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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.









Playstation games you will never play

Article by: Silvio Carréra, Luca Taborelli (monokoma)


The original PlayStation came out in 1994 in Japan with America and rest the world the following year. The console was an instant success and went on to sell 2 million units in its first six months. With launch titles like Ridge Racer, Battle Arena Toshinden, Jumping Flash! and Wipeout, gamers welcomed Sony into their homes as a new exciting hardware to play with great ports of popular arcade games or to enjoy new 3D worlds.

Sony’s marketing campaign was also massive, aiming at young adult instead than kids, teenagers or families as their competitors did in the past: with a great presentation at E3 1995, PlayStation soon became the new cool tech everyone was talking about. Sony had been keen to enter the gaming market since the mid 80s.

In 1988 they made a contract with Nintendo and started working on a CD-ROM add-on for the SNES. In 1991 they unveiled the console called “Play Station” that was compatible with original SNES games and the newly SNES-CD games. The two companies then conflicted over control of the licensing which led Nintendo to seek Philips, Sony’s industry rival, for a better deal.

A few years later the companies sorted out their differences but Sony had already decided to build a console of it’s own. In a couple of years PlayStation owners could play titles like Tekken (1995), Twisted Metal (1995), Resident Evil (1996), Tomb Raider (1996), Crash Bandicoot (1996) and PaRappa the Rapper (1996): it’s easy to see how Sony had plenty of “killer applications” to sell their console. The PlayStation caused a big impact on the industry and on its competitors Nintendo and Sega.

The console had everything at the time: it was easy to develop to, it had cheap to produce high memory size media (CD), great 3D graphic and a long list of third parties support. The industry saw the PlayStation as the next new thing and flocked to it. Companies like Capcom, Namco, Square, Enix, Activision, EA and Konami, wanted a piece of the cake. New titles like Gran Turismo (1997), Final Fantasy VII (1997), Tomb Raider II (1997), Oddworld: Abe's Oddysee (1997), Grand Theft Auto (1997), Castlevania: Symphony of the Night (1997), Micro Machines V3 (1997), Tekken 3 (1998), Metal Gear Solid (1998), Spyro the Dragon (1998), Tony Hawk's Pro Skater (1999), Driver (1999), Crash Team Racing (1999), Silent Hill (1999), Legacy of Kain: Soul Reaver (1999) and Syphon Filter (1999) went on not only to become profitable but also to be seen as new classics for a new generation of gamers.

Survival horror titles, 3D racers, 3D action adventures, 3D platformers, J-RPG, 3D fighting and stealth games flourished on the Playstation and were the most played genres worldwide during the late ‘90s. There are many less known yet fun and interesting games available on the original Playstation, that still had their good number of fans in the vast PSX user base; these are titles like Tomba! (1997), Poy Poy (1997), Intelligent Qube / Kurushi (1997), MegaMan Legends (1997), Alundra (1997), Tail Concerto (1998), Skullmonkeys (1998), Ehrgeiz (1998), Suikoden II (1998), Rakugaki Showtime (1999), The Misadventures of Tron Bonne (1999), Silent Bomber (1999), Vib Ribbon (1999) and Team Buddies (2000).

Thanks to a vast market to sell to, Square were able to develop and release in the west a long series of Playstation games that could have remained only in Japan during the 16-bit generation, titles as Final Fantasy Tactics (1997), Bushido Blade (1997), Parasite Eve (1998), Xenogears (1998), Brave Fencer Musashi (1998), Chrono Cross (1999) and Vagrant Story (2000).

After becoming such an international hit, the original PlayStation was officially discontinued in 2005 and ended up with more than 100 million units being sold. As it happened with the NES, everyone wanted to develop games for the most popular console on the market, but not every project made it to the shelf.

The most iconic and interesting cancelled Playstation games that we collected in this book are just a few of the hundreds of lost titles planned for the console, but they represent a good variety of genres (3D platformer, action adventure, survival horror, RPG) that marked late ‘90s gaming with their characteristics.





ICO

Article by: Philip Dempsey


ICO was an adventure puzzle game created by Team ICO and released for the Playstation 2 in 2002. The plot followed a young boy with horned helmet named Ico trying to escape a castle he was trapped in. Along the way, Ico finds a girl named Yorda who seems to have a connection to the castle. As the story progresses, Ico has to navigate the complex layout of the castle, solve puzzles and defend Yorda from shadow monsters who are very reluctant to let her leave.

Ico quickly became a cult classic on its release due to its haunting atmosphere and minimalistic style. ICO's development began in 1997 for the original Playstation when creator Fumito Ueda created a 3 minute video to pitch to Sony. Through out the development, Ueda kept a simple plot: a boy, a girl and a castle. This pitch video did not show any gameplay, instead presented Ueda's original idea for the story.

[image: ico4][image: ico6]


In an interview with 1up.com, Ueda described a scene from the video showing two characters meeting, a young boy watching a horned girl walk towards a sofa. She is clutching her arm as she walks. After this, there were scenes of robots and the pair trying to dodge explosions which seem to clash with the normally clam tone of the final game. Unfortunately this video has never been released to the pubic in full, however pieces of the pitch video would be seen later: in 2005 the collectors edition of ICO's follow up Shadow of the Colossus came with a bonus DVD which contained a video showing prototype and beta footage of the lost Playstation version of ICO.

It is here where we can see what appears to be footage from the early pitch video. What is surprising is the art style that was used was more detailed and realistic looking compared to the stylized look they later went with. The character designs were also different; Ico is missing his trademark horns and tunic and it’s Yorda that had horns instead. Interesting enough, Ico's prototype clothes of a red shirt and shorts can be still seen under his tunic in the final game.
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Early plot details are rare and the game is know to have gone through a number of rewrites. One plot that is known about is Ico as a servant / slave trying to return Yorda to her room after she was kidnapped by horned soldiers. This was rejected for being too dark although footage of Ico fighting horned humans while one tries to drag Yorda away in a similar fashion to the mist monsters in the final game. Soldiers weren't the only danger in the prototype as the castle was designed with trap. In the Playstation 1 video at one point, Ico has to dodge an arrow fired from the wall. This scene also shows what might be an early health bar that was later scraped.

Work on ICO fully began in October 1998 using key frame animation instead of motion capture. Development continued until September 1999 where frustration with the PSone hardware had taken its toll on the team. They were left with 3 choices: cancel the game, compromise and finish it on the PSone or move development to the then-upcoming PS2. Luckily it was decided to move it to the much more powerful PS2 which solved many of the CPU and AI issues plaguing development.

Better hardware also allowed the team to work with better lighting and effect that gave ICO its unique feel. While ICO's sales were not stellar (selling around 700,000 copies worldwide) it did strike a cord with critics, winning it many awards for its style and design. The game was also praised by other developers and has been cited as an inspiration for many famous games such as The Legend of Zelda: Twilight Princess, Metal Gear Solid 3: Snake Eater and the Dark Souls franchise.
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ICO's follow up Shadow of the Colossus was released in 2005 to much public and critical approval. Both ICO and SotC were given a HD update in 2011 for the PS3. A second follow up called The Last Guardian was announced in 2009 for PS3 but has run into the same fate as the original ICO, postponed and vanished from release lists. Many feared The Last Guardian was canceled until it returned at E3 2015 and then released on the PS4.

Probably we’ll never know how much different ICO would have been on the PSone, but in this case we are happy that such a beautiful game was not lost forever and everyone can enjoy it on PS2 and PS3.
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Lufia 3: Ruins Chaser

Article by: Luca Taborelli (monokoma)


Lufia, also known as Estpolis Denki in Japan, is a cult-classic series of RPG developed by Neverland Co Ltd, started on the Super Nintendo in 1993 with Lufia & the Fortress of Doom. The game soon became a hit amongst RPG fans and a few sequels were released in the following years: Lufia II: Rise of the Sinistrals (1995, SNES), Lufia: The Legend Returns (2001, Game Boy Color), Lufia: The Ruins of Lore (2002, GBA, developed by Atelier Double) and Lufia: Curse of the Sinistrals (2010, Nintendo DS).

Unfortunately the true third chapter of Lufia planned for Sony’s first home console never saw the light of day. In early '98 Japanese publisher Nihon Flex announced that it was funding the development of Lufia 3: Ruins Chaser, a project that would have taken advantage of the 32-bit Playstation console and its CD format.
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Hype was huge among fans of the series, dreaming about a new chapter with even bigger worlds to explore, better graphics and animated full motion videos to tell the story: a plot that would have taken place 300 years after Lufia 1. Neverland’s intention was to conclude the popular SNES storyline and at the same time begin a new one to introduce future episodes of the series.

There were six main characters planned and the graphics were said to be in isometric 2D, similar to their last SNES game titled “Energy Breaker”, released only in Japan in July 1996. At Spring Tokyo Game Show 1998, held at Makuhari Messe in Tokyo from March 21 to 22, Nihon Flex unveiled Lufia 3 for the first time, giving out a 12 pages booklet and showing a short teaser video with preliminary artworks and details.

The title was reported to be 20% completed at the time. Natsume, the American publisher of previous Lufia titles, confirmed at E3 1998 that the game was scheduled for the second quarter of 1999 for Playstation. The following is the full translation for Lufia 3 backstory taken from the teaser video:

“Now, once again… the legend returns... Gods were real. However, they were different from what humanity wished they were. The four gods presided over terror, destruction, chaos and massacres. They ruled above humanity, from their Doom Island, floating in the skies... A hero was born. Maxim, the sole "human" who can wield the Dual Blade, a sword which amplifies energy waves, fought against the four gods... The gods vanished. Because of Maxim, the four gods vanished from the world. Without being swallowed by a profound despair, humanity began to walk once again a path of prosperity.
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From the Oracles Annals, The First Doom Island War... 100 years passed. People forgot completely The First Doom Island War and were openly enjoying prosperity. However, only a young boy who inherited Maxim's blood remained vigilant regarding the four gods... There was a young girl. Lufia, a young girl with blue hair. She, who forgot everything, opened her heart only to the boy who inherited Maxim's blood... The gods revived. Thanks to the destined young girl, Lufia, the four gods revived. The nightmarish island - Doom Island - cast its shadow of despair above humanity, once again... The young boy drew his sword. The young boy pointed the Dual Blade to Lufia. Only by taking the sword to the beloved girl humanity could be saved by this crisis... The gods vanished. At a great expense, the gods vanished. Humanity was saved once again by a hero who had inherited Maxim's blood.

From the Oracles Annals, The Second Doom Island War... 100 years after The Second Doom Island War. With the steam engine invention, humanity began to walk the mechanization path. The unlimitedly produced energy changed humanity's lifestyle completely... Then, heroes disappeared. In a peaceful prosperous era, heroes were not needed. Now, no one remembered who inherited Maxim's blood... Then, the Dual Blade vanished. On the very bottom of the thriving light, jetblack darkness was spreading. No one, as of yet, has noticed. Arek and the Sinistrals… The final battle with them begins now.”

Details about Lufia 3’s main characters were also shown in the same teaser:

- Shion Curtis: "I'm gonna find Doom Island!" A courageous and positive young man who thinks that everything can be done if effort is put in it. He lives every day enthusiastically with all his might. Admiring Maxim he becomes a Ruin Chaser in order to find Doom Island. He extremely hates the thinking that to save many a few have to be sacrificed.

- Cecile Lingham: "I'll fight to live on. That's all!" She's cool and calm for her age. To Shion's belief that everything can be done if effort is put in it, she answers that he's just an idiot, very ignorant of the ways of the world. A kind girl in truth, but she cannot be honest. Has a foul tongue, but that's only because she's embarrassed to honestly show her kindness. Not having parents, she spent her childhood in an orphanage.

- Lily Ling: "I smell gold on this mountain" Extremely greedy. Even the fact she became a Ruins Chaser is obviously to strike rich quick. Frivolous and foul mouthed but she actually has a feeling heart.

- Yuh Shaia: "If you give me five minutes, I'll fix it" A descendant of the Shaias. Obviously, a genius regarding machines. He has two older sisters and when he was a child he thought to be a girl too. Due to this trauma, when he grew, he came to admire manliness. For Yuh, Shion represents his ideal, so after joining his party, he dearly loves him like he was his older brother.

- Michelle Regnas: "It is my duty to straighten up my dear Albert" A young lady of the Regnas family that was ruined due to the Fire Storm. During a certain event, she meets Albert and falls for him at first sight. And so, she becomes a Ruin Chaser. When she came to know about Albert's sword fetish, she received the biggest shock of her life, but without getting down, she vowed to correct him.

- Albert Ross: "The brilliance of this sword... is beautiful" A fencer who is trying to master the way of the sword. But in truth he is a sword maniac. Although a freak, his skill with the sword is real. Even the fact he became a Ruin Chaser is because he is searching for the legendary blade "Regnas Sword".

These characters would be the "Ruin Chasers", those who chase ruins for adventures and treasures. Other key events, places and people in Lufia 3’s storyline would have been:

- The Fire Storm (“an unprecedented crisis that struck humanity with flames rising up in the skies, cutting a cross in them”)

- The Oracles Cardinal (“An armed group that saved humanity from Fire Storm and makers of humanity rebuilding. However, few know the facts about it and they remain a completely mysterious organization”)

- Doom Island (“A nightmarish island often seen floating in the sky, where the "Fortress of Doom" is located”)

- Operations Doom (“Without a sacrifice, this operation will not succeed: the Oracles Cardinal trump card. What is its true meaning?”)

- The Four Great Ruins (“Four ruins appeared due to the Fire Storm. Those are the Ruin Chasers battlefields”)

- Naki (“a mysterious young girl who holds the key to everything. Two organizations act in secret, disputing for the blue and white haired young girl”).

From these details we can see how Lufia 3 would have followed and expanded the series’ lore, with classic JRPG fantasy settings and mysterious characters. The teaser video ended with a question: “An era where waves have vanished. Six Ruin Chasers face off against humanity's biggest crisis! The Oracles Cardinal watch the course of events. And then, when Arek descends, humanity shivers in terror! Is there really a chance of victory for humanity...?”

[image: lufia3-3][image: lufia3-6]


Unfortunately fans of the series never found out the answer to this question: in July 1998 Nihon Flex declared bankruptcy thus forcing Lufia 3 to be put on hold. In mid 1999 development was resumed but Neverland decided to cut expenses and develop the project for the newly released Game Boy Color. The team had to scrap what was already done on the Playstation to create something that could have fit on the cartridge based “8-bit” handled.

Storyline and characters were completely changed, puzzle elements featured in past Lufia games were removed: the game was later subtitled "The Legend Returns". Not much was left from the original Lufia 3: Ruin Chaser concept and the Game Boy Color title was not a proper conclusion to the planned Lufia trilogy storyline.

A few years later a song planned for Lufia 3 Playstation was shared online by composer Yukio Nakajima thanks to Lufia-fansite Forfeit Island and user SinReVi. In February 2016 the original design document created for Lufia 3: Ruins Chaser was available for bidding on the Japanese Yahoo Auction website, with a few details about its content:

- Scenario related (plot, dungeon maps) 109 pages

- Battle Screen Layout Design 43 pages

- Field Map Design Layout 8 pages

- World Map Design Layout 5 pages

- Camp Design Layout 30 pages

- Speech bubble designs 9 pages

- Storyboard 27 pages

- Capsule Monsters rough designs 13 pages

- Party characters battle pattern and monsters 40 pages

- Image Board 22 pages

- Image board (B4 Size) 14 pages.

Unfortunately the design document was offered for an overly-high price and the auction finished without any bid. It’s currently unknown what happened to it or if it will ever be recovered and preserved.

After abandoning 32-Bit development with only a Sega Saturn game ever released (Senkutsu Katsuryu Taisen: Chaos Seed), Neverland worked on a few more cult titles such as Record of Lodoss War (Dreamcast), CIMA: The Enemy (GBA), Shining Force Neo + EXA (PS2) and the Rune Factory series (DS, Wii, PS3 and 3DS). On November 2013 the company was closed due to bankruptcy, but at least part of the team was later hired in early 2014 by Marvelous AQL to work on a new 3DS RPG titled “Lord of Magna: Maiden Heaven”, released in 2015 in North America and Europe.

It’s hard to say if we’ll ever see another Lufia: it seems that the IP is owned by Taito / Square Enix in Japan and licensed to Natsume Inc and Atlus in North America. With the original team disbanded it would probably be difficult to find an agreement between all these different companies to create a sequel to a now forgotten RPG series.
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Malice

Article by: Andrew Borman


Developed by Argonaut Games, the studio famous for their work on the Super FX chip for the Super Nintendo and the early Star Fox games, Malice was a 3D platformer with a long development history that stretched over multiple console generations. The final version, released for the Playstation 2 and Xbox in mid 2004, was quite different than the work done on the original Playstation, although it too went through multiple iterations.

Malice started as an Xbox exclusive that was praised for its graphics, adding (and removing) Gwen Stefani of No Doubt fame, and ultimately ending up as a game that no one was truly in love with. Work on Malice started in 1998 for the original Playstation using the Croc 2 engine that Argonaut had already developed.
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The game’s main character was Alice, a mage who could control the five elements which would empower her with special abilities. For example, the earth magic allowed Alice to bat-glide across a level, the water magic allowed Alice to water-ski, and the fire magic burned enemies.

It isn’t entirely clear how the levels would have progressed since the game was extremely fragmented when it was cancelled. Alice’s Dog-God (which is exactly what is sounds like) was a major driving force in the game’s story, as it becomes possessed and burns down the forest while corrupting the once-friendly animals. The Dog-God even transforms Alice into a cat named “Kat”, although a kind Granny (who was actually a witch) turns you back to normal.

It is in the Granny’s hut that Alice collects the Mace-of-Club:, a giant weapon that helps her defeat the corrupted enemies throughout the world. The Dog-God wasn’t the only important enemy in the story; the Jujuman was another beast corrupting things in his own way, whom Alice has to defeat in order to gain access to the Siren Tree.

While Malice looked good and took advantage of the developers’ previous experience working on Croc games, it was cancelled due to both technical issues and business decisions. In the state Malice was in when it was cancelled, each level was essentially a separate entity. A developer menu had to be used to select and play individual levels; there was no progression of any kind implemented. Unlike many games today which use solid levels with as few seams as possible, Malice was built using tilesets.
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As with many games of the time, the camera was proving to be an issue, as it, too, got stuck often, partially due to the tileset design and the design of the levels. The camera and the character could even fall through the tilesets of the map! Other design issues were also causing problems with the game. Important variables, like gravity settings, were set differently depending on the level and the designer who worked on it.

This meant that each level had Alice jumping different distances and at different heights, which caused issues for players since they never really knew how she would control. This independent design had even more negative implications for coders, as they were designing multiple versions of the same thing over and over again, with no communication between the designers.

Argonaut would eventually try to fix this issue by creating smaller groups, but this caused the game to became “too standardized in some areas”, according to one developer. The truth is that there was still a lot of work to be done on Malice on the Playstation. Cutscenes were yet to be developed, and the other issues would take a lot of time to fix, putting it dangerously close to the then-next generation Playstation 2 and Xbox releases.

This is where the business decision was made to move Malice to the Xbox, at least initially, where Microsoft was happy to show the game as an early Xbox title. THis transitions didn't work perfectly, as the developers had issues reworking the Playstation content into an Xbox title, thus suffering further delays.
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Changes were made, platforms shuffled, and publishers pulled out, until the game was essentially unrecognizable by the time it was released in 2004. Two playable demos of the cancelled Playstation build exist, labelled version 1 and version 2. The first demo is much more basic, lacking many of the features found in the later. Version 2 has multiple levels, although not all of them are completable.

A few years later, Argonaut would produce games like Bionicle: The Game, i-Ninja, and Powerdrome in 2003 and 2004, though this came at a cost. Over one hundred employees win October 2004, officially dissolving in 2006. Whatever potential Malice had would disappear with the studio.
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Powerslave 2 (Exhumed 2)

Article by: Jesse Cook


If you were developing a first-person-shooter in the mid-to-late nineties, chances are you were crafting your game in the monolithic shadow of id Software’s 1993 hit Doom. For the small developer Lobotomy Software, PowerSlave served as their nod to the FPS giant. Lobotomy Software was formed from a couple of employees of the Game Play Counselor service that Nintendo of America offered to fledgling gamers during the height of Nintendo’s popularity in the 80s and early 90s.

For those who do not remember, or have not heard of this charming phenomenon in gaming culture, Game Play Counselors were an elite group of Nintendo gamers who manned the Nintendo “Powerline,” a phone service that provided struggling players with tips in order to complete some of Nintendo’s most challenging games. That’s right: there was a time when players could call Nintendo to receive assistance on games for a per-minute toll.
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In an interview with Brian McNeely (one of Lobotomy’s founders) by Ross Sillifant, McNeely explains that this job at Nintendo was responsible for helping him succeed as a game designer: “When I look back at that experience I realize more and more how it was essentially an education in game design fundamentals. Over the course of several years I played hundreds of games while on the job, many of them to completion, and some of them multiple times... Through it all I was able to gain a lot of design insight into what makes a game fun, what frustrates the player (for better or worse), the importance of rewarding the player, pacing, difficulty, the relationships between art and game play and audio and technology, level design, progression, etc., etc… ”

The first game created by the newly founded Lobotomy was Joe Louis Boxing, a Punch-Out clone that followed the career of the famous Joe Louis. Interestingly enough, this game was never released, serving as an advertisement for Lobotomy to big publishing companies. It must have worked, for the team would create their first big game PowerSlave, or as it is known in the UK Exhumed (a.k.a AD 1999: Pharaoh’s Revival in Japan), shortly after.

Built using the aptly titled Build engine from Apogee, the team set out to make an Egyptian themed FPS for PC, which then ended up with two more ports during development to the Playstation and Sega Saturn. These ports were scheduled to be released over a one-year span from 1996, with the Sega Saturn and PC version, and concluding with the Playstation version in 1997.
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However, the console versions of PowerSlave were built using a separate engine, and as a result they contained a bevy of new levels, ending cutscenes, collectibles, and level designs. Essentially, a large number of items that gave the game replayability were not implemented into the PC version, a rare occurrence for games both old and new. This is something that makes the game particularly endearing to those who discovered it on either Sega or Sony console, for it was a rarity at the time to find thoughtful and adamant attempts at console-based FPS’s.

Plotwise, PowerSlave followed a team of special ops soldiers attempting to infiltrate the Egyptian city of Karnak, which was been taken over by an unknown force known as the Kilmaat. This mysterious force is an army consisting of an assortment of mummies, Anubis soldiers, evil spirits, and various other regional creatures, who came to Karnak in order to drain the power from the soul of King Ramses so as to complete their mission of taking over the world.

In general, the game plays more like Metroid Prime than other FPSs of the time, tasking the player to find new items to reach secret areas and open new paths. Weapons ranged from the standard sidearm to larger machine guns and science fiction inspired rifles, to powers that could be summoned from the character’s hand a la Bioshock or Dishonored. Items and power-ups were given to players in later parts of the game, allowing them to go back and explore previously inaccessible areas, like underwater pathways and unreachable cliffs.
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They also included artifacts tied to Egyptian mythology, such as the Sobek Mask, to give the world a richness of lore. The aforementioned mask, which is only one of many artifacts, was based off of the god of the Nile, therefore it gave the player the ability to breathe underwater. This addition of mythology made the environment of PowerSlave a rich and beautiful world that players would love to explore time and time again.

To reinforce its replayability and its narrative, Lobotomy created multiple endings for different playthroughs. This culminated into what appears to be a fairly successful release for the game, though it’s not often referenced in contemporary discussions of video game history. What came next was the proposed plan for a sequel/prequel to the original PowerSlave, titled PowerSlave 2.

This game would have been set thousands of years in the past in ancient Egypt, according to Lobotomy from an interview with Knightmare from GameFan. Much like the original title, PowerSlave 2 would have the player seeking a missing God - in this case Ra, the sun god, who was kidnapped by a rival god - fighting various enemies and other gods in order to gain experience and special powers needed to accomplish the mission.

Taken from the GameFan interview: “At the start of the game, Ra (the sun God) disappears, causing a permanent solar eclipse on the land. It turns out that he has been abducted by one of his arch rivals, and it's your job to rescue him and return light to the world. As a young Egyptian warrior you must seek out the various Egyptian Gods and attempt to gain their supernatural powers, in order to ultimately challenge and defeat Ra's rival.”
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This may sound like a simple sequel to the first game, and for the most part it was. The same rich narrative elements of the first game were planned for the sequel, as well as the mythology that influenced the items used by the player. However, Lobotomy planned on changing the playstyle of PowerSlave 2 from an FPS to a third person action game. Unfortunately, not many details were released on how exactly Lobotomy would implement this change

In addition to the global changes that Lobotomy planned to make in Powerslave 2, they also wanted to alter the way they compelled players to explore levels and enjoy design longevity by introducing the “Afterlife” ability, which would have been organically instilled in the character during a scripted death in the third level of the game. The Afterlife ability would allow the player to transition from the corporeal to the spiritual world of the game at will in order to find different ways of interacting with each level. Moving from one dimension to another who have allowed players differing traversal options, as well as provided opportunities to manipulate their environment through “otherworldly” interactions with the levels in the spiritual realm.

Lobotomy also intended to include some items and characters from the original Powerslave to form continuity between the two games, though they did not seem deeply interested in making any major story arc connections between the two games. There would have also been multiplayer functionality, though what that entailed is unknown. Lobotomy confirmed multiplayer for the PC version, and a link cable option for the Playstation version. It was mentioned that the camera would transition from third-person to a more traditional fighting style, which when combined with their mention of Tekken in their description, it seems plausible that multiplayer fighting would have focused on one-on-one battles.
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Even with what appears to be a fully developed outline for what the game would have been narratively on top of a working demo, it apparently never received support from any publishing companies to continue development and eventually Lobotomy dropped it entirely. Based on interview answers from McNeely regarding his retrospective disappointment in Lobotomy’s decision to step so far afield of the original PowerSlave’s FPS style, it suggests that the third-person system was also shunned by publishing companies that were looking for another hot FPS franchise to cash in on.

Eventually, Lobotomy Software was acquired by Crave Entertainment in 1998, and the team was rebranded as Lobotomy Studios. Lobotomy has no other major releases to its name, though they did work on a few minor projects before being liquidated into the larger Crave Entertainment, and members were diffused into various other teams.

In 2012, Crave went bankrupt. However, while Powerslave 2 will never see the light of day, the spirit of Powerslave is not dead as there is an unofficial remake in the works that was started in May of 2015. According to TechRaptor, Samuel ‘Kaiser’ Villarreal is working toward revitalizing the game for a new generation of FPS gamers. Villarreal hopes to bring the excellent console experience to PC players who missed out on the original, and to show new gamers a great classic FPS that took risks to set it apart from the rest.
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Resident Evil 1.5

Article by: Alberto Li Vigni (Yota)


The game known as “Resident Evil 1.5” is a cancelled survival horror title developed by Capcom that was originally slated for launch in may 1997 as a sequel to the first Resident Evil. The game was produced by Shinji Mikami and directed by Hideki Kamiya, who already worked on the original game as director and system planner respectively.

Capcom started working on Resident Evil 1.5 in april 1996, with the project being at first shown to the public in july 1996 at the V-JUMP festival. In this early build Leon S. Kennedy (whose name was “Grant Bitman” in preliminary concept drawings), had a muscular build, short hair, and wore a blue suit with short sleeves under a black vest. The second playable character planned for the game was named Elza Walker, but at the time she was only shown in concept art. In this early version the Raccoon Police Department lobby and the Chief office had different layouts and furniture compared to later builds. Only two types of zombies (regular and fat) and three weapons (handgun, shotgun, handgun with burst fire) were included.
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In august 1996, Famitsu published some images apparently taken from the same V-JUMP build, even though Leon now sported a marginally different uniform without the word “Police” carved on the back. In a later prototype, documented in a september 1996 Capcom Fan Club VHS, Leon became more slender and he now wore jeans and a jacket. This build also introduced female zombies and showed, for the first time, locations outside of RPD like the Sewers and the Laboratory. The furniture and the layouts of already known rooms such as the Lobby and Chief Office were likewise sensibly changed.

A yet another build was documented in a november 1996 issue of Famitsu, finally showing in-game screenshots of an early, low-quality model of Elza Walker (with a much shorter ponytail) and of Leon wearing his classic RE 1.5 RPD uniform. For some reasons female zombies were later removed, while infected german shepherds were introduced for the first and last time, seeing that they would soon be replaced with dobermans. The same can be said about the narrow eight stalls of the Firing Range, which were superseded by four broad stalls in the next known build.

The latter, shown in a december 1996 Capcom Fan Club VHS, featured new weapon holding animations for both protagonists, which now had also gloves. Elza Walker model was refined, and she now sported a longer ponytail. Moreover, this build finally introduced the first early, low quality models of secondary characters like Ada and John. Some camera angles included in past builds were also slightly changed. More importantly, in this beta we can see that developers were finally in the middle of adding the first known cutscenes, bosses (Birkin in the warehouse, the two gorillas in the parking lot), and puzzles.

[image: residentevil15-03][image: residentevil15-04]


Another important addition in this build were (still non-functional) saving boxes, which were meant to replace both typewriters and storage chests. An ISO of this beta (dubbed by fans as the “40% complete version” or "40% Vanilla build") was leaked to the internet in september 2013.

In the last known RE 1.5 build, mainly documented in the february 1997 issue of Hyper Playstation Re-Mix and in four videos included in the japan-only Biohazard complete disk, we finally got high-quality models for both secondary characters and protagonists, even if the new animations introduced in the last beta were removed. Many backgrounds and camera angles were slightly changed, while the early, “green” version of the drain was scrapped and replaced with a completely different one. More cutscenes, enemies (small alligators, a strange man-spider hybrid ) and bosses (a big alligator and birkin’s other forms, which were completely different than those seen in RE2), were also added.

Imagica, the company responsible for the CG videos of the first Resident Evil, had even start working on the game FMVs. However, some backgrounds had yet to be finalized and a few others were still completely missing. Puzzles and other gameplay mechanics were likewise probably not fully implemented.

Thanks to some 1.5 leftovers found inside the Resident Evil 2 trial disk, we know that Capcom was still making slightly changes to backgrounds up to december 1996. However, roughly in the same period, general manager Yoshiki Okamoto decided that the current scenario was extremely lacking and it had to revised, partily because it didn’t have any connections with the first title and the story was too conclusive.
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Together with Noboru Sugimura, a new writer brought in precisely to help to change the original script, the development team decided then to replace Elza Walker with Claire Redfield, sister of the male protagonist of RE1, turn good police chief Brian Irons into an evil man corrupted by Umbrella, and drop completely Roy, an injured policeman who later became a zombie. Umbrella scientist Ada (whose name was “Linda” in early concept drawings), became a mysterious spy, while Marvin Branagh, who was a playable character in Resident Evil 1.5, was turned into a minor character. John, originally a supporting NPC for Elza, became Robert Kendo in Resident Evil 2.

In order to make the scenario less conclusive, it was also resolved that Umbrella was able to cover up what happened in Resident Evil 1, thus avoiding being investigated for its malicious activities. Another important addition was the “Zapping system”, by which each protagonist had now their own storyline and selection of puzzles. Moreover, as opposed to Resident Evil 1.5, the scenarios in RE2 became related and the two main characters could now encounter each other.

Ultimately the huge revision of the script, together with the fact that Shinji Mikami simply didn’t like the “1.5” incarnation of the game, led the development team to restart the project completely. Apart from a few RPD rooms (the armory, the morgue, the boiler room, the parking lot, the offices, etc), the laboratory was the only area that kept the original style, even if in Resident Evil 1.5 it was also supposed to burn down.

Unfortunately, many Resident Evil 1.5 weapons, like SPAS-12 shotgun, S-Redhawk magnum, HL2K NC51 machine gun, M202 rocket launcher, hand grenades, a metal pipe, didn’t survive the transition to Resident Evil 2. Some other planned features, including equippable armor vests, shutters that blocked zombies, visible damage to the main characters (such as bleeding and ripped clothes), were likewise scrapped.
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The item menu, which had a different layout in Resident Evil 1.5, became almost identical to the one featured in RE1. Nevertheless some Resident Evil 2 puzzles, such as the one in the library where we have to rearrange the bookshelves, the power console in the boiler room, or the burning helicopter that had to be extinguished, closely resemble similar ones seen in Resident Evil 1.5 builds.

According to Shinji Mikami, RE 1.5 was 60-65% complete when it was scrapped, through other sources report a completion percentage of 70% (Hideki Kamiya) or 80% (Research on Biohazard 2 Final Edition Book). In 1999, a mysterious japanese player, allegedly in contact with a Capcom employee, took many photos of him playing through a “Complete Disk Build” and sent them to Kim Larsen, owner of Bioflames.com, who published the shots on his website. Unfortunately, nothing was heard from this japanese player ever again, and this beta remains unleaked.

In 2012 an hacker group called IGAS started working on a “restored version” of a Resident Evil 1.5 prototype they were able to secure, wanting to fix bugs and make it more playable for a later official leak. After someone tried to sell a copy of this unfinished restoration, in february 2013 they decided to release their incomplete patched version online. Even if this “Restored RE 1.5” is not completed yet (as of mid 2016), an official demo titled “Battle Colosseum” (including only a brand new mini-game in which we fight hordes of enemies), was released in december 2015.

While Resident Evil 1.5 remains a legendary lost project that fueled its fans’ dreams for many years, Resident Evil 2 became a huge commercial success for Capcom, selling almost 5 millions units on the original Playstation. For sure the cancellation of Resident Evil 1.5 initiated a long series of researches, speculations, fan-theories and great preservation efforts that escalated in the leaked prototypes and the development of fan-restorations that will give to the title another chance to be enjoyed in a more complete form.

Not many lost games can boast a dedicated community that invest so much time and resources to save such an important piece of gaming history.
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Saboteur

Article by: Tristan Avery


Saboteur is a canceled action adventure game, heavily inspired by ‘80s and ‘90s martial arts movies, that was in development in 1998 / 1999 by Tigon Software and was being published by Eidos for the PC and Playstation. Due to being released in Spring of 1999, Saboteur was a loose re-imagining of a game of the same name for the ZX Spectrum.
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The original press release is as follows:

“Saboteur is a fast paced combat adventure game, which fuses genres and gameplay styles. It is a game that embraces new concepts and new production values whilst holding onto solid game-play values of older classic titles. It is not a fighting game, nor is it only an adventure game. Saboteur will be the first arcade adventure game to feature a full on 3D fighting system (complete with high/low defending and grapples). It embraces the complexity of 3D fighting games and adds multiple opponents. You play the part of Shin Ienaga, trying to avenge the death of your grandfather and rescue your sister from the clutches of the evil G.E.N.E Corporation.

The action is viewed from a third person perspective and involves a variety of combat, puzzle solving and exploration. It matches a strong story line to proven genres (action adventure and 3D combat) and adds its own spin of magic, ninja style. Saboteur’s most unique feature is the introduction of a second character on the player’s side. Shin is joined in his quest by Shiro, his faithful hound, who follows him wherever he goes. Shin is able to command Shiro to either attack enemies or give assistance in tricky areas of the game, by retrieving objects or helping to solve puzzles. Due to his advanced senses Shiro is able to give advance warning of approaching or hidden danger, however there is a price to pay if you don’t look after him.
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Features:

- Strong story line and plot development with emphasis on Ninja main character;

- Refined Combat System within third person perspective. When in combat Shin operates on a different plane and automatically locks-on to the nearest attacker;

- Combat includes: hand-to-hand, swordplay, and weapons (throwing knives, guns and clubs);

- Use of second character on player’s side – a largely computer controlled dog Shiro. Shiro is a powerful weapon in a fight and also a useful navigation tool in the game world;

- Wide range of characters (30+) each with their own set of unique moves;

- Sophisticated enemy AI, enemies learn your fighting style and adapt their defences to it;

- Variety of locations with over 20 levels spread across five huge game worlds;

- High technology – motion capture, single skinned objects, true object dynamics."

Described as being “like a Hollywood movie” and “a cross between Tomb Raider and Soul Blade” Saboteur was to include a unique gameplay style that could be seen as an early predecessor to the now standard action adventure gameplay format seen in games like Batman: Arkham Asylum and the Assassin’s Creed series.
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When the player was not involved in combat they would explore the levels in a gameplay style reminiscent of Tomb raider, and in combat it would shift to a fighting gameplay style more akin to titles like Tekken or Soul Blade (especially the latter, as the protagonist used a sword to fight).

The game boasted an advanced AI for the time, citing that enemies would react differently depending on what weapon the player brandished, chase after the player if they ran away, and had “…a large number of unique animations capable of setting up a pattern of attack that will place them at an advantage over Shin if the player isn’t careful”. In order to fight back against this advanced AI, the game promised a substantial combat move list that rivaled other fighting games of the time.

While the companion dog, Shino, would be controlled by the CPU for a majority of the game, he could also be utilized in combat to hold enemies down and to resolve environmental puzzles, such as opening a closed door by going through air ducts and pressing a button from the other side.
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The game ran at 30 fps and was to feature 5 worlds with 4-5 levels each and had fully interactive environments. The 30+ enemies featured in the game included humans as well as mutants and robots, presumably created by the villainous G.E.N.E Corporation. Aside from being comprised of a few members of the original Saboteur game for the ZX Spectrum, not much is known about Tigon Software.

As far as we know, in 1999 Tigon managers closed the company and sold the rights to Saboteur to EIDOS. The publisher made Pumpkin Studio (the team behind cult RTS "Warzone 2100") to continue to develop the game for a while, but in early 2000 they canned it because of the demise of the Playstation 1 market.
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Short Fuses (Popcorn)

Article by: monokoma

Short Fuses (also known with its work-in-progress title “Popcorn”) is a cancelled action game that was in development for the original PlayStation in 1997 / 1998 by a rather obscure but special team called “Eighth Wonder”. What’s so special about them? To explain the importance of this team we have to take a step back: in the nineties Rare was one of the most prolific teams focused on Nintendo platforms, releasing such popular games as Battletoads, Donkey Kong Country and Killer Instinct.

Loved by many Nintendo fans, Rare was one of the first teams to ever get their hands on Nintendo 64 development kits and in August 1997 they released Goldeneye 007, a game that sold millions of copies and probably helped to sell a few N64 consoles too, thanks to its great single player mission mode and the highly regarded multiplayer.
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A few months before Goldeneye was released, the gaming world was shocked by a sudden news: a bunch of developers quit their job at Rare to create a new team funded by Sony Computer Entertainment Europe that would have created games exclusively for PlayStation. This new team was called “Eighth Wonder” and it was composed by Oliver Davies (game designer), Oliver Norton (software engineer), Steve Patrick (software engineer), Jeff Stafford (software engineer), Christopher Gage (artists) and Adrian Smith (artists, left the team a few months later), that soon were joined by Andrew Wood (artist) and Jemie Hemming (character design and creation).

The hype for this Ex-Rare team was high, and many gamers were expecting great things to be created by such a talented group of people. The deal had SCEE committed to publishing Eighth Wonder’s first three projects, with an option to publish the next three too if the previous ones would have been successful, but the team never released any games and they vanished forever without any trace.

Short Fuses is the only game that was officially announced by them, and some information is available thanks to previews in old gaming magazines (Console+ magazine issue 78, Edge issue 60) and Websites. The game would have been similar to a 3D Bomberman clone but with puzzles and exploration elements that made the game a bit like Atic Atac, an old Rare title released in 1983 for ZX Spectrum and BBC Micro, in which players can explore a labyrinth with 3 characters, each one with their own secret passages available to open different parts of the levels.
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Short Fuses featured six worlds, each with three levels, and after you beat the boss of each world you could progress to the next one, and use the boss as a new playable character. More than 10 playable characters including bonus / hidden ones were planned such as a knight or a female ninja.

As it happened with many Rare games, Short Fuses would have had beautiful graphics for its hardware and time, with lighting effects, high resolution graphics (512×240) and a consistent frame rate at 30 FPS. While the game would have been published by SCEE in Europe, at E3 1998 it was shown at the Sunsoft booth so it is likely that they could have been the American publisher.

Unfortunately Short Fuses never had the chance to be released: after a series of unfortunate events, a few months later Sony pulled the plug on the project and Eighth Wonder had to close down. We don’t know what happened to most of its developers, as it seems that only a couple of them still work in the gaming industry. When Short Fuses was cancelled it would have needed just another three months to be fully polished for release.
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Silent Chaos

Article by: James Alan Griffiths


Silent Chaos is a canceled action adventure that was in development by French studio Kalisto Entertainment between 1997 and 1999. The game was planned to be published on the Playstation by Squaresoft, but the project was initially meant to be “Dark Earth 2”, the ill fated sequel to the 1997 post-apocalyptic PC game developed by the same team.

Despite a push to make Dark Earth into a popular franchise, the second game in the series was in development for just a few months, the reason it was canned unknown. Dark Earth 2 would experience a second chance albeit a short lived one, at the helm of an unlikely adopter.
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Squaresoft would somehow acquire the assets from Dark Earth 2 and employ one of its principal designers, Tetsura Nomura, to re-model the characters created by Kalisto and turn them into something perhaps more suited to the Japanese market anime styled action RPG archetypes. Nomura is one of the most beloved Japanese gaming artists, thanks to his work as designer, character illustrator and supervisor for many popular titles in the Final Fantasy series, Ehrgeiz, Parasite Eve, The Bouncer, Kingdom Hearts and The World Ends with You.

The Playstation iteration of Silent Chaos would feature gorgeous pre-rendered backgrounds like an evolution of what had been created in Square games such as Final Fantasy 7 and Parasite Eve. As it initially started out as a sequel to Dark Earth, we can assume that Silent Chaos’ style and gameplay would have been similar to it, with 3D characters exploring, talking with NPC and fighting on a 2D pre-rendered world.

With Kalisto being used to the Playstation hardware thanks to the development of Nightmare Creatures (released in late 1997) and the support of such a legendary company as Squaresoft, Silent Chaos could really have been a new role playing classic for the 32-bit generation. Unfortunately, after a couple of years of development Silent Chaos was canned for the PSX, because of shift of development to the soon to be released Playstation 2.
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A short cinematic trailer is the only footage of the game that exists. Dripping in edgy gothic horror, it shows what we could have expected from the finished product: a fantasy setting featuring towns with wooden huts; huge, illuminated castles we may have been able to explore. A man who transforms into a demon and the protagonist of the game being able to freeze time to kill his enemy. What’s not to like about that? Interestingly, the end of the trailer features the “PS2” logo, confirming that Silent Chaos was ultimately switched for Sony’s sequel console.

This could have been the final nail in the coffin for Silent Chaos. Although technically a marvel for the PSX, the game looks kinda ropey for the likes of the Playstation 2, especially when Squaresoft were going to publish a gorgeous (at the time) looking title as The Bouncer. Graphically, Silent Chaos got a jagged, polygonal look that didn’t conform to the standards set by Sony’s new console. Porting the game over from its original Playstation version and giving it a bit of a polish may have exposed the game as being stuck in the last generation and we assume that Squaresoft decided to invest their resources in other, newer titles as The Bouncer, Driving Emotion Type-S and Final Fantasy X.
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After Squaresoft abandoned Silent Chaos, Kalisto Entertainment are said to have tried again to resurrect their Dark Earth sequel for Playstation 2, working for about 6 months on the project, but again nothing came to fruition. Kalisto would finally declare bankruptcy and close down in 2002. Square Enix would create some of the best loved games on the Playstation 2. Silent Chaos was sadly not one of them: like Dark Earth 2, it’s been confined to the annals of gaming history.
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The Diabolical Adventures of Tobu

Article by: Alberto Li Vigni


The Diabolical Adventures of Tobu is a flight-based action game that was in development at 989 Studios for Playstation between 1997 and 1999. Set in a mystical version of Asia during the middle-ages, the game followed the quest of a winged boy called Tobu, who has to rescue his uncle from the cruel emperor Nen Hithol and his henchmen.

While the flying fantasy setting was inspired by the popular Panzer Dragoon, The Diabolical Adventures of Tobu notably allowed full-360 degree freedom of movement, and it was unique in (apparently) not being a shooter; as far as we know, the only way to hurt enemies was to ram into them. Ramming into enemies, using a short boost dash, and flying in general, depleted a stamina bar that was only replenished by collecting floating blue orbs.
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While the game looked great in the screenshots found in a few magazines, not much was ever revealed about its gameplay, story, and features. One of the game’s artists later stated that Tobu was a “full roaming flying platform game that took place above an endless sea of clouds. It was divided into a series of levels accessed by a central hub”.

In a preview from Next Generation magazine, the game was likewise described as a hybrid between a platformer and a flight sim with the control mechanics of Joust. In some levels the player had to fly through rings and evade enemies, something that sounds like a mix between Mario 64 and Pilot Wings.

Other than having a great looking 3D engine on the original Playstation, the team also wanted to have some interesting FMV with real puppets modeled on their concept arts. In 2015, San Francisco artist Terrance Graven left a comment on the Unseen64 website, revealing that he worked on the animations that would have been used to tell the story of Tobu: “This game was supposed to contain cutscenes that featured stop-mo animation. We reused armatures that were used in Nightmare Before Christmas!”
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The Diabolical Adventures of Tobu was already in a fully playable beta stage before it was axed. The final blow came in the form of a focus group that found the beta to be to be lackluster and too difficult to play. 989 Studios spent a month or two trying to make the game better, but ultimately the team working on it was restructured and the project dropped.

Tobu was not the only game cancelled by 989 Studios during this time, as their other Playstation titles Dark Guns, Sorcery, Warhawk 2, and Barnstormers were never released as well. We can speculate that Sony gave them too many projects to work on while maintaining high quality standards.

In just a couple of years (1998 - 1999) they released more than 10 games, but a few had to be canned in order to ensure the success of the others. After launching their final Playstation production, Twisted Metal 4 in 1999, 989 Studios merged back into SCEA in April, 2000, to work on games for the new Playstation 2.
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The Last Ninja 4

Article by: Jade Avis, Luca Taborelli (monokoma)


The Last Ninja 4 was planned to be a new instalment in the popular Commodore 64 series of action games, developed by System 3. In their glory days, the studio was deemed to be one of UK’s most successful independent games developers and publishers due to launching several multi-million selling franchises as well as developing games for publishers such as Activision.

From 1984 until 1991, System 3 released games mainly for the Commodore 64 platform, such as International Karate (1986) and Flimbo’s Quest (1990). The Last Ninja series began in 1987 when it was released for the C64. Players controlled Armakuni, a sole survivor of a ninjutsu clan defeated by an evil Shogun called Kunitoki whom must be killed at the end of the game.

Each instalment of the trilogy took place in a variety of locales, starting in Lin Fen (The Last Ninja, 1987); moving onto New York City (The Last Ninja 2, 1988) and ending in Tibet (The Last Ninja 3, 1991). These games included puzzle-solving, e.g. touching a vase in the palace so you safely cross some stairs later on, and fighting enemies with weapons, such as nunchucks, shurikens, a katana and a bamboo cane.

[image: thelastnina1][image: thelastnina2]


After the release of The Last Ninja 3, John Wells (a System 3 programmer) created a short demo to pitch the fourth C64 game, however when he showcased it to System 3 managers they turned it down. The project was picked up again in the late ‘90 in a bid to create an ambitious Playstation adventure. As we can read in an old preview for the game published in EDGE magazine from February 1998, the team decided that the best way to create the 4th chapter would have been to keep the isometric view from the original titles.

According to one of the developers, when they started the project on the Playstation it had the character moving around in a 3D, polygonal world, but getting feedback from fans of the saga made them to rethink the concept and make it more faithful to the previous titles. They were quoted as saying: "Why take a successful product and make it 3D just because that's what the market is dictating?". From the few screenshots available from the Playstation version we can see that it indeed looked beautiful, with its pre-rendered backgrounds and characters. Players would have been able to explore each level freely, fighting enemies and solving puzzles.
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Unfortunately issues occurred during the development that are unknown to us, and the game was soon canned. Many years later System 3 tried again to create a new Last Ninja 4 for Playstation 2 and Xbox: shown at E3 2003, but this time it was going with full 3D, in a similar fashion to Ninja Gaiden on the original Xbox.

According to an interview by Australian’s Nintendo Gamer, System 3 CEO Mark Cale, suggests that this version was also canned because “simply wasn’t good enough”. In RetroGamer magazine issue 18, Mark added "We've scrapped the 4th game (The Last Ninja Xbox). I felt it wasn't representative of the market. I think you need to do something that recreates that kind of 'wow' factor of the original game, and in my mind it wasn't good enough to wear that badge-so why cash in on a great name?. We may as well leave it as it is".

Despite this, The Last Ninja trilogy was planned to be re-released for the Nintendo DS and PSP, but these remakes were also cancelled. The original C64 trilogy did make its way to the Wii’s Virtual Console service. As of early 2016 System 3 still continues to develop and publish games - such as Constructor HD for the PlayStation 4 (a remake of the 1997 PC and PlayStation game). It is unknown whether The Last Ninja 4 will ever return.
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TwinBee Miracle

Article by: Luca Taborelli (monokoma)


TwinBee Miracle is a cancelled 2D turn-based RPG that was in development in 1994 / 1995 for the original PlayStation by Konami, as a spin-off of their popular (at the time) TwinBee shoot ‘em up series, to became one of the projects planned to celebrate the 10th anniversary of the first TwinBee, released for arcades in 1985.

One of the main features for which the series is known for is the charming cartoony character design by Shuzilow HA (Jujiro Hamakawa), with colourful flying mechs and fantasy levels, a design that was very different from the usual “realistic” sci-fi style of most popular shoot ‘em ups from the ‘80s and ‘90s.

Konami used the TwinBee franchise a lot and in mid the ‘90s they had already published a couple of other spin-offs such as “Pop'n TwinBee: Rainbow Bell Adventures” a platform game for SNES and “TwinBee Taisen Puzzle-Dama” a puzzle game for PlayStation, other than official TwinBee manga, anime series and radio drama.
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TwinBee Miracle would have been the first RPG set in the TwinBee world, and from the few screens and videos available we can see that it would have kept the same quirky charm of the main series. They wanted to create a light-hearted role play game with weird enemies and many different fantasy dungeons, cities and world-areas to explore, in a wonderful 2D graphic with full animated cut scenes.

The game looked like a nice continuation of classic 16 bit era RPGs, with turn based combats using the iconic TwinBee mechs or on foot, being able to upgrade mechs with new clothes to gain power-ups and special moves. Not much is known about what happened to TwinBee Miracle, but for some reasons Konami decided that this 2D version of their RPG was not going to be published and quietly cancelled it with no explanation.
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In 1998 they published a new TwinBee RPG but it was a completely different game, with a low poly 3D graphic style that did not maintain the charm of the original cartoony sprites. We can speculate that Konami looked at other 3D RPGs announced in the mid ‘90s for PlayStation and decided that their 2D TwinBee Miracle would have not be “next gen” enough, cancelling it and creating a new 3D version.

In the end the released TwinBee RPG was published in Japan only and we will never know if the cancelled 2D version could have been a much better game or not. In 2004 Konami published another TwinBee RPG titled “TwinBee Dungeon” for mobiles, following the “Mystery Dungeon” rogue like gameplay and as far as October 2015 the last game in the TwinBee series was “Line GoGo! TwinBee”, released in May 2013, for iOS and Android.
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How to help Unseen64

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



	Email us: info@unseen64.net


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


	Like us on Facebook:facebook.com/unseen64


	Follow us on Twitter:twitter.com/unseen64






Here are five ways you can help support Unseen64:


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


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


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


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


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


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


Are you a developer?

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



	Are you a game developer?


	Did you work on a canceled game?






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


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


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


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



Authors & Editors: Unseen64 Collective




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





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

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




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

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

Online: @allan_paxton




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

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

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




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

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

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




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

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

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




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

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

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




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

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

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




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

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

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




Name: Cage Arthurs | Date of birth: June 1994

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

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




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

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

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




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

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

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




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

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

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




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

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

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




Name: Evan Gowan | Date of birth: 1982

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

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




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

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

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




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

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

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




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

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

Email: fhpgarcia@gmail.com




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

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

Email: unknownmr.m@gmail.com




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

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

Online: @GamerAngel_301 | gamerangelsblog.wordpress.com




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

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

Online: @ottospooky




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

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

Online: jeffwheaton.weebly.com




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

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

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




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

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

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

Online: www.gaming.moe




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

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

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




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

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

Online: www.youtube.com/user/LiamRproductions




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

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

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




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

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

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




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

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

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




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

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




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

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

Online: @OaklandKao




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

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

Email: larringtonl@yahoo.co.uk




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

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

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




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

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

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




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

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

Email: ragnarok1516@gmail.com




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

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

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




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

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

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




Name: Sam Minnich | Date of birth: 1997

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

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




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

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

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




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

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

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




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

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

Online: viciousundertow.wordpress.com | @ViciousUndertow




Name: Tony Peters | Date of birth: 1982

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

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




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

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

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




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

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

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




These other people also helped with the book, but we did not receive their profiles in time to be published: Connor Sheehy, Daniel Fox, Philip Dempsey, Thomas Connell, Will Pridmore. Additional book layout design support by Marika Contu.





We would like to thank




Our families and friends that supported and stood us during the creation of this book.




Our Patrons (as of august 2016) who helped us to keep Unseen64 online and to create this book with their donations (in order of life-time support): Daan Koopman, Ash the dragon, David Galindo, Allan Paxton, Thomas Whitehead, Mark J. Lang, Shane Gill, joef0x, Justin Moor, Julian Lord, Gabe Canada, Faisal AlKubaisi, Paul Benson, netsabes, Kristian Binder, Emiliano Rosales, Frans Aymes, Chris Rosenthal, Ryan Jessee, Tommy Wimmer, Lukas Steinman, Anders "Captain N" Iversen, Peter Lomax, Conrad A Fursa, Jacob, James Steel, Tony, Andrew Rosenthal, Martin, Irvin, Brandon, Lisa, Akspa, Goffredo, Kerry-Lee Copsey, Brice Dirden, Dan Thomas, Ben Cowling, Alex Wawro, Niels Thomassen, Lou, Matthew Gyure, Pablo Bueno Navarro, Paul, Levi Wyatt, Josh Mann, Brice Onken, Alex Stutzman, Guilherme Killingsworth, Toadsanime, Eduardo Raposo, Tiago Pereira dos Santos silva dos Santos Silva, Jacob Walker, Jonathan Cooper, Paul Stedman, Jrg McJrg, Dan Berends, Kneefoil, Joe Brookes, Austin Murphy, James Jackson, Andrew Crawford, Aaron Sharratt, James Champane, Viraj, Coldi, Thomas, Henry Branch, KiddoCabbusses, Matthew, Adrian, Christopher Cornwell, Andrew Eleneski, Hugo Guerra, That Black Guy, James Goode, Mauro  Labate, Olivier Cahagne, Kevin Becker, Thomas Nunn, Michael Benkovich, Amy, Oliver Rennie, Vitor Takayanagi de Oliveira, Anders Moberg, HyronY, Corentin, Tim Lawrence, Alex MacIntyre, Malik, Jeremy Rutz, Jesus Tovar, Hana-Nezumi, Donovan Campbell, Chris Chapman, Jonathan Pena plus all the other lovely people that helped us with one-off donations in the last few months / years, such as Luke Williams, Derek Alsup, Kody Livreri, Thomas Wagstaff, Shane Mazza, Wajdi Dader, Marco Mottura, Jay Van Hutten, Joeri Smits, Meir Hayoun, Jordan Amos, Shawn Own, Brendan Aragorn, Ethan Mitchell, Justin Johson, Samuel Gorski and Mark James Lang.





Every gamer, collector and researcher who helps to remember, share and preserve games that could be lost and forgotten, as the awesome people at Assembler Games (assemblergames.com), Games That Weren't (gamesthatwerent.com), GDRI (gdri.smspower.org), Glitter Berri (glitterberri.com), Hardcore Gaming 101 (hardcoregaming101.net), Hidden Palace (hiddenpalace.org), Lost Levels (lostlevels.org), NeoGAF (neogaf.com), NES World (nesworld.com), PtoPOnline (ptoponline.com), Planet Virtual Boy (planetvb.com), Sega Saturno (segasaturno.com), Segagagadomain (segagagadomain.com), SMS Power (smspower.org), SNES Central (snescentral.com), Sonic Retro (sonicretro.org), The Cutting Room Floor (tcrf.net), VGDensetsu (videogamesdensetsu.tumblr.com) and many more!




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




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

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

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

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