the same time in which independent filmmaking studios Storm Entertainment and Electric Entertainment announced the pre-production of a Preacher movie, but after a while the film was pushed back (and never realized) because of financial issues.
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People that were able to see an early Nightfall prototype remember that it looked great for a PS2 title, but not much work was done on it before the cancellation. After Nightfall was cancelled, Core Design developed such titles as Tomb Raider: The Angel of Darkness, Smart Bomb and the cancelled Fighting Force 3, until they were sold from Eidos to Rebellion Developments Ltd. We hope to be able to preserve more info about Nightfall on the Unseen64 website in the future, but for now it remains one of the most interesting and obscure lost games, by one of the most important software houses from the late ‘90s.
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Omikron 2: Nomad Soul Exodus

Article by: Matt Redmond, Luca Taborelli (monokoma)

Nomad Soul 2: Exodus (later also known as Omikron 2: Karma) is a cancelled adventure game that was in development by French studio Quantic Dream, initially planned for PC, Dreamcast and PlayStation 2, but then cancelled and re-developed for Xbox 360 and PS3, before it was cancelled again. The project would have been a direct sequel to Omikron: The Nomad Soul, the title published by Eidos in 1999 / 2000 for Microsoft Windows and Sega Dreamcast, an ambitious game directed by David Cage (Quantic Dream’s founder) with many interesting features that soon became a cult classic.
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The original game could be described as the weird French cousin of Shenmue, having an “open world” city to freely explore, buildings to enter, people to talk with about random things and a wide variety of different gameplay genres. In some parts, Omikron plays like a classic adventure game, with items to use and puzzles to solve, you can fight enemies in 1 VS 1 3D fighting games, much like Tekken, and some parts play like first person arena shooters like Unreal Tournament.

With this strange mix of gameplay, its non-linear structure in which it was not fully clear what to do to progress, meta references to its videogame format, awkward dialogues, strange characters and an awesome soundtrack composed by David Bowie, it’s easy to understand how Omikron was able to gain so many fans (and so many haters).

Today Quantic Dream is known more for their story-driven projects, such as Heavy Rain and Beyond: Two Souls, but Nomad Souls 2 would have had more emphasis on open ended gameplay, expanding what they already did in the first game. Combining and improving multiple mechanics to create a flowing mix of genres using real time combat, puzzle solving, first person shooting and exploration, Nomad Soul 2 would have had a huge futuristic world to dive in, with a lively population to interact with, even stranger characters and more surreal sci-fi tales.
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The plot of Nomad Soul 2 would have taken place hundreds of years after the events of the first game, in which a demon called Astroth was defeated by the Nomad Soul (The Player). The government of the original game has been overthrown by the Awakened Revolution, the city of Omikron has been transformed by advancing technology and a new religion called “The Techno Religion” would preach for The Great Migration, a global transfer of mankind to computer networks. Unfortunately the first Dreamcast / PS2 / PC version of Nomad Soul 2 was cancelled when ties with Eidos Interactive were severed during early development, forcing Quantic Dream to move their projects to Vivendi Universal and then Atari, signing a contract to start development on Fahrenheit (also known as Indigo Prophecy in the US).

In 2013 David Cage spoke at an event titled “Masterclass” in Paris, hosted by the Cité des Sciences et de l’Industrie, in which they asked him about the lost Omikron sequel:


“David Cage: Eidos wanted us to make Nomal Soul 2, at first. So we thought about Nomad Soul 2 for a few months, then we thought…

Interviewer: Did you want to make it, back then?

David Cage: No. No, honestly, no. We had had our fill so much with the first one… Eidos came to see us and we were… We had just shipped the game, we were exhausted and they told us: “OK, the next one is for next Christmas.” – “Huh? Next Christmas? In ten months? But it’s… it’s… No? Just the time to write it…. it won’t even be enough for me to write it, let alone make it…” And that’s it. It was inconceivable so we got on bad terms with Eidos.”



In 2003 David Cage wrote in the official Quantic Dream website:

“A lot of people are now waiting for this game (Nomad Souls 2). But due to different views on the project with Eidos, we mutually decided to put it on hold. On our side, after two years on this very challenging project, the team and I wanted to work on something different. This is how we started Fahrenheit (published by Vivendi, due Q4 2004). I can see that three years after, there is still a strong community of fans waiting for a sequel to Nomad Soul. We have ideas, concepts and designs for this sequel and the team is ready to go back to the city of Omikron. We are seriously considering working on Exodus and we are currently talking to different major publishers. Nothing is done yet, but we will definitely keep you posted when an official announcement will be made.”
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Before the final release of Fahrenheit for PS2, Xbox and PC in September 2005, on April of the same year Quantic Dream officially announced the restart of development for Nomad Souls 2: Exodus (along with another project called “Infraworld”) with a new title, “Omikron 2: Karma” this time planned to be published for PS3 and Xbox 360 consoles.

The plan was going to fail just a few months later, when they signed another contract with Sony to develop Heavy Rain (announced at E3 2006 with their “The Casting” tech demo). The team worked hard on this Sony exclusive for more than 4 years and Heavy Rain was finally released in February 2010. During all this time, Quantic Dream was not able to continue working on Omikron 2 and the project had to be stopped again.

In 2006 Infraworld was also cancelled because it seems that "the concept did not appeal to its publishers", but in the meantime Heavy Rain sold over two million copies worldwide and in 2011 Quantic Dream and Sony trademarked “Infraworld” again, along with another new IP called “Fiv5”. Thanks to the huge success of Heavy Rain, the two companies strengthen their collaboration and in October 2013 they released Beyond: Two Souls for PS3, this could be the final version of the game that was started as Infraworld. In 2015 Quantic Dream revealed at Paris Games week their new PS4 game titled "Detroit", we don't know if this could be a name change for Fiv5.
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At the same “Masterclass” event in 2013 David Cage replied to a question about what he would have changed in Nomad Soul if he could make it again today. Here’s his answer:

“Hmm… [silence] I would change many things. First, I think I wouldn’t make a game which subject is science fiction any more. I love science fiction but, for me… as soon as there’s a very pronounced genre, it has to be the background, not the subject. So I’d make something that’s not focused on robots and spaceships and hovercrafts. I’d make something centered around the feelings of the character because it would instantly create a link, a connection with the player. Then, you can tell whatever you want, you could have imagined any stories, any technology and whatever you want but the subject is the human being and the feeling, first and foremost, because that’s what makes you interested in the experience. I think it would certainly be less dense. It wouldn’t go off in all different directions and I’d try to have an intention that’s - in my point of view - clearer and stronger and more… voilà. Trying to know better what you want to say before saying it.”



Thinking about what happened when Quantic Dream focused their games on story rather than open ended gameplay and the success that they are having with their latest “interactive movies”, we can speculate that a complex project like a sequel to Omikron is not going to happen anytime soon. They found their great way of creating “linear” games that can express all sorts of emotions, being able to make gamers to participate in the story with their actions through the controller, with no need to develop such an overambitious open world game with multiple gameplay mechanics.
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Phoenix

Article by: Luca Taborelli (monokoma)


Before Bungie became popular among console gamers thanks to huge franchises such as the Halo and Destiny series, in the early ‘90s the studio was focused on creating games for Mac computers. Their first hit was a classic sci-fi FPS titled Marathon (released in 1994) that somehow set the tone for what would became Halo many years later. Two sequels titled Marathon 2: Durandal and Marathon Infinity were released respectively in 1995 and 1996.
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While Bungie planned to develop a fourth Marathon after Infinity, early screenshots of Quake made the team rethink the idea, wanting to do something different to not compete directly with ID Software’s new, impressive 3D shooter. At the time Jason Jones, Bungie's co-founder along with Alex Seropian, had the idea of creating a fantasy tactical game where you fight against huge armies of characters. It was a project nicknamed “The Giant Bloody War Game”, inspired by movies such as Braveheart and fantasy novels such as The Black Company.

This was the conception of Myth: The Fallen Lords, a game that became another big success for Bungie and holder of many innovations for the RTS genre. Myth was released in late 1997 for both Mac and PC, selling over 350,000 units worldwide; it was acclaimed by the press and gamers, receiving many “best game of the year” awards. As it happened with Marathon, Bungie embraced the popularity of their new franchise and soon started development on a sequel, Myth II: Soulblighter. Released in December 1998, Myth II sold even more than the first, making Bungie one of the most loved Mac / PC developers of those years and a cult studio for RTS fanatics.

Just a few months later at the Macworld event in July 1999, during Steve Jobs' keynote Bungie showed the world their new ambitious project: Halo. Set to be a Mac exclusive and a third person team based shooter, Halo would bring Bungie back to the sci-fi settings already seen in Marathon and it looked amazing for its time. The rest is history: a year later Bungie was officially purchased by Microsoft, when the company was trying to acquire developers to create exclusive games for their debut console: the Xbox.
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The Myth franchise was transferred to its publisher Take-Two Interactive, but Microsoft and Bungie did not forget their RTS fans and were already planning a new tactical game that would have revolutionized the genre on console. This new project was internally known as “Phoenix” and it would have been one of the first exclusive Xbox games by Bungie.

Unfortunately the world never had a chance to see it before it was cancelled a couple of years later. Existence of the Phoenix project was speculated by fans as early as September 1999, when Bungie posted a series of photos from their annual company picnic with notes about “the team formerly known as Myth II” implying that the same people were working on a new game. The title “Phoenix” and “Breach” are the most used to refer to this project, but it did not have a final name yet and other titles as Siege, Hammer of Battle, Warblow, Battlefist, Sunder and Siege of Fury were being considered.

Phoenix would have been a strategy fantasy siege warfare, mixing tower defence gameplay with Myth’s class focused armies and an innovative destructible environment system. The team behind this concept was indeed the same as the popular Myth series, with such names as Chris Barrett, Mark Bernal, Paul Bertone, Bob Settles, Joshua Grass, Juan Ramirez, Craig Mullins and Paul Clift, along with new Bungie employees such as Dan Orzulak (Wing Commander series, Ultima VIII), Ben Wallace, Eamon McKenzie, Jason Major, Lorraine McLees (Oni).

The Myth series was already acclaimed for its original fantasy storyline and for Phoenix Bungie wanted to expand the lore even more, with a single player campaign heavily inspired by classic Role Playing games, featuring tight dialogs, a complex plot and high quality cut scenes set in a new detailed world imagined by writer and game designer John Scott Tynes (author of Magic: The Gathering - Battlemage and Ice Age, Delta Green, Unknown Armies, Puppetland, and many other games) along with additional feedback from Bob Settles.


It’s interesting to notice that even Halo was initially conceived as a real time strategy game (as a sci-fi Myth), but after it was changed into a shooter Phoenix became the leading tactical game to continue Bungie’s tradition of deep RTS. While the genre is not as popular today as it was in late ‘90s, a strategy game like Phoenix was seen by Microsoft as an important title for their Xbox lineup.
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Ed Fries (former vice president of game publishing at Microsoft for the original Xbox) at the time said that he was more excited about Phoenix than Halo, as recall by former Bungie composer Marty O'Donnell during an interview with IGN in March 2016. What exactly was Phoenix and why could it have been one of the most important titles for Microsoft’s debut console?

Phoenix was conceived as an over the top action strategy game focused on siege warfare, with a revolutionary real time brick-by-brick castle and environment destruction system. Players would begin the battle as either a “Defender” or “Attacker” deploying a light array of forces and assault or defend a completely destroyable castle and deformable battlefield. These changes to the world would be permanent so battlefields would evolve during the game and new tactics would be needed as the level changed under the army's attacks.

In July 2013, during an interview with IGN Jason Jones shared some of his memories about Phoenix:

"It was a project we were working on at the same time we were working on Halo 1 [...] There was a lot that was really interesting about it, even back in Chicago, before the acquisition. It was a game that was based on a technology that was sort of Minecraft-like, in that it could render... You could build castles out of blocks, for example, and then knock them down. [...] The best thing we can do is just look at the build… I don’t even know if we have one anymore. It was cool. There were big castles and you could knock them down with trebuchets. Knocking holes in the wall, and dudes would come out [...] This game was going between RTS and... It’s hard to even describe."



Six different races were planned (Humans, Goblins, Dwarves, Undead, Trolls, Elves / Vermin), each with its own units, weapons, magic and classes that could be combined for permutations of strategic variety. Attacking players would watch over the playable area in an over-the-top view by rotating around their “camera rail” looking at the main objective (a castle keep, a character to kill, a town, etc.), choosing the best angle to launch troops that would march forward, fighting, destroying objects and using their abilities to conquer the target.
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Defending players would watch over their area to protect, rotating the camera from the center of the castle (or another target), choosing units to guard the main objective, crafting their defenses around the walls, terrain and fortifications. War Machines and Siege Engines would also be available for both armies in advanced levels, giving even more firepower to bypass all the terrain obstacles, breach the walls and destroy the keep, or more fortification to defend the castle. Each unit would also have a “Group Ability” that made them stronger when launched in combination with other units.

Levels would be split into multiple days and after each day (during the night) players would be able to upgrade or add additional forces to their current troop types, allowing them to change and join tactics. New units would cost a certain amount of gold depending on their power and gold could be earned by players in different ways. Each mission had a limited amount of days to be completed, but by conquering or protecting a castle, destroying or defending special areas, the game would add or remove time and days from the total remaining “Siege Time”.

Players could try to get bonuses by destroying all of the castle walls and towers before attacking the keep, or they could create multiple breaches on various sides of the castle to confuse and disperse the defender’s units. On the defender side, players could try to fight the attacker in the open field to keep it away from the castle, or to guard walls and side objectives fiercely with specific units to stop breaches from being created.

Each map would have a different castle and surroundings, with hills, cliffs, lakes, streams and woods, with a varying effect on the units and combat strategy. For example Human knights would slow down while climbing uphill, Undeads would use water and lakes as cover, cliffs sides would turn away units unless they had a climb ability, flying or jumping units could leap across an open moat. High grass, bushes and shrubs would provide cover but could be set on fire, "Glyph Stones" would function as an Anti-magic zone that stops all units from casting, woods could be set on fire and holes in the ground could be created by explosions.
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As Phoenix was meant to be one of the graphical showcases for the original Xbox, the team wanted every object to be fully destroyable, with persistent fire and smoke on the battlefield, grass that would turn muddy and carnages tracked with body parts, bloodstains and scorch marks all around the area. One of the most important features of Myth and other Bungie titles was their multiplayer mode and Phoenix would also have had a versus mode for up to two players, with split screen on the same console, via Xbox live or local LAN with two consoles.

As mentioned before the story of Phoenix was meant to be a big deal, set to engross players into its fantasy world with an epic legend spanning thousands of years, beginning from the genesis of this universe through an astounding number of historical events integrated within its lore. It was a tale of empires, conquest and mystical destiny, rich with symbolism. While the full storyline is too long to unveil in this book, here's a summary of the main backstory envisioned for Phoenix:


“Before the world was the world, there was a comet streaking through the void. She drew near the great roiling sun and fell in love, slipping softly into a respectful dance around and around the sun’s warmth. As the comet slowed and circled she unfolded herself into the first troll. As she drifted around her love, she took pebbles from the darkness and held them together until they were fused by the warmth and light. The sun saw this and felt the first troll’s great love, and he glowed ever brighter and kinder. In his radiance, the troll rolled and the world grew and soon it was too big for her alone. She took some of the earth and made another of her kind, and another, and they all rolled the great balls of star dust across the surface of the world and they all grew together. After the trolls have spent millennia building the world they have sculpted the mountains, dug channels for the rivers, and planted the forests, all to prepare the way for the races who would follow.

Primitive dwarven tribes accumulate on the southern shores of the great lake. These early dwarves emerge from rocks and boulders; rock spirits called forth into flesh by the trolls. Elves step out of trees one day; they are wood spirits all made flesh overnight by the trolls. Like the dwarves, the secrets of their origins are lost. The elves mingle with the dwarves, and they all live off the land and water. A thunderstorm lasts four weeks, bombarding the land with water and small, mewling creatures that develop into goblins, called down from the sky by the trolls. Like the rain, the goblins are rootless, drifting creatures of opportunity. The goblins retain some of this knowledge, not that anyone else believes it. Exhausted from this burst of creation, all the trolls hide underground and sleep for a century. The trolls dream of humans, and awake to find the hairless humanoids living a savage existence in the cold northern tundra. Even the trolls are baffled by this development.

Three trolls do not awaken immediately and instead travel to the Netherworld, where they weave the ladder to the next world that all souls will travel. They become the Three Weavers and they live both in the real world and the Netherworld. Dwarves, elves, and goblins all live in the fertile lands south of the great lake. Although resources are plentiful, they often squabble and fight. The humans are isolated in the north lands and fight with each other. Saraoth of the elves discovered the Dream of Conquest, and within it he met a powerful elven War Mage named Invictus. Invictus told Saraoth that he, too, could be a War Mage, and give all his people a dream so powerful that they would rise up and conquer the world. They need never be surpassed by the humans. All he had to do was say yes. Saraoth agreed. But Invictus was no elf. He could be whatever he wanted to be, and since Saraoth wanted to see an elf that’s what he saw. Invictus was a living dream, the pure embodiment of Conquest itself. And that was his only goal: to capture and devour one world after another, should anyone be so foolish as to open the door to his kingdom of nightmares. 1707: Holder Saraoth of the elves becomes a War Mage, triggering the transformation of elves into vermin, and launches the Corruption War.

The vermin recruit several goblin tribes to serve as mercenaries, and teach some of them to be assassins. 1708: The vermin Battlemages emerge. Vermin troops capture and enslave the Three Weavers to harness the world’s soul energy. 1711: The Corruption War ends, with the vermin defeated and now sleeping in a magical trance. The human general and War Mage, Morgyn Wilde, dies and fights a war against Invictus in the netherworld, leading an army of souls in a perpetual stalemate. Upon Morgyn’s death the human wizards took his heart and secured it in a vase so that Invictus could not claim him. In the world of the living no one knew that the Three Weavers were still prisoners, so that in the Netherworld all the souls of the dead continued to join the Soul Matrix of Invictus. A hundred years passed and all was well. In the world of the living, a robed man moves in shadow through a temple by night. He opens a secret chamber and finds a vase bound in chains. He smashes the vase, and a still-beating heart falls out. With a swing of his sword, he cleaves it in twain. In the netherworld, Wilde falters, reeling from the magical blow. Invictus sneers and his forces overrun Wilde’s position. Invictus shoots a tendril up through the ground into the column of light that Wilde was defending. In the heart of the Blight, the vermin still lie sleeping in a magical trance, surrounding the likewise-slumbering body of Invictus. Then the spiritual tendril emerges and Invictus awakes. So do the blue-black veins of the vermin, who all rise from their magical slumber. 1810: The vermin emerge from the Blight and again wage war on the world.”



This was just the incipit of what players would then play and experience in Phoenix’s epic fantasy. Unfortunately, this grand legend never saw the light of day.
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While the Phoenix team was working hard on their ambitious RTS, Halo became the major focus for Bungie. They had to complete it in time for the launch of the Xbox, planned for November 2001. With Oni finally completed in late 2000 (then published in January 2001), part of the Bungie West team was already moved from San Jose to Bungie's new location in Microsoft's office complex in Redmond.

Bungie West initially pitched an original game titled “Monster Hunter” (not related to Capcom’s series) but it was soon cancelled when they had to work on Halo’s hugely popular multiplayer mode. In mid 2001, it was clear that the Phoenix team also had to put their game on hold to help finish Halo. Thanks to the efforts of all the talented developers at Bungie and many months of crunch time, Halo: Combat Evolved was successfully completed in late 2001 and finally released on November 15th.

The Phoenix Team was now able to go back to developing their epic strategy title. Unfortunately after many months working on a frenetic and fun game like Halo, going back to work on the Phoenix prototype showed all of its limits. The tactical gameplay was just not on par with their expectations. Halo raised and moved the bar of what Xbox gamers expected Bungie to create and a fantasy strategy game with a slow-to-play prototype did not survive to the project review.
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In 2004 during an interview by EGM with Pete Parsons (at the time Bungie’s Studio Manager but now their Chief Executive Officer), they briefly talked about Phoenix:

“PP: The thing I'll tell you is that we are bigger and more capable than we've ever been, and so the ability to entertain more than one thing is a possibility. But we are gonna do something different.

EGM: Is that the Phoenix project we've heard rumors of in the past?

PP: Phoenix is actually something that we're not doing. Any of the best developers I know -- they all have projects or game mechanics that they work on [before] they ultimately decide whether they should take them into production - take the learning from that and move on. Phoenix was one of those things that we decided shouldn't be carried out, but there's a ton of learning and a ton of experience people gained from it that ultimately we will continue.”



In the already mentioned 2013 interview with Jason Jones, he also said:

“Ultimately the reason the game [Phoenix] never saw the light of day was because of Halo. The [Project Phoenix] team got scavenged a number of times, both on Halo 1 and Halo 2, to finish Halo. [...] It was trying to find out what it was, and it hadn’t. It made it very clear at several junctures, ‘Well, should we put all the resources on the team behind Halo, or should we keep working on this game?’ Eventually we made the decision that it was Halo. The team just went away, or the project went away. The people are still here.”



Phoenix was cancelled by Bungie in 2002 and following the huge commercial success of the first Halo, plans for a sequel were already moving. Unfortunately part of the Phoenix Team did not want to work again on another Halo: they came from the Myth series and they loved fantasy settings. A sci-fi shooter was just not what they wanted to create.
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Managers at Bungie gave them the chance to create a new concept for a fantasy game, but this time it would have been a frenetic third person action adventure: its codename was Gypsum. In Gypsum players would fight using different mythical creatures (as a Minotaur) and soon a playable prototype was created, using the Halo engine and music by Marty O'Donnell. People that had a chance to play this demo remember how fun and promising it felt, but that was still not enough to stop the Halo beast.

After a while it happened again: Bungie had to complete Halo 2 on time and they moved all their employees to the project. Gypsum was canned and Bungie only released Halo sequels in the following years until they left Microsoft and went on to work with Activision Blizzard, to publish Destiny in September 2014. Bungie did not forget Phoenix during all those years and they added a related easter egg in Halo 3: the Vanguard achievement (obtained when players earns 50,000 points while playing the meta-game on The Covenant level) is the original Phoenix logo.
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Runebrid

Article by: James Alan Griffiths

There will always be certain details about unreleased games we’ll never know, but in the case of “Runebrid” or “Runebird”, an unreleased title for Microsoft’s original Xbox, even its official name is up for debate. I’ll refer to the game as “Runebrid” for the duration of this article, since that was what it was reported to be called in the one confirmation of its existence - a promotional poster for the game, which was revealed to be in development in 2002 Microsoft made an impressive, but ultimately futile attempt to attract Japanese gamers towards their new and brave foray into console gaming.
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There doesn't seem to be an English translation from Japanese for the word “Brid”, but interestingly it’s not the first time it's been used in gaming. The Japan-only SNES game “Accele Brid”, a 3D mech shooter, features the word, though there's no known connection between the two games. However, given the obscure nature of the word, it's hard to believe that there isn't a link of some kind between the two.

What we do know about Runebrid was that it was probably going to be a big deal for Japanese Xbox gamers. The producer for the project was Kenji Orimo, a man with legendary credentials - with a co-Director credit on fabled SRPG Shining Force on Megadrive / Genesis, as well as the SNES SRPG “FEDA: Emblem of Justice”, plus being the map designer for both Alundra games. Orimo had also previously written the story for “Landstalker: Treasure of King Nole” and a text adventure for Sega’s Phantasy Star series. The character designer for the game was Yoshitaka Tamaki, the artist behind many of the Shining Force titles, “Darkstalker”, “Alundra” and the lesser-known RPG, “Fangs: The Saga of Wolf Blood” by Enix.

Runebrid was going to be a brand new strategy RPG created by some of the key players during the golden age of Japanese role playing video games. The developers at Max Entertainment were led by Orimo, and the company Takuyo would be responsible for publishing the game, along with two other titles (“Master Slave”, “Magi Death Fight”) announced at the same time, at the Tokyo Games Show in the Spring of 2001. Of these three, only one would make it to market, the Japan only Magi Death Fight: Mahuo Gakuen, in 2002.

The game’s announcement, development, and eventual quiet demise can all be attributed to the hope and perception of Microsoft’s Xbox, which was originally met with disdain by the Japanese gaming public and those within the Japanese games industry. The controller was too big for people whose hands were typically smaller than their Western counterparts, and the Direct-X PC architecture was so different everything that had come before. However, the Japanese gaming industry was too big and influential for Microsoft to ignore and they had to think of something to avoid losing this very lucrative market.

Realizing a compromise of some sort would be necessary, Microsoft’s CEO (and at that point richest man in the world) Bill Gates gave a memorable keynote speech in which he announced the console would be shipped with a new, smaller controller in Japan. In addition to this, many Japanese gaming giants were revealed to be on board to develop and publish Xbox ports and exclusives alike. Runebrid wasn’t the biggest announcement in the software showcase (Sega, for example, would offer a massive 11 games for the Xbox) but with such a talented development team, led by one of the fathers of Japanese SRPGs, the game could have been a new masterpiece for fans of strategy titles.

Sadly, this attempt to right Microsoft’s wrongs with the Xbox was too little too late, and the brand would never recover in the far east. It's likely that Runebrid's funding was cut when it became obvious that the Xbox's sales would not recover in the region. How far along the game was or if any playable footage exists, will probably never be known. However, the promotional poster suggests that it would have promised all of the typical elements of a great classic role playing game.
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The Magical Ninja: Jiraiya Kenzan

Article by: Jade Avis


The Magical Ninja: Jiraiya Kenzan (also known as Magical Ninja Ji Rai Ya) was an action-platformer game developed for PlayStation 2 by Capcom Production Studio 3 in 2002-2003. It was showcased at the Tokyo Game Show in 2003 where some character designs, made by Susumu Matsushita, and a trailer were revealed. After this show, the game was never heard of again and consequently scrapped.
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Not much is known about gameplay for Jiraiya Kenzan aside from the player controlling ninjas who could walk on water, hang from ceilings, and even disappear in a puff of smoke. The core mechanic for this game was the ability to summon beasts that fight alongside the player, which was influenced by the Japanese folklore of Jiraiya Goketsu Monogatari (literally translated as "The Tale of the Gallant Jiraiya") who was a shapeshifting ninja able to summon giant toads.

Local co-op multiplayer allowed the second player to either fight as a ninja or as a beast alongside the main ninja. As the game would go on, the player would encounter bosses who they would defeat in order to unlock more beasts to use in combat. The game’s storyline was simple – the bosses were part of an evil organization called Ojamato and it was up to Jiraiya and the other ninjas to stop them. While most of the fighting would take place on the ground, special levels included battling inside a plane and a boat.
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Capcom Production Studio 3, the aforementioned developer, was one of six Capcom studios that were initially used as ‘planning rooms’ for game concepts, but split off in 2002 when it was assigned to different games. It’s responsible for game series such as Mega Man, Resident Evil and UFC. In 2004 and 2005, Studio 3 developed Mega Man X: Command Mission, Glass Rose, and Tim Burton’s The Nightmare Before Christmas: Oogie’s Revenge, which could be the reason that The Magical Ninja: Jiraiya Kenzan was cancelled.

These games were all well-made, so it’s possible that the studio decided to focus resources on them instead of Jiraiya Kenzan. Sadly, the true reasons for why this game was cancelled have never been told, and most likely never will. Capcom Production Studio 3 recently worked on ports / remakes of Final Fight and Super Street Fighter II for Wii U, plus the HD remake of Resident Evil Zero for PC, PlayStation 3, PlayStation 4, Xbox 360 and Xbox One, released in 2016.
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True Fantasy Live Online

Article by: Tristan Avery


Scheduled to be released in Japan in 2003, True Fantasy Live Online was to be a flagship MMORPG for the then brand new online service for the Xbox, Xbox Live. The game was to be developed by Japanese developer Level-5, who had previously had great commercial and critical success with Dark Cloud and Dark Cloud 2 for the PlayStation 2. 
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Microsoft tasked Level-5 to create an expansive MMO that would draw in players to their new service, particularly in the Japanese market where sales of the Xbox were less than ideal. While the official storyline of the game was never officially released, Microsoft gave a brief description stating that the player would be able to join thousands of other players in order to battle evil creatures that threaten the innocent. Early stills and gameplay footage reveal that the game was to feature a unique art style with cel shaded graphics and a distinct anime inspired look. 

Along with the unique visual style the game was to include a variety of new gameplay mechanics to help set itself apart from the other 3D MMOs at the time such as Final Fantasy XI and Lineage II. One such feature was the dynamic character creation system. Not only would the player have a range of choices of how to customize their character, such as gender and facial features, but their character’s appearance and stats would also change depending on how the game was played. For example if the player took up a strength based job, such as blacksmithing, their character would gain muscle mass and get a strength increase, but lose speed as a result.
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Another dynamic feature was the ongoing history of the world. The player would be able to choose to start out in one of four countries, each with its own unique history and ongoing story. Throughout the game the player would be updated on the advancement of the storyline, and their gameplay could change depending on what happened.

The game would have a variety of classes to choose from, ranging from combat oriented classes like adventurer to support classes such as a chef. There was an optional guild system in which the player could join a guild of the profession they chose and perform quests for them in order to move up the ranks. Once the player reached the top level of their guild they would gain access to unique quests. The player would also be able to add their own “signature” to their equipment and customize their own home. Various modes of transportation were also going to be available such as horseback, ship, carriage, flying broomsticks and dragons.
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The first death knell for the game occurred on March 2004 when, after a series of lackluster trailers that debuted at the Tokyo Game Show and E3 in 2003, the game was delayed until winter of 2004. Just a few months later on June 2004 Level-5 sent a press release stating that the game was canceled. Level-5 president Akihiro Hino embellished on the cancellation on the company’s website stating:

“The game had been showcased to the media, the world of TFLO was already complete, and within it, it was possible to live a virtual life to a degree. We continued development with the aim of making a network game that we ourselves would want to play. However, development required more time than expected, and as a result, the amount of time people would be able to play slipped considerably”.



Ultimately the game failed because Level-5 was too far reaching in their ambitions compared to the time restraints and demands that Microsoft put forth for them. One of the most challenging was the seamless inclusion of voice chat, which Microsoft was adamant the game included instead of the more cumbersome type chat. This, along with other networking problems, proved to be very difficult to the team due to their inexperience in the field and the technical limitations at the time.
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The decision on cancellation ultimately came when the delays that would have been needed in order to release the 100% completed product became too far reaching. While Level-5 never worked with Microsoft again they continued to have critical and commercial success with IPs for the PlayStation and Nintendo such as the Ni No Kuni series, the Professor Layton series and several of the extremely popular Dragon Quest games. They are still an active company today, with their most recent hit being the Yo-Kai Watch series. 
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Twisted Metal Black 2: Harbor City

Article by: Matt Redmond, Luca Taborelli (monokoma)


Twisted Metal Black 2: Harbor City is the cancelled sequel to the original Twisted Metal Black released for Playstation 2 in 2001, a car combat game developed by Incognito Entertainment (a team also known for War of the Monsters PS2 and Warhawk PS3). For Harbor City, Incognito planned huge levels that would have been interconnected with one another, rather than the single, divided levels found in the original Twisted Metal Black.
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The setting and gameplay would have been inspired by open world games, such as the GTA series. Other than vehicular based combat, players would have been able to get out of the cars to explore the world and shoot enemies in third person, controlling main characters such as Sweet Tooth and Preacher.

Though details on “open world” levels and the on-foot elements are scarce, it is assumed that the overall game would have played similar to Twisted Metal Black. Even if this unreleased sequel was never officially announced, Incognito Entertainment wrote about it in the bonus section of Twisted Metal: Head On, released for PSP in 2005 and for PS2 in 2008.

An urban legend was made up to explain the cancellation of Harbor City, telling that the project was canned due to the tragic deaths of six key developers in a plane crash. In the following years David Jaffe (the main director on most Twisted Metal games) confirmed that the story was just a joke to give Harbor City’s demise a more “tragic and mysterious” background.
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We can speculate that the real cause of the game’s cancellation has to be found in the downfall of the car-combat genre in early ‘00. Along with some details on the lost sequel, the PSP and Playstation 2 versions of Head On also got some bonus modes taken from Harbor City. In the PSP game you can play the “Sweet Tour” mode in which to explore two levels on foot to learn interesting facts about Twisted Metal’s development. In the PS2 version there’s a bonus section titled “Twisted Metal: Lost” in which players can try 4 beta levels that were originally created for Harbor City.

These areas don’t have the open world interconnection planned for TM:B2 and they are just a small part of the cancelled game, but at least we can take a look at some of the environments that were already created before the project was cancelled. After releasing Warhawk for PS3, in 2009 Incognito Entertainment was closed down as most of its staff quit the team for various reasons.

In 2007, David Jaffe and Scott Cambell (former President of Incognito) had already left the company to create their own studio “Eat Sleep Play” and the remaining developers later went on to create LightBox Interactive. In 2012, Eat Sleep Play released a PS3 Twisted Metal reboot in collaboration with Sony, with online multiplayer up to 16 players, but without many of the new features that were planned for Harbor City, such as the interconnected levels and on-foot combat.
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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.
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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.
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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.
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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.
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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.
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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.
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