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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.









Nintendo 64 Games You Will Never Play

Article by: Sebastian Zavala


The Nintendo 64 was Nintendo’s third foray into the home console market, and one of the most popular systems to date. It served as a successor to the Nintendo Entertainment System and the Super Nintendo. It’s name comes from the newly developed 64-bit central processing unit, which was designed to improve the 3D capability of the system, and was released in June 1996 in Japan, September 1996 in North America, March 1997 in Europe and Australia, and December 1997 in Brazil.

Despite having dominated the home and portable video game console market during the 8-bit and 16-bit eras, Nintendo had a difficult time with the release of the Nintendo 64. This was due, quite famously, to Sony entering the market with the PlayStation, the first home console to actually dethrone Nintendo as the leader of the video game market. Even though the N64’s had superior graphics and sound capabilities, Sony had an advantage in the format of its games.

At the time the Nintendo 64 was the industry's last major home console to use the cartridge as its primary storage format, while the PlayStation used CD-ROMs instead. This meant that Sony’s games could be larger and inexpensive to manufacture, which combined with the lower royalties required by Sony made for cheaper game production all around. Nintendo’s difficulties with third party developers, the higher cost of cartridges, and the cooler image that Sony was able to imprint on their console (thanks to titles for young adults) were some detrimental factors that led to decreased game production for the N64.

Despite ending up second place in the “console wars”, the Nintendo 64 is home of some of the games that are widely considered to the best ever created. Thanks to its focus on multiplayer (unlike the PS1, the N64 had four controller ports instead of two), it was quite the sensation amongst gamers with many friends to play with.

The Legend of Zelda: Ocarina of Time (1998) is, quite possibly, its most famous title. Considered to be one of the greatest and most influential games of all time, it managed to sell 1.14 million copies in Japan, and over 7.6 million copies worldwide. The console’s most popular game, though, was also its first: the great Super Mario 64 (1996) actually managed to sell 11.62 million copies worldwide, and is considered to have revolutionised 3D platform games.

Even though a handful of third-party companies left Nintendo (most famously, Square, which had released all the Final Fantasy games till the sixth one for the Super Nintendo), the N64 had quite a varied catalogue of games. It’s most clear weakness was a serious lack of RPGs, racing sims and good fighting games.

The console’s game library consists of 388 official releases in total. Some of the most memorable and re-playable titles for the machine are Pilotwings 64 (1996), Wave Race 64 (1996), Mario Kart 64 (1996, a multiplayer classic), Star Fox 64 (1997, arguably the best game in the series), Diddy Kong Racing (1997), Turok: Dinosaur Hunter (1997), GoldenEye 007 (1997, the first truly great First Person Shooter exclusive for console), Blast Corps (1997), Mario Party (1998), Banjo Kazooie (1998, Rare demonstrated they were as good as Nintendo at crafting 3D platform games), F-Zero X (1998, one of the fastest racing games of its time), Jet Force Gemini (1999), Super Smash Bros (1999), The Legend of Zelda: Majora’s Mask (2000, Ocarina of Time’s darker and more complex sequel), Perfect Dark (2000, GoldenEye’s spiritual successor), Paper Mario (2000, a visually interesting and fun RPG), Conker’s Bad Fur Day (2001, a surprisingly original and fun parody game) and many more. There’s no doubt that you have heard of at least one of these great games before even if you’ve never played them.

A few of the less known, hidden gems for the N64 are titles like Mischief Makers (1997), Mystical Ninja Starring Goemon (1997), Snowboard Kids (1997), BattleTanx (1998), Body Harvest (1998), Fighters Destiny (1998), Space Station Silicon Valley (1998), Bangai-O (1999), Harvest Moon 64 (1999), Castlevania: Legacy of Darkness (1999), Ogre Battle 64 (1999), Shadowgate 64 (1999) and Shiren the Wanderer 2 (2000).

The last game to be published for the N64 in USA was Tony Hawk's Pro Skater 3 on August 2002. If there’s anything else the Nintendo 64 is famous for, it’s its accessories. Apart from the machine itself and its infamously odd-looking controller, there’s the most infamous of all accessories: the Nintendo 64 Disk Drive. It was originally announced in 1995, before the Nintendo 64's launch, and was finally released in Japan on December 1999. Only ten games were released for the peripheral, making it a commercial failure. It plugged into the underside of the console, and allowed the Nintendo 64 to use proprietary 64 MB magnetic disks for expanded and rewritable data storage, and a real-time clock.

The concept was sound; the games that were released for the accessory were quite good and the idea of the Randnet (the machine’s online service… yes, back in 1999!) was ahead of its time. Nevertheless, due to all the delays, the release of the add-on late in the console’s life, and the fact that it was available only in Japan, meant that the 64DD was doomed from the start.

Despite “losing” to the PlayStation, the Nintendo 64’s sales weren’t bad per se. Worldwide, the console sold about 33 million units total; 5.50+ million in Japan, 20+ million in the Americas, and almost 7 million in Europe and Australia. Obviously, compared to the PlayStation’s sales (102+ million machines sold worldwide) these numbers can look a little meager, but there’s no denying that there are quite a bit of Nintendo 64 machines in homes all around the world.

The Nintendo 64 is still one of the most loved video game consoles ever created, despite all its obvious weaknesses. Its library of games is, to this day, quite magnificent, and its graphics were awesome for their time. It’s probably because of the console’s small yet interesting catalogue of games that the long list of cancelled N64 games look even more fascinating.

With Nintendo 64 owners looking for years at screenshots of games that would never be released and waiting for the next must-have title, those lost projects became somewhat legendary. In the following pages we’ll show you a few of those cancelled Nintendo 64 games we’ll never play.


64 Wars

Article by: Sebastian Zavala


64 Wars is a cancelled Wars sequel, slated to be released for the Nintendo 64 on January 1999. The Advance Wars series became quite popular in the U.S. and Europe thanks to the Game Boy Advance games, but it was known to the Japanese since the NES, with the name of FAMICOM Wars, originally published on the Famicom back in 1988. The game is a strategic turn-based RPG where the player fights with their army against the enemy, carefully planning their strategic moves.

[image: 64wars3]


Even though the rights of the Wars series were property of Intelligent Systems, Nintendo let Hudson work on the Nintendo 64 version in the late '90s. After all, they’d already worked on a remake of Game Boy Wars, and eventually made both GameBoy Wars 2 and 3. Unfortunately, little is known about the N64 project; the images we managed to find were taken from various Japanese magazines, and the game was shown (for the first and only time) in non-playable form at the Nintendo Space World 1999 (luckily, there’s a VHS rip available online).

The style of 64 Wars seems to have been very similar to its predecessors: a 2D map was used for troop movement, while the battles were shown in a 3D engine. Additionally, it would have also included land, sea and air battles, as well as a map editor to create your own war zones.

[image: 64wars5]


The most interesting part of the 64 version, though, was the possibility to connect the N64 cartridge to GameBoy Wars 2, to unlock new features. The GB title was able to connect to the N64 version through the GB Transfer Pack, which was a peripheral originally used with Pokemon Stadium. With this peripheral, people would have been able to begin a match of Wars on the N64, continue it on the GB, and finish it back on the home console. Moreover, one can actually find data regarding this option still hidden away in the code of the GB cartridge.

[image: 64wars1]


In the end, despite the promise this new title brought, 64 Wars was cancelled without any official explanation. Maybe the rights transfer between Intelligent System and Hudson proved to be problematic, or maybe the N64 game didn’t match Nintendo’s quality standards.


[image: 64wars2][image: 64wars6][image: 64wars7]
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Blades of Passage

Article by: Sebastian Zavala


Blades of Passage, codenamed Project Edge (also known as Thu Lu Khan), is a cancelled multiplayer Action-RPG planned for the Nintendo 64 DD, planned to use the magnetic disk drive that allowed for both rewritable data and cheaper storage. The game was originally intended to be part of the North American launch line-up for the peripheral. Its core focus was to be four-player multiplayer throughout the entire campaign.

There wasn’t any kind of anchor character, but the prototype levels were built around short melee combat and teamwork. Development was heavily focused on building a "vertical slice" of the game, so elements like the characters and overall story were just pitches at the time.
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Richard Knight, developer at Pixelplay Interactive during the latter part of the game’s development, recalls some details about the project on his website, moogle.net:

“By the time I arrived at the studio, the project was in a state of flux. Nintendo first postponed and then cancelled the USA launch of the 64-DD, and then not too long after 64MB cartridges became a feasible reality, the marching orders were given for all projects to go to the GameCube instead if possible. I was hired very late into development as a 3D Modeller, with the eye to move over to Design when it made sense. I started to contribute some models and level environments, but slowdowns in the project forced me to switch to campaign and story design during the final months. (Tools in the days of N64 were tremendously primitive compared to today, so I suppose this wasn’t surprising.) Project Edge was nowhere near finished, but as the founding and sole project of the studio, there was a lot of hope behind it until the end. Pixelplay had a tremendous sense of start-up pride, and working directly with Nintendo (on an RPG no less!) was a dream for many developers – myself included – and there were people on this project before me for 3 years or more! Losing the project changed the fabric of the company more or less on the spot. Shortly after Project Edge was shelved, the studio was reformed into Orbital Media, and N64 hardware was changed in for early Game Boy Advance development kits”.
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For most of the development period, the characters were not really story driven, rather they were vehicles for different play-styles. Which characters work best together? What happens to team-play? These were the important questions asked by the development team, since Blades of Passage was designed for multi-player gaming. Games like Goldeneye were very successful on the N64 and Secret of Mana's multi-player cooperative mode on the SNES was celebrated, giving inspiration to the team. Blades of Passage was very much built with a "MP first" mindset, even if a single-player option existed. For development purposes one could play alone, but some puzzles require multiple players, so “bot” characters would have been implemented.

The game was built with a very heavy Mayan influence. In fact, the original development team actually travelled to see some of the ruins for research. The prototype levels (snowy mountain, dense jungle, dungeon) all were deliberately based on the feel and structures of that ancient civilization.

Using Secret of Mana as the primary inspiration for the game, the levels were designed to be large but divided. There would have been a world map and an airship to use at some point, but development just never got that far. Like Secret of Mana, there was definitely a timing factor to combat. Characters could combo attacks together with the right button presses and timing. Combat was all real-time, and a lot of development effort was put into making moment-to-moment combat feel great. Additionally, there were some basic RPG systems, but most of the effort to that point was spent on combat, movement, and the level/monster design.

[image: blades_of_passage_5-n64-dd]


The heavy influence of Secret of Mana on Blades of Passage is fairly obvious; nevertheless, there was no direct relationship between that game and Passage other than it’s original pitch as a four-player Secret of Mana exclusive to the N64. Multi-player without a dongle was perceived as a big advantage for the console and Nintendo still invested quite heavily back then in projects.

Pixelplay as a studio had a bit of reputation to back up the concept since the studio president was involved in the creation of Tetrisphere, which is also how Neil Voss came to do the music.

As far as it’s known, despite some rumours, holding out for the Gamecube was not a financial possibility for Nintendo or the studio. Devkits were at least six months out, Nintendo wasn't interested in throwing more money into a "maybe", and the studio did not have the financial backing to fund development itself.

The Game Boy Advance, on the other hand, was much easier to get prototype kits for and did not require expensive 3D workstations. In theory they could have made other games faster and become self-sustainable, but a continuation of the Blades of Passage development was never made for any of the new systems.

It’s worth mentioning that when the studio was reformed into Orbital Media (which went on to make a series of games for the Gameboy Advance and the Nintendo DS) some of their new projects were also cancelled. These include Juka and the Monophonic Menace for DS, Pirate Battle for the GBA and DS, Racing Gears 2 for DS, all canned. Before to close down Orbital Media released Racing Gear Advance and Scurge: Hive.
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Bonk 64 (Ultra Genjin)

Article by: Luca Taborelli (monokoma)


Bonk (also known as “PC Genjin” in Japan and “BC Kid” in Europe) is the name of the main character in a series of platforming games that was started on the PC Engine in 1990 when the first title, Bonk's Adventure, was developed by Hudson. Bonk soon became the mascot of Hudson in an 8/16-bit market filled with mascot-platformers (Mario, Sonic, etc.) and they released a few sequels for PC Engine and Super Famicom.

When Nintendo announced their Ultra 64 in late 1994 many Japanese companies started to plan 3D versions of their main properties for the 64 bit console and with the showcase of Mario 64 it looked like 3D platforming was finally finding its roots. At the time Hudson had a very good relationship with Nintendo, in 1997 they released Dual Heroes and Bomberman 64, while sometime later they also co-developed Mario Party together, a title that became a popular hit with the N64 user-base.

What most gamers do not know is that in 1995 Hudson in cooperation with A.I Studio (the team that already worked on other PC Genjin titles) were also planning a new, exclusive Bonk game for the Ultra 64, tentatively titled “Ultra Genjin”, that would have been the first 3D Bonk game to be released.

Unfortunately the Ultra Genjin team was still not used to creating 3D platforming games and they were not sure about how to develop this new version of Bonk or how to implement its characteristic 2D design into 3D graphics. In the end they decided to cancel the project and focus on other titles. The images you can see on this page are the only remaining documents on the development of Ultra Genjin with the first draft of Bonk in 3D.
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After some years Hudson and A.I took the early work they had done on Bonk 64 to develop Bomberman Hero which was finally released in 1998 on the N64. As we can read in an interview by GDRI with Shouichi Yoshikawa:


"GDRI: What happened with Ultra Genjin [N64]?

Yoshikawa: Ultra Genjin was being planned during the game industry’s transition from 2D to 3D games. I studied the practical aspects of this quite a bit, but I think that nobody really knew what should be done with games at the time. As a result of trial and error, we were able to adapt the design for Ultra Genjin to Bomberman Hero."

The last Bonk game released for consoles remains Cho Genjin 2, published in 1995 for the Super Famicom and the series never had a proper 3D incarnation. Other 3D Bonk games were cancelled many years later including Bonk 3D for Nintendo 3DS and Bonk: Brink of Extinction for Wii, Xbox 360 and PlayStation 3.

Because of several financial losses from the mid-2000’s Hudson sold most of its shares to Konami and in 2012 Hudson Soft Co. Ltd completely ceased to exist and fully merged with Konami, losing all of their IPs. It’s currently unknown if we’ll ever see another Bonk game in the future.
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Cabbage

Article by: Luca Taborelli (monokoma)


Cabbage (Kyabetsu in Japan) is a cancelled pet breeding/raising game that would have been somehow similar to the popular Bandai's Tamagotchi (1996) or Activision’s Little Computer People (1985), originally intended for release on the Nintendo 64 Disk Drive.

It was being developed at Nintendo / HAL Laboratory from 1997 to 2000 by Shigesato Itoi (responsible for the Earthbound series) and Tsunekazu Ishihara (founder of Creatures Inc. in 1995 and producer of the Pokémon series), as well as Shigeru Miyamoto himself. Unfortunately, the game never reached completion for various reasons and Nintendo have never shown any images from the project, and only a few details about its gameplay.

In Cabbage players were given the task of raising a creature of some kind, exactly what type of creature was never revealed. They were able (amongst other tasks) to buy it things (new toys, new clothes, etc.) and feed it. The game concept was very unique in a number of ways. For example, it would have utilized the N64DD’s internal clock in order to keep the virtual world functioning even while the console was turned off.
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This meant that a player could potentially leave the house for a few hours, and find that his or her creature had evolved and changed considerably in his or her absence. To enable more portability and constant monitoring of Cabbage's creature, the game would also have been linkable to the Game Boy via N64's Transfer Pack, an item that was later used to link Pokèmon Stadium N64 to Pokèmon Red and Blue on the GB. The creature could be downloaded to the Game Boy, where it would remain with (and be nurtured by) the player throughout the day, before being transferred back to the home console whenever the player chose.

Creatures would also have been able to visit other owners’ virtual worlds. Itoi mentioned that he was looking for an “explosive” idea for the game, something that would have been different to what everyone had expected. As the original GameBoy does not have an internal memory, Nintendo planned to have some sort of GB cart version of Cabbage along with the N64 version, to be able to connect the 2 games together.

Additionally, it was planned that extra game expansions would be released, these would contain different toys and gameplay elements for Cabbage to interact with (including swings, slides and ponds), as well as additional “events” for Cabbage to explore. Miyamoto has even said that players would have been able to copy their creature’s toys onto blank disks to share with friends.

However, he has provided conflicting information as to whether these expansions would have taken the form of retail N64DD disks, Game Boy cartridges, download stations in real-life stores or updates via 64DD's randnet service. Although Cabbage was meant to be playable at Space World 2000, no demo or footage ever surfaced. Miyamoto claims that Itoi and Ishihara got too busy to work on the project (they were also working on Mother 3 and Pokèmon titles), and so Cabbage was dropped.

Miyamoto said that many elements of the would-be Cabbage eventually made it into other titles, such as Nintendogs. Cabbage also seems to possess many similarities with the published Animal Crossing / Animal Forest (internal clock system, items to buy for your character, being able to visit other people's towns, etc.) and Hey You! Pikachù! for the Nintendo 64.

Perhaps, following the low popularity of the 64DD add-on, Cabbage had to be converted to a less-ambitious title. Hopefully one day we could be able to see something more from Cabbage. After working on Mother 3 it's currently unknown if Shigesato Itoi will ever produce another game, while Tsunekazu Ishihara is still working as president of The Pokémon Company and producer for many Pokemon games.
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CatRoots

Article by: Ryan Hamann


CatRoots was a game in development for the Nintendo 64 by Nintendo's second party studio Marigul. Marigul was a development conglomerate specifically put in place to fund smaller game design studios with a strong emphasis on the creation of experimental and unique content.

Marigul has since been liquidated and split into the studios Ambrella (creators of many Pokémon spin-off games, such as Hey You, Pikachu!, Pokémon Channel, and the Pokémon Rumble series) and Noise (creators of the Custom Robo series), as well as the now-defunct studios Clever Trick (creators of cancelled N64 strategy game Echo Delta), Param (creators of Doshin the Giant), and Saru Brunei (creators of Cubivore). It is unknown which of these teams was working on Catroots, specifically, or what personnel were attached to the project.
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CatRoots was only shown on one monitor in Nintendo's booth during E3 of 2000, but little is known of the title outside of what can be gleaned from this one video. What was shown appeared to be a pre-rendered cutscene, as it was far smoother and more graphically-advanced than what the then-aging N64 could realistically output.

The teaser trailer depicted a highly-stylized cartoon mouse chasing a frightened cat throughout the city with increasingly absurd weaponry (such as a mallet, shuriken, and a flamethrower). It was quite obviously a send-up to the classic Tom & Jerry cartoons (or, perhaps a bit more on-the-nose, the Simpsons parody duo Itchy & Scratchy). The characters' reactions were comical and exaggerated in the classic Hanna-Barbera style, and the game appeared to be quite violent, as the cat in the teaser was quite viscerally bludgeoned, impaled, and burnt to a crisp.

[image: CatRoots_2]


It was likely coincidence that this title was in development at about the same time as another second party studio production for Nintendo featuring a hyper-violent, darkly comic spoof of classic-era cartoons, Conker's Bad Fur Day, although this similarity could be a factor that contributed to this game never seeing the light of day.

Other than the one video, which was recorded via camcorder off of the screen in Nintendo's booth, no other information about the game was brought to light at that E3. The booth distributed no information about its development, projected release, or story, and even those manning the booth where it was being shown knew nothing about the title. It was never shown at conferences after its debut appearance and was never officially announced for release. It was, perhaps, a casualty of the failure of the 64DD that did not have the promise and potential to make the transition onto the GameCube.
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Conker’s Quest (Twelve Tales)

Article by: Alberto Li Vigni (Yota)


Twelve Tales: Conker 64 was a cute 3D platformer developed by Rare for Nintendo 64, starring a couple of friendly squirrels. Interestingly, while the game looked like a lighthearted, family friendly cartoon, many of the programmers involved in the project had worked before on the ultra-violent Killer Instinct series. This “kiddy” version of Conker was never released on the N64, but the project was heavily changed and later became the cult classic, controversial and adult-only Conker’s Bad Fur Day.
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How could such a cute platformer be transformed into one of the most politically-incorrect games ever released on a Nintendo console? Originally called Conker’s Quest, the game was first presented along with Banjo Kazooie at E3 1997 and later that year in November at Nintendo Spaceworld. Rare was already popular among Nintendo fans thanks to their Donkey Kong Country series on the SNES and new N64 platform games from the same studio were quite hyped.

In April 1998, before Conker’s new appearance at E3, IGN reported that the name of the game was changed to Twelve Tales: Conker 64. According to an official Nintendo press release in May 1998, the title was supposed to launch within the year. However, the Conker team probably spent most of the next sixteen months completely reworking the game. While Conker looked like a fun platform adventure, many saw the squirrel’s game as a less interesting, more-of-the-same kiddy version of Banjo-Kazooie.

As we can read from IGN’s first preview of Conker from E3 1997: "Conker's Quest looks a lot like Banjo-Kazooie, and in many ways plays a lot like it too -- and in that respect, it plays a lot like Super Mario 64, too. But the game has the amazing ability to make gamers feel as if they're playing through Disney's movie version of Bambi. [...] The biggest difficulty at the show was determining the differences between Banjo-Kazooie and Conker's Quest. Having played B-K first, N64.com reporters felt that they liked unanimously B-K better."
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A few members from the Conker team remember how they were also impressed when they first saw Banjo (at the time, teams at Rare were not permitted to see what other teams were working on. A former Rare employee told us that “one of the teams even had a telescope set up, to spy on the other office!”) and they started to have some doubts about what they did until that point with Conker.

After mid-1998 things went quiet for Conker and some rumors even speculated that it was being cancelled, but Rare, in a Q&A on their official page, strongly denied this allegation. It was clear that Twelve Tales needed to do something different to survive against all the similar 3D platformers, and that’s when Chris Seavor (at the time working on art for the project) took over the main design and proposed a new edgy and humoristic version of Conker. Rare’s co-founders, Tim and Chris Stamper, gave their ok.

Meanwhile, in June 1999, Rare released another Conker game on the Game Boy Color titled “Conker's Pocket Tales”, using the original cute version of our beloved squirrel. This GBC version would have been an anticipation of Conker’s family friendly style and themes, initially planned to be released along the home-console title, but things were changing and the portable game was published way before the N64 one, reviewed by gaming press with average scores.
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In November 1999, Rare removed almost all of the references of Twelve Tales from their website, undoubtedly because the original N64 project was already long gone. Finally, in January 2000, IGN reported that not only was Twelve Tales now renamed to ”Conker’s Bad Fur Day”, but also that it “has undergone a massive makeover and is, as one insider puts it, a whole new game from Twelve Tales: Conker 64”. The rest is history.

Bad Fury Day was eventually released in March 2001, with great reviews but low sales, being an adult-only title and one of the latest games on a console that was being replaced by a new generation. In an interview with Gamekia, Chris Seavor confirmed that Twelve Tales was cancelled because it was too similar to other Nintendo and Rare platformers: “There were a few problems with this game, but overall the main problem was Banjo being a similar type of game, and BOTH being a take on the Mario 64 format. A crowded market indeed”.

However, Twelve Tales still had some unique features, unseen in the released game. Rare wanted their new title to be an “interactive cartoon”, in which the main characters’ moods and expressions changed according to what happened in the immediate surroundings. These reactions provided beneficial gameplay hints, like warning the player of an impending danger. Conker also wore a different themed hat in each stage. In the mines, for example, he used a light-equipped mining helmet.
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At the beginning of single player mode, players had to choose between one of two rodents (Conker and Barri), with basic gameplay changing depending on the character selected. Conker could attack with his tail, open crates, climb and shake trees, perform a ground pound and a charged uppercut, run on all fours, and so on.

Berri couldn’t do some of these moves, but she was accompanied by a purple dinosaur that, if regularly feed as some kind of Tamagotchi (he had his own energy bar), could be instructed to fight for her (interestingly, a baby dinosaur also kills enemies for Conker in the Bad Fur Day prehistoric stage).

A few special items such as a slingshot, a magnet, a wand, an umbrella, and a shovel (used to travel underground), probably obtained after a boss fight or found inside one of the stages, would have granted more abilities to the main characters.

In contrast to Bad Fur Day, the story of Twelve Tales was quite simple: Conker the squirrel and his girlfriend Berri the chipmunk must recover 100 housewarming presents, stolen by a gang of animal hoodlums (probably led by a dark wizard that can be seen in a trailer), which also kidnapped their friends.

A cooperative mode for Conker’s story was also available, with the second player using an owl called Knowit (which in single player mode gave useful hints to the player). The bird could pick up the squirrel and fly him to high places. However, sometimes the two had the possibility to split up and complete different objectives on their own. It’s not clear if, while playing as Berri, players also had a coop mode available using the owl, or if the second player would play as her purple dinosaur.

Like Bad Fur Day, Twelve Tales featured a deathmatch mode in which players could fight each other with physical attacks or weapons such as bombs.

Twelve Tales’ four big worlds were accessed through a book that contained six presents to collect for each page. Other pages could be found inside some levels. Planned stages included a WindMill pasture (which probably became Windy in BFD), Cuckoo village, Popcorn mines, a volcano, a prehistoric jungle, a gladiatorial arena, the wild west, sea and ice locations, and so on. Only two bosses of Twelve Tales, a cyclops (which probably became Buga the Knut in BFD) and K.O. the Kat (a purple feline), were shown by Rare in promotional videos and images.

Levels also featured several unique methods of transportation that could be used to travel faster or reach normally inaccessible areas, like gliders, jet-powered surfboards, unicycles, kites, hook-and-wire roller coasters and rolling barrels. The main objectives of the game seem to have been similar to other 3D platformers: in the first world, for example, presents were typically obtained by collecting balloons (eight in this case), catching animals, following tutorials (that featured a scarecrow as a teacher, as in Bad Fur Day) or hitting enemies with your slingshot.

Furthermore, according to an old preview from Nintendo Power, it was possible to change the game time, which affected “play in a number of ways, like bringing on challenging foes with the onset of night”. Interestingly, some leftover graphics from Twelve Tales can be still be found in Bad Fur Day’s ROM.

In 2005, Chris Seavor directed Bad Fur Day’s remake Conker: Live and Reloaded for the original Xbox. After working on some other unreleased games (a couple of Conker sequels, Urchin, Perfect Dark Core, Ordinary Joe), he left Rare in 2012 to form its own indie studio, Gory Detail.
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Desert Island 64

Article by: Luca Taborelli (monokoma)


Desert Island 64 (sometimes referred to as “No Man's Island”) was an interesting simulation RPG in development by Genki. It was first announced by Imagineer at Nintendo’s Shoshinkai trade show in 1996 under the title of “Super Real Island.” It was planned for release in 1999 for Nintendo 64's Disk Drive add-on.

Genki is best known for racing games like their Shutoko Battle and Tokyo Xtreme series and in 1997 they released Multi Racing Championship, one of the first racing titles for Nintendo 64 published by Imagineer. In the mid-'90s Imagineer were best known for having published such games as Populus and Sim City for Nintendo consoles in Japan and they later decided to fully support the N64 with new and original titles.
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We don’t know if it was Imagineer that approached Genki to ask them to develop Desert Island 64 or if it was the other way around and information on this lost game is quite scarce. IGN64 wrote that it was meant to be present at Shoshinkai with a playable demo, but as far as we know it was never shown in there.

This mysterious project soon vanished from Imagineer’s release list and it was later cancelled without any official reasons, maybe it was because of 64DD’s failure. Some new information was published in magazines such as Germany’s Nintendo Fun Vision in 1998.

From what we can gather it seems that the main concept of Desert Island 64 was somewhat similar to Survival Kids (1999) for the Gameboy Color and Lost in Blue (2005) for the Nintendo DS (both developed by Konami) along with some strategy elements inspired by Populus and Sim City.

[image: desertisland2]


After a shipwreck players had to survive on a desert island, finding food and potable water, exploring the area and managing resources. Desert Island 64 was going to be a really complex and ambitious game, in which players had to observe and interact with the evolution chain of the island, from plants to animals.

The main gameplay was supposed to be a mix of open world exploration, platforming, survival and life simulation. Players would have been able to explore the island, search for fruit, hunt for animals, cultivate the land with vegetables, plant new trees and raise animals in order to create a new civilization.

To achieve this level of simulation, and to save all the changes made by players to the flora and fauna of the island, the game would have used the features of the 64DD which had more space than traditional cartridges, rewritable discs and an internal real-time clock.
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The only screenshots available show an early prototype with almost no scenario. The main character and the animals have a very strange and surreal design and we can only speculate that the events and areas planned for the game were going to be really original.

In 1999 IGN64 wrote that Imagineer were pondering whether or not to resurrect the project for Dreamcast, but unfortunately it was destined to never see the light of day. Genki and Imagineer developed and published other games for Nintendo 64, such as Fighter Destiny, Zool and Quest 64. They also started to release games for Sega Saturn and Sony PlayStation under the name Imadio. Imagineer’s latest console titles were Aqua Aqua and Might and Magic: Day of the Destroyer for PlayStation 2. It seems that today they are only working on mobile phone games for the Japanese market.
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Die Hard 64

Article by: Luca Taborelli (monokoma)


Becoming a legendary lost game after unconfirmed rumors of screenshots appearing oi gaming magazines, Die Hard 64 was one of three Nintendo 64 projects in development by Bits Studios, along with RiQa and Thieves World. Unfortunately, none of them ever saw the light of day on the 64-bit console.

Founded in the early ‘90s, Bits Studios released a series of Game Boy and Super Nintendo games, developing a good relationship with Nintendo along the way that lead to a couple of collaboration projects (R-Type DX and Warlocked, published by Nintendo on the Game Boy Color). This relationship with Nintendo expanded blossomed a trilogy of exclusive games conceived for the Nintendo 64.

Of this trilogy, only RiQa was a prominent title at E3 1999 (you can read more about this lost game in a dedicated article later in the book), as Die Hard 64 and Thieves World were never officially announced. One of the first mentions of a Die Hard tie-in for Nintendo 64 was published in June 1999 by IGN when they wrote about its publisher:

“[...] Fox Interactive is working on Die Hard 64. In unleashing your cash-making movie machine into the world of videogames, you can't make the mistake of skipping a console like the N64 and it seems that the folks behind the movie have realized this fact. While the rumor is still brewing, several sources, both stateside and overseas are reporting that a Die Hard project is in the works at Fox Interactive and that the game is scheduled for an early 2000 release.” Nothing more was said about the project until March 2000 when IGN contacted the publisher again to ask about the game: “Interested to know what had become of Die Hard 64, we contacted Fox Interactive today and a company representative briefly theorized about the title with us. “The game is just a rumor," said the Fox spokesperson, "and to be honest with you, I don't see it coming to fruition."
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While this is not a solid confirmation of the game's termination one way or the other, it definitely doesn't paint a pretty picture. The fact of the matter is that Fox Interactive's first foray into Nintendo 64 development, namely Fox Sports College Hoops '99, backed by an impressive amount of money, turned to disaster when the game failed to sell. And with the industry's insistence that the 64-bit console is a "dying system," it isn't a stretch to conclude that the publisher simply canned the game after determining that the risks involved were not worth any possible profits to be made.”

IGN’s assumption about the fate of the game were quite spot-on and in May 2001 Fox Interactive officially announced "Die Hard: Next Generation”, planned for Nintendo's Gamecube and developed by Bits Studios. The title was then released as "Die Hard: Vendetta" in 2002 for GameCube, PS2 and Xbox.

The mystery remains: was Die Hard 64 really in development for Nintendo 64? Was any FPS ever made by Bits Studios on the cartridge-based hardware? While even some former Bits Studios developers did not know about the project, we were able to get in contact with a few people that worked directly on the game, to find out the truth.
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We should start this investigation with another IGN article posted in May 2002, where they were able to interview Bits Studios’ CEO Foo Katan and Die Hard: Vendetta producer Mario Aguera, revealing some more details:

“In the past couple of years we have kept a relatively low profile as we have been developing new and existing technologies to make use of the hardware available at our disposal today. Die Hard: Vendetta will justify our hard work in that time. [...] we’ve always had a close relationship with Nintendo here at Bits and they first approached us about Project Dolphin in the autumn of 1999. At that point it was purely the hardware specs and they had some demonstrations running through software emulation. We originally started designing the game when the N64 was out, but in Spring 2000 we decided to start our design again for the Gamecube. For the first year we were just working with the emulator, hoping that Nintendo would deliver on their promises. Needless to say they did.”

The early Nintendo 64 design for the game started out as an original IP titled “Muzzle Velocity”, a first person shooter in which players would take the role of Jack, a member of a SWAT team during a mission in Los Angeles. In Muzzle Velocity’s original storyline, the crime wave in LA is out of control and the LAPD cannot stop it on its own. enough to stop it. Jack was been sent by Bert, his SWAT leader, to supply the LAPD with backup and neutralize the situation.

During the first mission of the game, a bomb detonated in a Hi-Fi store downtown. The owner was refusing to up his "fire Insurance" to the gangsters, who in return wrecked his shop. The gangsters have then gone on a looting spree in the surrounding shops. The main mission’s objectives would have been to clear the area of gangster and minimise innocent casualties. Muzzle Velocity’s gameplay and controls would have been similar to other classic N64 FPS such as 007 Goldeneye and Perfect Dark. Players’ mission objectives in this first level were given by Bert and once in control, they would have been free to move Jack around LA downtown.
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There would be a few LAPD cops and civilians running around the levels, either running from the fight, defeating bad guys, or simply dodging bullets. The buildings in the area would have been mostly shut up, but some would have their shutters half way down, allowing Jack to enter them by crouching into the window; the environment was meant to be interactive and it could have been damaged by players during shootouts. While Jack would start the first mission with a 9mm pistol and a SWAT armour, any weapon used by the gangsters could be picked up, such as shotguns and baseball bats.

Muzzle Velocity did not last long once Bits Studio partnered with Fox Interactive to collaborate on a new project. It’s possible that the deal was overseen by Gary Sheinwald, former Bits Studios Development Manager who left to work at Fox as Senior Producer from 1995 to 2001. Because of the partnership with Fox, Muzzle Velocity had to be tied with a movie and initially Speed 2 was proposed.

Dubbed Speed 2: Cruise Control, the game would have been primarily set on a boat, though a bus level was also conceived as a nod to the original film. The game was then planned to release in January 1999 for Nintendo 64 and PC. Unfortunately (or fortunately depending on how you view it) the movie was a huge failure when it released and both companies decided to switch the project once more to another, more successful IP: Die Hard.

As an interesting note, the original script for Speed 2 was meant to be Die Hard 3 (“Die Hard with a Vengeance”, codenamed “Troubleshooter”) in a strange case of film development pre shadowing the game development process.

Still being developed as a Nintendo 64 game and using the new TWED engine created by Nathanael Presson and Frederic Villain, a lot of effort was put into creating Die Hard 64. The initial plan was overly ambitious, with 30 or 40 missions planned, but once Steven Goodwin took over as the new lead programmer and explained to the producers how many years they would need to achieve such a huge game, the number was heavily cut down.
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Only a handful of levels were developed on the Nintendo 64 before the switch to the Gamecube, but they still had a good prototype with the minimal gameplay available. Being a N64 game, a 4 players deathmatch mode was also devised, to keep in line with Rare’s multiplayer masterpieces.

While years passed, in early 2000 Bits Studios found itself in some issues when RiQa was cancelled and the N64’s life cycle reached its end. Neither Die Hard 64 nor Thieves World were finished yet and it was unlikely that anyone would buy a N64 game once they were, as the new generation of consoles were almost out. The studio decided to move their last N64 games to GameCube and significantly upgrade the TWED engine so they could push the tech into the next gen hardware.

Danny Carr took over design duties for the GameCube version and had a new visions for a cinematic game that felt and played like a film, probably preceding the new generation of linear shooters that became popular many years later. Development of the game still took a while to be completed: Carr left the studio in late 2001 and Mario Aguera took the lead.

Aguera wanted to add many interesting element he saw in other (at the time) successful games and movies into the design, a good idea that would lengthen development time even more.. For example the sneak/action modes were inspired by Thief, while the “bullet time” was taken from The Matrix. In the end Die Hard took so much time to be released that it looked like Bits Studios copied the “bullet time” mechanic from Max Payne, albeit it was implemented in early prototypes before the release of Remedy’s game.

When finally published in 2002, Die Hard: Vendetta was much different from what the team originally conceived in late ‘90s and it only received average reviews. As it always happens in these cases, we can only dream of an alternate reality where Die Hard 64 was successfully completed and became another masterpiece for our beloved Nintendo 64.
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Dinosaur Planet

Article by: Sebastian Zavala


Dinosaur Planet was planned to be Rare’s swan song on the Nintendo 64; a graphically magnificent, ambitious, Zelda-like adventure game. When it did come out in 2002 it was under the title of Star Fox Adventures for the Gamecube, Nintendo’s next-gen console at the time.

It’s said this was due to legendary game developer Shigeru Miyamoto viewing the anthropomorphic animals in an early build of the title reminding him of Fox McCloud and his pals. After his input, Rare decided the game would benefit from being set in the Star Fox universe. According to many, Rare dropped some of the game’s most interesting features in the porting process making it impossible to know if the Nintendo 64 version was actually better.

[image: dinosaurplanet1][image: dinosaurplanet2]


This is especially intriguing considering it was between 80 and 90% complete when the switch was made. Dinosaur Planet entered development sometime around 1999 and 2000, and it was around this time that many tweaks were made so it could become part of the Star Fox universe. The main character, Sabre, became Fox McCloud when they decided to port it to the newer console, which means Sabre never saw the light of day as a Gamecube model. Krystal was originally designed as a fully playable character, but was heavily cut in this process.

The protagonists would have been accompanied by their respective sidekicks, Tricky the triceratops (for Sabre) and Kyte the pterodactyl (for Krystal); only the former survived the transition to the Gamecube. According to documents on rareminion.com, Sabre was supposed to be romantically interested in Krystal, and was characterised as a care-free arrogant protagonist. He was “very headstrong and [didn’t] relish the prospect of looking after a spoilt prince throughout his journey”. His involvement in the game’s plot began with him looking for his missing father, Randorn.

On the other hand, Krystal was supposed to be a strong female character; “her turbulent upbringing has given her a cool and mature head for her age, which has often proven invaluable in some difficult situations”. She would've also had an interest in Sabre, meaning the romantic aspect of the plot was to be much more significant in the game. The gameplay allowed for the two characters to be used in different locations and chapters of the game.
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To switch between the two, the player would use an item known as the Swapstone (which later became the WarpStone). It also appeared that both of the main characters had their own weapons: Krystal used a compact staff, while Sabre used a sword. Krystal and her staff made it through to Adventures, but sadly, her weapon is lost at the beginning of the game, so we never get to see her use it. Instead, Fox McCloud finds the staff and uses it instead of Sabre's sword.

Even more interesting are the pre-production artworks that show a more adult version of the main characters. We don’t know if this was because Saber was required to grow up during the adventure, or because there was a time traveling device like in The Legend of Zelda: Ocarina of Time.

Additionally, earlier versions of characters and enemies from the Gamecube game were seen in previews, including General Scales, the SharpClaws, the Galdon, GrubTubs, the wounded EarthWalker, and Scales' flying SharpClaw Galleon. Other differences between the original Nintendo 64 game and Star Fox Adventure include Krystal's reason for boarding the Galleon. In Dinosaur Planet, it was to save Queen CloudRunner's daughter, who was caged near the head of the ship. In Adventures, the young CloudRunner is still there, but merely serves as a tutorial for the talk button, and Krystal's reasons for boarding the ship are unknown.

Additionally, throughout Star Fox Adventures, the planet the game takes place on is referred to as "Dinosaur Planet," but in Star Fox Assault, it’s referred to as “Sauria.” One of the more controversial changes in Dinosaur Planet is General Scales, who was supposed to be the main villain of the game, never ending up as the final boss. He was initially planned as one, however, due to Rare being rushed by the upcoming GameCube console and Microsoft’s buyout of the company, they had to scrap the final fight against him.
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More controversial was the highly sexual transformation of Krystal from a blue cat to a blue vixen in Adventures which was done in order to make her a potential love interest for Fox McCloud. The final game is a mixture of English voice acting (Fox and the rest of the Star Fox team) and dinosaur language (General Scales, for example). Dinosaur Planet was originally going to be fully voice acted in English as can be seen in the fight against the Galleon where Krystal spoke of "...a mountain hidden within a storm…," as well as her CloudRunner directing her attack on the Galleon. Dinosaur language was added later into the game’s development, though it’s unclear if it was an idea by Nintendo or a last minute addition by Rare.

Nevertheless, it has been discovered that there’s quite a bit of leftover information from the initial version of the game in Star Fox Adventures. Members of the Star Fox Online forums found that a decent portion of the original Dinosaur Planet script is still contained within the game. A file on the Star Fox Adventures disc called GAMETEXT.bin contains text used in the entire game, both for the Nintendo 64 version of Dinosaur Planet and the GameCube version of Star Fox Adventures. Though not complete, many scenes from Dinosaur Planet’s storyline still remain intact in the file.

One can find trailers, concept art, music, and even an hour long gameplay of Dinosaur Planet (the first 18 minutes and miscellaneous scenes) in magazines and on websites. However, no playable ROM has been found thus far, so the chance of a playable version being discovered is highly unlikely. Additionally, a prototype of Star Fox Adventures was revealed to have over an hour of Dinosaur Planet voice acting, including nearly everything except the game’s ending. The voice acting dates back to when the game was being converted into a Star Fox title, so in some instances Sabre was replaced by Fox and there were references to the Star Fox series.
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Dinosaur Planet, in its initial form, looked like a promising game; a late addition that might have served as successful send-off to a dying console. Star Fox Adventures, however, remains a very questionable game, often dividing gamers between those who think it’s a solid adventure title and those who believe the initial Fox-less version would have been a much better game. Given the lack of a finished version of Dinosaur Planet, this topic remains up for debate.
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Freak Boy

Article by: Connor Sheehy, Luca Taborelli (monokoma)


Originally conceived in 1993 for the original Playstation under the title of “Stacker”, Freak Boy had a long and troubled development that made it one of the most interesting and mysterious lost games announced for the Nintendo 64. With an abstract graphic style and original gameplay mechanics, Freak Boy could have become a cult classic for N64 owners with other fan favorite puzzle adventures like Silicon Valley, Rocket: Robot on Wheels or Glover. What exactly was Freak Boy?
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As we can read in the original press release published in May 1996:

"On New Year’s Day, when the planets are aligned with the sun, the ZoS, an alien race from a parallel dimension, take over the Hedron Universe, extinguishing the sun and transporting all of the Hedrons to the alien dimension. The only Hedron to evade capture is FREAK BOY, who is destined to become the hero of his people, provided he can rid his universe of the alien threat and return the captive Hedrons to their rightful dimension.

As FREAK BOY, players can absorb remnants of the destruction into their body and utilize them as weapons to destroy the alien invaders. What’s more, the variations on these weapons are almost endless. Capable of holding three new artifacts at a time, each with a different capability when used as head, chest or feet, FREAK BOY is never the same character twice. FREAK BOY’S body is constantly morphing as new artifacts are assimilated and old ones are discarded. In managing the inventory of weapons as they enter and exit FREAK BOY’s body, the player gains new abilities in his fight to destroy the more than 50 enemies who have set out to conquer the Hedron universe.

On their quest for more powerful weapons and the alien enemy, players will explore more than 25 distinct worlds throughout five levels of difficulty. Each world is radically visual, arid and stark, yet with texture, mystery and entertainment that lure the player further into the world of FREAK BOY."
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The absorbing powers feature sounds similar to Kirby but in a less cute way: the main play mechanic consisted of stacking pieces a certain way in your character’s body. The position of pieces in the “stack” determined a piece’s function or special ability. For example, by placing the “Drill Piece” in the leg / foot, you could drill downward through the floor and open up new areas, when the same piece was placed in the belly area, you could drill forward and break through walls, and if placed in the head, you could drill upwards through ceilings, overhangs and / or enemies.

Another of these parts was the “Sticky Piece”, that, when placed in the foot position, the character would have been able to walk better on slanted or narrow planks without falling off. If used in the belly, you could stick to a wall and inch your way up, and, when in the head, you could stick to the ceiling and “walk” / glide with your head over barriers, etc. This system would have provided a wide variety of situations and methods to resolve the same problem in different ways.

Picture a Kirby and Zelda cross-over but a bit darker, going through lovely abstract 3D levels (all connected by a HUB world) as you solve puzzles and beat up alien invaders to save the earth. There was some kind of a puzzle element while managing the different pieces, as they moved up Freak Boy’s body while collected. So to get a piece, say the Drill, you’d jump on it: the piece enters your body and becomes your Drill foot. If you then jump on a Sticky piece, the Drill moves up to your belly, and the Sticky becomes your foot. And if you then jump on a Gun piece, the Drill moves to the head, then Sticky to the belly, and the Gun goes into the foot and so on.
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This mechanic was conceived by the lead designer and creator of Freak Boy, William Novak, who wanted to make a new polygonal 3D game as different as possible from Doom (the most popular title at the time), exploring two main features that entertain gamers of all ages: jumping on things (Super Mario Bros) and arranging objects in a certain order to accomplish a task (Tetris).

Novak was one of the founders of Zono Incorporated with his friend Ed Zobrist, a two-man team that previously worked together at Mattel Toys. They released (along with BlueSky Software) their first game "TechnoClash" in 1993, published by Electronic Arts on the Sega Genesis / Mega Drive. Freak Boy would have been their second project, initially pitched to Sony for their yet-to-be-released Playstation.

At the time, Sony was actively soliciting game developers to sign up to create titles for their planned console: Zobrist and Novak met with them a few times and the publisher was enthusiastic to support Stacker / Freak Boy’s innovative concept. Sony would have provide development software and hardware for free, with “endless” support and in-person help.

While Novak was wrapping up a detailed presentation to convince Sony to fund and publish Stacker as a Sony-branded game, he got a phone call from Rebecca Allen, a former Mattel consultant. At the time, she was an Executive Producer at Virgin Interactive Entertainment and told Novak that their President, Martin Alper, was desperate to have a great game idea to take to Nintendo. Alper wanted to get VIE on the recently announced “Nintendo’s Dream Team” but didn’t have any original in-house concepts to show them. Rebecca asked Novak if he had been working on anything they might be interested in.
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At first Novak told her they were already talking with Sony for their Stacker concept, but after discussing with Zobrist, the team decided to give Virgin a shot. When they explained the idea behind Stacker to Martin Alper, he loved it and immediately worked out a deal to bring Novak on-board at VIE as a contracted designer to lead their in-house development team known as Burst Studios.

Now Virgin only needed to convince Nintendo of the game’s potential, to join their fabled “Dream Team”. The publisher arranged a meeting with a few top Japanese Nintendo executives at the January 1994 Winter CES in Las Vegas: the team only had 3 weeks to create some kind of demo to show them. Virgin managed to send Novak to newly-formed Digital Domain, James Cameron’s visual effects company, to use their technology.

During 1993 Christmas holidays, they worked hard to make a short video of a generic-looking 3D character showing how pieces were captured, used in various body positions, and popped out. The target render footage was just 30 seconds long, because this kind of computer graphics was very expensive at the time, but that was enough to have a rough idea on how Stacker could have been.

Everyone was nervous during the meeting with Japanese Nintendo executives, it was not a joke to have such a chance to join their Dream Team and to receive their feedback on Stacker, but everything went great: sometime later after all the contracts and agreements were made, Virgin joined Nintendo to create one of the first third party N64 games.
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VIE started to work on Freak Boy in early 1994, giving resources to Burst Studios to create one of the first American Nintendo 64 games ever conceived. Zono hired another programmer, Paul Byford from Rare, who already worked with Novak for Mattel on Super Glove Ball for the NES. Patrick Moran was one of Burst Studios’ artists that were working on “Spot Goes to Hollywood” but was soon moved to Stacker to became its Lead Artist and Animator, creating the peculiar look of the main protagonist and the alien worlds.

The rest of the team was composed exclusively of Burst Studios developers and managers. Mr. Julian Rignall, a publishing veteran who worked with Virgin Interactive as a Vice-President of design and later went on to write for IGN was quoted saying this in 1999: "I played an early demo of it [Freak Boy] and I thought it was brilliant. The design is still viable today and I still think it would make a game that would definitely be one of the five best for Nintendo 64".

As the team got bigger (it got up to 35-40 people), Novak started losing control of the direction of the game, and unfortunately there were a series of disagreements with Virgin's producers. While the game changed name from Stacker to Freak Boy because of trademark reasons, the project was still in early development.

Wanting to get a “Completion Bonus” (higher pay if the game would have been finished in 8 months) one of the producers tried to change Freak Boy into some sort of on-rails driving game, which was much easier to produce than a puzzle-based, “free roaming”, third-person action adventure. A pre-rendered animation for this “On-Rails Freak Boy” was done without Novak’s knowledge and shown as the official trailer for the game at E3 of that year. After E3, Novak was furious and eventually dragged Martin Alper into the battle against the producer.
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The team had to wait a while before Freak Boy went back to its original design, losing time and resources. Even if that producer was later removed from the game, Freak Boy had at least five other different producers over two and a half years of development... and that did not help at all. It seems that Virgin’s videogames division had many games in development, most of them with heavy managing issues.

Trying to fix these problems, producers were switched from one game to another, in the hope they could turn it around. If they didn’t fix-it in 5-6 months, they would be removed and reassigned to another, and another producer would be sent in. Typically, when a new producer came onto Freak Boy, they threw out the previous producer’s development plan, and threw out the work that was done under them. The reason was, that if the previous producer screwed up, the new producer didn’t want to have anything to do with fixing someone else’s mess. So to play safe, they threw out everything. It’s easy to understand how this working environment would have killed even the best game ever conceived.

This is the main reason Freak Boy was never completed: throwing out good work for no reason other than a new producer has come in. It became clear to Novak that Freak Boy would have never been completed at VIE: after two and a half years he decided to quit the project. There was a good clause in the Zono contract and they were able to pull out legally.

The whole team at Burst Studios was then moved off to work on a Las Vegas casino game for N64 (another unreleased project) but VIE didn’t officially announce that Freak Boy was cancelled. The reason for this mystery seems to be a clause in the original contract between Zono and VIE, which said that if Freak Boy was not completed in a certain time frame or was cancelled, the rights to the game would revert back to Zono.

Managers at VIE were probably furious when they realized that after all the money spent on Freak Boy, they wouldn’t even own the game if they cancelled it. They decided to put it on "indefinite hold" and VIE told the press the project was still in production, because they didn’t want the rights to go back to Zono. This did not change the fact that Freak Boy was unofficially cancelled and the project remained an unsolved mystery for many years. Only thanks to Novak’s answers to our questions about the project were we able to finally know what really happened to Freak Boy.

The game somehow reappeared in September 2015, when a reader of Unseen64 randomly found a playable early prototype at a carboot sale in Guildford, UK. It seems that the seller at this flea market did not know much about the historical importance of the strange development cart that he was selling, along with other old games.

Luckily, our friend recognized the title written with a marker on the dev-cart and quickly bought it before other retrogamers could. It seems that along with Freak Boy, the same seller had 2 other prototype carts. One had “casino” written (probably VIE's other lost N64 game) and the second one “mario 2“. At the moment, the found Freak Boy prototype is still in the hands of a collector, but we hope that in the future the ROM could leak online, to be preserved by the community.

What happened to the main designers behind Freak Boy? Novak already had other games in the works, and, after quitting the contract with VIE, he hooked back up with Ed Annunziata (the mind behind such classics as Chakan: The Forever Man, Ecco the Dolphin and Vectorman) to complete “Mr. Bones”, released on the Sega Saturn in 1996.

Today, Novak teaches video game design as the head of the Game Art & Design department at Woodbury University in Burbank, California. Lead Artist and Animator Patrick Moran, the “father” of Freak Boy’s character design, has returned to selling his paintings in his art gallery in Laguna Beach, California.

Burst Studios released only 3 games in their lifetime: Toonstruck (1996) for PC, Spot Goes to Hollywood (1996) and Grand Slam (1997) for Playstation and Sega Saturn. After being disbanded in 2003, Virgin Interactive Entertainment’s remaining assets were acquired by Titus Software and the studio was renamed to Avalon Interactive, but they filed bankruptcy in 2005. Zono Incorporated released about 10 games for consoles before being sold to MumboJumbo in 2006 and renamed “MumboJumbo LA”, mainly making games for mobile phones. Only a year later, the company closed down the LA branch and terminated all employees.
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Jack and the Beanstalk

Article by: Luca Taborelli (monokoma)


Jack and the Beanstalk is a mysterious project that was sometimes listed by english gaming press as a new “coming soon” game for Nintendo 64 and 64DD add-on. Was it really a game in development by Nintendo? Sort of. It seems that the name was originally used in February 1995 when Nintendo and HAL Laboratory published an ad in a few japanese magazines, to hire new people for their “Jack and the Beanstalk Project” (or Jack & Beans), a collaborative development team with the objective to create original and revolutionary games for Nintendo’s 64 bit console.
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The name of this “team project” in that advertising page was probably misinterpreted by english magazines and websites as the title of a new Nintendo title, but it was much more than a single game: it was a multitude of different gaming concepts, prototypes and interactive experiments. 

The name of this project was probably inspired by the traditional fairy tale of Jack and the Beanstalk, in which: “As Jack slept, the beans germinated in the soil, and by morning a gigantic beanstalk grew in their place. When Jack saw the huge beanstalk, he immediately decided to climb it. He arrived in a land high up in the clouds that happened to be the home of a giant”.
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In 1996 the Jack and the Beanstalk team was moved on the second floor of the Nintendo Kanda building, under the supervision of HAL Laboratories. This was a small team of about ten employees, lead by Yoichi Yamamoto. Yamamoto was one of several non-video game-industry personnel selected to work on the project by a panel of four important Nintendo figures: Shigesato Itoi (creator of the Mother / EarthBound series), Satoru Iwata (president of HAL from 1993), Kouichi Nakamura (one of the developers for the first Dragon Quest at Enix and later founder of Chunsoft) and Shigeru Miyamoto (you know who he is, right?).

Nintendo was specifically trying to find out professionals from many different fields to work at Jack and the Beanstalk, to be able to design interesting gameplays ideas that would have used the new power and features of their Nintendo 64 and 64DD (as the internal clock and rewritable data disks).

Three years later, in 1999 HAL Laboratory released Pocket Monsters Stadium, Super SMASH Bros and Pokèmon Snap for Nintendo 64, while they were also working on the 64DD version of Sim City (released in 2000) and maybe helping Maxis with the development of the unreleased SimCopter 64 (that would have been able to use cities from Sim City 64DD). What happened to Jack and the Beanstalk?

From the few info available, it seems that even if Nintendo never released a game with that title, many of the original ideas that the team designed found their way into different games, such as Pokémon Snap and the cancelled EarthBound 64. As we can read on Kotaku: “Originally, Pokémon Snap for the Nintendo 64 system wasn’t a Pokémon game,” recalls Nintendo president Satoru Iwata, “but rather a normal game in which you took photos, but the motivation for playing the game wasn’t clear.” […] Game designer Masanobu Yamamoto was working on Pokémon Snap, and he initially had a negative reaction to the addition of Pokémon, because the characters replaced what he was working on. “That time, adopting the Pokémon world clarified what we should do and the direction we should head,” Yamamoto adds, “and I came to like Pokémon, so I felt like that had saved us.”
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In the intro of Pokemon Snap, along with “HAL Laboratory” and “Nintendo” logos, we can also see the text “Jack and Beans”. From Pokemon Snap’s credit list on Mobygames, we can read the names of some of the people that were hired in 1996 for the Jack and the Beanstalk project:


- Director: Yoichi Yamamoto, Koji Inokuchi, Akira Takeshima

- Designer: Shigezo Kawase, Takeyuki Machida, Masanobu Yamamoto, Shizu Higashiyama

- Sound Designer: Ikuko Mimori

- Programmer: Yoshiaki Shinohara, Kazuki Sekimori, Jinji Horagai, Tomoyuki Sumi, Hirotaka Kato, Hideaki Kiko

What happened to the Jack and the Beanstalk team? After working on Pokèmon Snap most of the staff was scattered around to work on different projects at Nintendo and in other software houses.

Yoichi Yamamoto was credited as producer and designer for such games as La Pucelle Tactics (Nippon Ichi Software), Kirby Air Ride, Dino Crisis 3 (Capcom), Kirby: Mass Attack, Kirby's Epic Yarn and as far as we know he's still working on games for Nintendo. Koichi Nakamura is still working at Chunsoft for such games as the Fushigi no Dungeon series (that includes titles as Chocobo's Dungeon and Pokémon Mystery Dungeon) and in 2008 he created "428: Fusa Sareta Shibuya de", an interesting visual novel with multiple protagonists and parallel gameplay / storylines that got a 40/40 perfect score from Famitsu Magazine.

Koji Inokuchi seems to have worked as designer at Namco for Mr. Driller: Drill Land, published in 2002 for GameCube, but we cannot find anything more about what he’s doing now. We don’t even know what happened to Akira Takeshima, he seems vanished into nothingness after Pokemon Snap. Shigesato Itoi is still working as a writer in the Japanese industry but is unclear if he'll ever work on more videogames after Mother 3. Satoru Iwata became the fourth president of Nintendo before his death in July 2015. Shigeru Miyamoto is still working as General Manager of Nintendo.

The Jack and the Beanstalk team will remain in history as one of the most obscure and interesting group of developers and designer that were put together to work in complete freedom on original gameplay ideas for Nintendo new IPs.
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Mini Racers

Article by: Allan J Paxton


Mini Racers was an arcade racer in development at Looking Glass Studios for the Nintendo 64 and began its development in the later stages of the console’s life. The game took its cue from the Micro Machines / RC PRO-AM style of arcade racer and used an isometric view with 3D car models and courses. 

Being an arcade style racer, Mini Racers would have been a perfect fit on Nintendo’s 64 bit console, which was well known for its racing titles. Of note were Mario Kart 64, F- Zero X and Diddy Kong Racing, developed by Nintendo and their first party studio Rare respectively, which all at their core were built around fun single player and multiplayer racers.
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Looking Glass Studios was founded in the early 1990s and was a result of the merger between Lerner Research and Blue Sky Software, which itself was founded by Paul Neurath. They became popular by developing numerous titles for the PC, including critical hit as System Shock, Terra Nova: Strike Force Centauri, System Shock 2 and the Thief series. Only in 1999, Looking Glass released their first titles on a home console: a port of the PC title Command and Conquer, and a port of the popular Playstation title Destruction Derby, both of which were for the Nintendo 64. Both ports were relatively well received by reviewers, but neither were massive successes.

In May of 2000, Looking Glass Studios closed for good following financial issues, caused in part by poor sales of its own self-published titles like Terra Nova: Strike Force Centauri and British Open Championship Golf. As a result of the closure, Mini Racers was cancelled (along with another N64 project titled "Warball", a dodgeball game) and a number of staff went on to join Irrational Games, itself a company founded by former Looking Glass employee Ken Levine.
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Even if Mini Racers was never officially published, not all hopes were lost. In 2012, a Nintendo 64 cartridge was listed for sale on eBay. This was said to be an early prototype of an arcade racer titled Tamiya Racing. The game was being developed by Intermetrics, an associate of Looking Glass Studios, who merged with the company in 1997. The cartridge was purchased for £1,358 and, when accessed, showed that Tamiya Racing shared a number of similarities to Mini Racers, using the same isometric 3D camera with polygonal car models and 3D tracks. However, it was a licensed title using the Japanese RC brand, Tamiya, as its base. The prototype was limited to a single track and was said to have poor controls and camera angles, but it was fun to play. The game never moved beyond single level prototype stage, and it is believed that its failure to do so was due to licensing issues between the developers and Tamiya, as well as licensing issues with the manufacturers of the real world cars that were also set to appear in the game.

The merger of Looking Glass and Intermetrics and the demise of Tamiya Racing appears to have led to the game re-emerging as Mini Racers, being developed internally at Looking Glass Studios. The title, announced in 1998, was featured at a number of trade shows, including Space World 1999. However, the game saw a number of delays and the team was not able to release it before closing down.
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In 2012 another Nintendo 64 cartridge was placed for sale on eBay, this time with claims that it was the final build of Mini Racers. The cartridge eventually sold for £3,000 (probably due to the game being near completion). The build of the leaked game had three modes of play and 39 tracks to race on. The final game was also going to have a random track generator and a functioning track editor, allowing user created tracks. Cars featured in the game also had two variants, standard and off-road.

Despite not being officially released to the public, the near complete build of Mini Racers is now available to those that wish to make the effort to obtain the ROM. It is also clear that, from the opinions of who have played the title, that the game offered a fun single player experience and an equally fun multiplayer experience. Sadly we will never know if this title could have been the success that may have helped keep Looking Glass Studios open, but it’s clear that they were taking their time to create a fun experience for the player right up until its cancellation.
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Mother 3 (Earthbound 64)

Article by: Matt Soulia


When it comes to games with the tag "cult classic" attached to it, few fit the description quite as well as the RPG series, Mother. Originally released only in Japan, the first Mother game had elements of other games in the genre, such as turn based battles, but with a more human feel, letting players connect with the world they were occupying in a greater way than in any other RPG of the time.

Unlike its predecessor, Mother 2 did see a release outside of Japan, renamed Earthbound. Mother 2 improved on many of the elements seen in the first game, and became a bit of a sleeper hit for the series. The game didn't seem to get much attention, however, until the main character of the game, Ness, was featured as a playable character in the first Super Smash Bros for the Nintendo 64. Shortly after Mother 2's development ended in 1994, Mother 3 began its long journey.
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Spanning a development time of nearly 12 years, the production of Mother 3 is a long tale, filled with potholes and drama. While the concept of the game started on the Super Famicom/ SNES, the game was soon moved on to the N64 and was to be developed for the Disk Drive (64DD) as one of the launch titles, along with games like the Legend of Zelda: Ocarina of Time.

Had the game been released on the 64DD, there was discussion of possibly having a bonus disc with the game that would include additional content. While the idea's were in place for the 64DD version of the game, the 64DD was postponed many times and when finally released it was a commercial failure. As a result, development of Mother 3 continued as a normal N64 game (just like Ocarina of Time), which would have utilized the optional expansion pack for the system.

The plot of the game was to follow the main character, Flint, a man dressed in pseudo-old west garb, and his two sons Claus and Lucas (the latter of which appears as a playable in Super Smash Bros Brawl for the Wii). Spanning 12 chapters over a course of ten years, the player would have also encountered a total of 10 playable characters throughout the game.
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Battle mechanics in the game, while generally following a typical turn-based RPG system, would also have been unique. While a character could attack as normal, if the player were to time their attacks in time with the in game music, the attack would have a much greater effect. Also, should a character be knocked down during one of the games Quick Time Events, there would be an option for the character to "Get Up" in battle.

Another mechanic that would have been interesting was for the game to have a real-time mechanic, very similar to games like Animal Crossing. A playable demo of the game (under its North American name Earthbound 64) was made available at the Space World event in 1999, of which the gaming website IGN had a hands on experience. Even though the demo of the game didn't feature much, IGN was very favorable of the demo, stating that a cutscene in the game featuring Claus and Lucas in a mine cart was "one of the most impressive cutscenes on the N64". They also had high praise for the game’s controls and music, but stated that the battle system was "confusing". All in all though, they said that the game seemed nearly complete.

After the Space World 1999 event, however, not much more of the game was revealed. Nintendo was unable to give any information on the game, stating only that they wanted to release the game in Japan prior to the US version. Nintendo also failed to show anything new from the game at the Electronics Entertainment Expo (E3) event in 2000. Despite this, many felt that there would be a "nearly finished" version of the game revealed soon at Nintendo's Space World 2000 event. Prior to the event, however, game producer Satoru Iwata canceled the game altogether, with lead producer Shigesato Itoi officially announcing the cancellation in August of 2000.
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According to sources within Nintendo, when cancellation of the game happened, the game was very far into production, with the N64 version of the game being roughly 80% complete at the time. While Iwata stated that the game had not been completely abandoned, both Iwata and Itoi felt that there wasn't a need for the game to be 3D. Iwata stated that Itoi's greatest talent "is in words", and that they were both "too caught up in the 3D obsession and felt obligated".

There was some interesting fallout post-cancellation of the game. Several members of the development team went on to work on Project Dolphin (the codename for the Gamecube) and many of the respective games involved with that console. It was also reported that Itoi and HAL Laboratories both experienced several personal and financial setbacks. Additionally, several online petitions stemming from fansites cropped up in an attempt to get the game’s development up and running again, all of which were met in vain.

A lot of interesting rumors cropped up concerning the Mother 3 / Earthbound 64 prototype. A YouTube user by the name of skater24481, a collector of rare and obscure video games, claimed to have obtained a beta cartridge of Earthbound 64, even posting a video of said beta on his youtube channel. When asked if he still had the game, however, he claimed to have sold it stating the beta to be "boring". Since then, the video and the youtube channel have been taken down, and any trace of this supposed beta has gone cold.
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Contradictory to this, however, is an interview conducted with game debugger Brenden Sechter for the website earthboundcentral.com. In the interview, Sechter claimed to have actually played an "alpha" prototype of the game while at Nintendo HQ. When asked about the games prototype, he stated that as far as he knows there is only the one prototype, and the chances of it seeing a public release are "slim to none", seemingly putting the nail in the coffin of skater24481's claims.

In 2003, the story of Mother 3 started to come full circle. At the end of a commercial for the Game Boy Advance release of Mother 1+2, a statement was seen, saying "We are developing Mother 3 also". Having to start from the ground up with the graphics, little else was changed for the development of the GBA release of Mother 3, with the game maintaining all of the story elements, characters, and much of the gameplay elements from the N64 version of the game.

According to Itoi, he had assumed that restarting the project would have been impossible, but decided to continue the game thanks to the encouragement and support of the vocal Mother fanbase. The story and long development of Mother 3 finally came to an end on April 20, 2006 with the release of the Game Boy Advance version of the game in Japan, which received relatively positive reviews.

While the game was never released internationally, fans of the game did eventually make translations of the game so the whole world could enjoy it to its fullest. Mother 3 / Earthbound 64 is certainly one of the greatest tales in gaming history, and the development of the game is not only a tale of a game's creation, but of the passion and voice of a fanbase that shows the power that fans can have on any form of media, not just Mother 3.

[image: mother3k][image: mother3kf][image: mother3lol][image: mother3ness][image: mother3what][image: mother4khy]


References:



	en.wikipedia.org/wiki/Development_of_Mother_3


	starmen.net/eb64/


	earthboundcentral.com/2010/12/interview-with-a-mother-3-debugger/


	earthboundcentral.com/2014/01/rumors-of-an-earthbound-64-prototype/


	www.nintendoworldreport.com/news/36385/nintendo-64-version-of-mother-3-was-at-least-80-percent-complete


	www.assemblergames.com/forums/showthread.php?3502-Earthbound-3-for-N64-DD64


	www.unseen64.net/2008/11/07/a-look-on-the-mother-3-development/


	www.unseen64.net/2008/04/04/mother-3-earthbound-64-n64-cancelled/







Rev Limit

Article by: Sebastian Zavala


Rev Limit is a cancelled racing game similar to Ridge Racer, which was developed in tandem between Seta Corporation and Nintendo for the Nintendo 64 DD. It was to be released between 1996 and 1997, and was one of the early titles announced for the console and its add-on. The game was postponed many times and it was even “downgraded” from the 64DD to a “normal” N64 game before finally being dropped. It seems that a playable version of Rev Limit should exist for the Seta arcade board named “Aleck 64”, based on the Nintendo 64 hardware, but no physical proof of this has ever been found.
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According to an article in the September 1997 issue of N64 Magazine, Rev Limit was “three-quarters complete” and was aimed at the console market, unlike Ridge Racer, which started exclusively as an arcade game and was later ported to consoles. It was also to be a more realistic, immersive experience that would include the possibility of damaging one’s car (affecting its performance and speed), as well as pit stops.

Not unlike games such as Daytona USA, it would’ve also included different characteristics and parameters for each vehicle, making each one of them feel and handle differently. The developers did this in order to give players as many different combinations and options as possible.

Despite all the options that were to be included, designer Yashuhiko Kikuchi expressed to N64 magazine that they decided to not make the game compatible with the N64’s Rumble Pack, explaining that they couldn’t find a way for it to add to the overall experience, instead feeling like it would be a distraction or gimmick.
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When it came to the graphics, according to a report by IGN from Nintendo Space World 1996, the game had beautiful backgrounds and interesting non-repeating environments. Unlike the aforementioned Ridge Racer franchise, Rev Limit would’ve favoured more organic and natural backgrounds such as forests or deserts instead of urban settings. Moreover, the NASCAR-esque vehicles looked really well defined and the tracks looked interesting and seemed to feature real-time lighting effects, offering the ability to race at different times of night or day. These kinds of features are commonplace these days but, at the time, would’ve been considered revolutionary.

Unfortunately, gameplay-wise, despite being more realistic than other, more “arcadey” games, Rev Limit apparently had an issue with speed; it just wasn’t fast enough. Of course, we will never find out if this had more to do with it being unfinished. What we do know is that the Nintendo 64 was capable of some really astonishing speeds. One just has to play games like F-Zero 64 or even Ridge Racer 64 to realise this.

Having had a general overview of the game’s development, it shouldn’t have come as a surprise that it was eventually canceled. Although the game was slated to make an appearance at some E3 Expos before the aforementioned Nintendo Space World 1996, and Nintendo even let out that it was interested in taking over publishing duties, Rev Limit subsequently disappeared from Japanese and US release lists.
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Eventually, it was delayed indefinitely, which was of course strange at the time, since it was pretty far in development. Nevertheless, the game looked pretty promising, especially since the conversion allowed it to have some really interesting improvements. It was to include several different modes of play, including a sprint race mode (races of between three and ten laps), long distance races (between twenty and fifty laps), a test racing mode, an innovative simulation mode (in which the players would’ve controlled a racer’s career) and, of course, a standard arcade mode.

Why was Rev Limit cancelled? The details are scarce, but it seems the game’s developer, Seta, ran into financial difficulty and many of its projects were cancelled before completion. There are no incomplete ROMs online, or test cartridges, which means there’s no way to play even an early build of the racer. It seems most of the photos published in magazines, and even the footage from Space World 1996, were taken from an incomplete arcade build running on Seta's Aleck64 board. For those not familiar with it, the Aleck64 was an arcade board based on the N64 hardware co-developed by Seta and Nintendo in the late 90s, which only made it into several coin-op machines before it too was cancelled.
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Rev Limit was one of the most talked about N64 games (it appeared many times in magazines such as N64, CVG and Games Master), and the fact that it was cancelled makes it one of the most fascinating unseen projects for the 64-bit console.
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Riqa

Article by: James Alan Griffiths, Luca Taborelli (monokoma)


The original Playstation’s success within the marketplace can be attributed - although not exclusively - to a wealth of new franchises whose target audiences were young adults. Quite possibly the most high profile franchise was Eidos’ Tomb Raider. Series’ protagonist and heroine Lara Croft was - and we don’t use this term lightly - a cultural phenomenon back in the mid and late ‘90s.

Previous to the release of the first title in 1996, there weren’t many female leads in video games, and certainly not many promoted and sexualized as much as she was. This, along with the quality of gameplay and 3D graphic, captured the imagination of players around the world - an unprecedented media frenzy and a slew of sequels and similar titles that followed.
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The success of Tomb Raider could have been one of the inspirations for Riqa, a female-lead action adventure planned for the Nintendo 64, and announced at the E3 gaming expo in 1999. Rumors about the title were published by IGN as early as November 1998, when they reported the registration of the Riqa domain name: “Willy, the valet parker over at Nintendo of America told me that he accidentally walked into a secret meeting last Friday and saw some stuff he wasn't supposed to see. Peter Main, Howard Lincoln, Jim Merrick, Perin Kaplan - everyone was there. And then there was RIQA. Well, not really. On a board behind the Big N crew, some busy soul had scribbled countless new names, from top to bottom: RIQA, Siras, E-Siras... That's when Jim Merrick kicked Willy out of the room. Don't ask me what those titles are, but they're apparently important enough for Nintendo to register websites for... Hmmmm…”

In development by Bits Studios since 1997 and due to be published by Nintendo themselves, Riqa was an ambitious project that blend together third-person exploration, puzzles, RPG and shooting gameplay. The footage shown at E3 was very impressive for its time and N64 owners were pumped to see a more “mature” action game for their console. Besides the main character named Riqa, two more playable characters (male and female) were also planned for the final game. Unfortunately, details about the project were still scarce at the time: gaming magazines and websites quickly related the game’s main female protagonist with Tomb Raider’s heroine Lara Croft, but the comparison was quite unfair, as RiQa was planned to be a much more complex game.
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Bits Studios and Nintendo wanted to create a huge action RPG for a new generation of gamers used to fast-pace shooting combat and third person exploration. Under its “Tomb Raider” look, Riqa had gameplay mechanics inspired by classic action RPGs, as experience stats and a LV-UP system, health and magic points, elemental alignments, status effects, cities to explore, NPCs to talk to, a 3D earth used as a world-map, to move across different places on the globe and a series of equipments, weapons, armors and other items.

With such a high-profile project, Nintendo asked Bits Studios to predispone the game to be compatible with the planned 64DD add-on, so that new expansions could have been released in the future, just like for Zelda: Ocarina of Time. In the few videos available, Riqa’s seen using an impressive arsenal: a grenade launchers, 3-ways laser guns and sniper rifles, against a largely human and robotic army - suggesting a plot and setting within some sort of mechanised dystopia.

Other than shooting in third person view, players would also have been able to aim in first person, to improve their precision. Riqa quickly moves around the levels and seems pretty adept at dodging enemy fire, a skill the player would have been allowed to thanks to the accurate movement offered by the N64’s analogue stick.
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We can see glimpses of puzzles, with computers and shields to deactivate in the correct order and a huge brightly coloured game-board style set up. We can also see a few cities, bars and buildings with friendly non-playable characters available to talk, to sell items and to give new quests to the players.

While the world of Riqa was divided into different, not directly connected areas (cities, warehouses, labs, enemy bases, caverns, deserts, japanese temples, etc.), thanks to the map we could have been able to freely choose where to move among dozens of different locations from all around the world, depending on the current mission.

The ambitious plans for Riqa unfortunately remained obscure to the gaming press at the time, and with no updates about the game, early rumors about its cancellation spread online late in 1999. Against all odds, in January 2000 IGN reported that the game was still on track:

"At last year's Electronics Entertainment Expo in Los Angeles, Nintendo previewed brief snippets of a previously unknown Nintendo 64 action-adventure called RIQA. The 3D title, which looked like a cross between Tomb Raider and Mission: Impossible, was not playable and extremely early in development, but it showed promise all the same. Since that time, Nintendo has not uttered a single word on the game, which has led many in the industry to question its status. The good news is that it's still very alive. We spoke with UK based developer Bits Studios about the project today and were reassured that while Nintendo is reluctant to release any new information on the game, everything is going smoothly behind the scenes."

[image: riqa6]


As we know today, that was not the case: being shown late into the Nintendo 64 lifecycle and not even nearly completed , Riqa was destined for cancellation. With the new generation of consoles (Playstation 2, Gamecube, Xbox) just around the corner, publishing a new title for an old-generation console with a dying userbase was not a good idea. Despite an enthusiastic reaction to the footage by Nintendo-centric and multi format games magazines at the time, Riqa was cancelled along with Die Hard 64 and another N64 game by Bits Studios known as Thieves World.

Unfortunately, Riqa was an ambitious project slowed down by the limits of the console and by the game’s engine iteration cycle, with levels made in Max that had to wait for long manufacturing times before to get them on console. Nintendo and Bits Studios decided that it would have been difficult to successfully complete the Riqa project in time to be profitable.

When Riqa was cancelled early in 2000, for a few months Thieves World became the new focus for Bits Studios, thanks to its new easy-to-use engine created by Nathanael Presson and Frederic Villain ,that permitted to easily develop the game in a short time. Their hopes was to be able to release Thieves World before the final death of the Nintendo 64.
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Unfortunately the development was still not fast enough: Thieves World was moved to “next gen consoles” becoming a tie-in game under the “Nikita” IP - based on the TV show that was on around that time, and it was finally released in 2003 as Rogue Ops, published by Kemco on GameCube, PS2 and Xbox. Playable character Nikki Connors is described as an ex-green beret, in what may be a wry meta-reference to Riqa, since this was the headgear favoured by that game’s protagonist. Sadly, Rogue Ops didn’t capture the hearts of gamers as it was poorly received by critics and failed to sell particularly well.

Bits Studios would eventually cease operations in 2008, leaving behind a wealth of licensed games and a good number of cancelled projects. It wouldn’t be long before Nintendo released another Nintendo 64 game with a female lead, in 2000’s Perfect Dark, developed by second party gaming legends Rare. It’s interesting to notice that another lost N64 game, Mission Impossible 2 by Ocean Software / Infogrames, was also switched into a Nikita tie-in for “128-bit consoles”, before being finally canned.

Riqa looked like an interesting action adventure that could have become another must-have for Nintendo 64 owners. We can only speculate about the commercial and cultural effect of Riqa at the time, which joins a number of other high profile proposed N64 experiences that never saw the light of day. 

[image: riqa8][image: riqa232]


References:



	Interviews with former Bits Studios developers


	www.ign.com/games/riqa/n64-11540


	www.nesworld.com/n64-unr-riqa.php


	www.cubed3.com/news/16584/1/n64-month-nintendos-missing-in-action-part-1-riqa.html


	forums.lostlevels.org/viewtopic.php?t=590&sid=a02fea5eb8e6a32f6b709365a8ab253e


	assemblergames.com/l/threads/thieves-world-n64.39675/


	www.youtube.com/watch?v=x6RxfQLvgy8


	www.unseen64.net/2008/04/04/riqa/







Robotech Crystal Dreams

Article by: Alberto Li Vigni (Yota)


Robotech: Crystal Dreams is a Nintendo 64 space fighter created by GameTek, originally slated for release in 1996. It was based on the eponymous sci-fi cartoon saga, which was actually the U.S. adaptation of three different Japanese anime series. In July 1994, GameTek, known at the time for video game renditions of shows like Wheel of Fortune or Jeopardy!, brought the cartoon’s rights from Harmony Gold, and started developing a title called Robotech Academy, which was eventually announced in February 1995.

In this game, the main character would have been a cadet being trained with combat simulators in order to be prepared for the imminent coming of the evil Zentraedi soldiers. Academy was supposed to be available at the Nintendo 64 American launch (September 1996), but by the end of 1995 most of the work had to be scrapped because it had been developed with an outdated Ultra 64 development system.
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At the same time, the main programmer, Ian Harac, was thinking about a new scenario, set a century or a two after the ending of the show, in which the player freely roamed the universe as a mercenary. However, Robotech: Crystal dreams was officially born only with the hiring, in December 1995, of Doug Lanford, a programmer and story designer but, above all, a huge fan of the original show.

He and Harac went then immediately to conceive an open-ended space fighter where the player could explore at will a full-scale reproduction of the solar system and decide which mission do next. For example, we might leave a battle near Earth and answer a call for help from a convoy near Saturn that was under attack.

Such an action would however hurt the relationship with our allies and alter the following events, due to a system called Multi Branching ChronoSync Algorithm that changed the world in response of the choices made. The player controlled the combat mecha Veritech, which had three freely switchable forms, each one with its own weakness and strengths: Fighter, Guardian and Battleloid.
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For instance, the powerful nose laser could only be used by the Fighter, while in the latter two forms we had the possibility of aim our shots and fly vertically or backwards. Though almost all the screenshots of Robotech show the action from the cockpit, the player could also switch to an external camera.

The three main types of attack were lasers, missiles and gun pods, but additional weapons could also be obtained. Other than for buying upgrades, the cash earned from finishing the missions had to be used to refuel the mechs. The story of Crystal Dreams, which narrated ex- RDF pilot Kyle Bartley’s involvement in the war against the mysterious crystal-like enemies Ebolians, was created specifically for this game, even if recurrent characters of the series like Rick Hunter and Max Sterling had a large role in the plot.
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While initially the dialogue was planned to be text-only, according to its creators the final version of Robotech would have featured about forty minutes of spoken audio, though not from the original show’s voice cast. Of course, what the characters said also changed according to your behaviour.

Interestingly, in the early stages of development, nobody at GameTek knew how powerful the final Nintendo 64 hardware was going to be, and consequently the Ebolians were selected as the main antagonists because programmers found that they could have many low-resolution, crystal-like models on screen without using too many resources.

A short demo of Robotech was presented at E3 1996. In March 1997, Philips media, the company that was supposed to publish the game, went out of business. However, a few months before Crystal Dreams was cancelled, Capcom made a deal with GameTek for distributing and marketing the game.
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Robotech proved to be a project far too time-consuming and difficult for a small software-house like GameTek, which didn’t have the budget necessary to hire enough manpower or buy expensive development tools. Thus, in December 1997, the American company filed for bankruptcy, “in order to re-work and settle internal debts.” according to an old IGN preview. 

Another build of Robotech was shown at E3 1998 and the programming team continued to work on it as late as July of the same year, when finally GameTek closed doors. Shortly after, Doug Lanford demoed the final build of Crystal Dreams to some companies, but nothing came of it. In a 1999 interview with Console Domain, Doug said that Robotech was 90% complete, but “lacking any of the game story or the mission creator. Another two, possibly three months, and the game would have been complete, aside from some testing and approval.” However, in a 2002 interview with Robotech.com, he stated, more realistically, that “We still probably had 5 or 6 months of work before we would've had even a beta version of the game”.
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A Japanese port of the game, called Macross: Another Dimension (the anime on which Robotech is based), was slated to be published by Tomi, but the Japanese company never obtained a distribution license from rights holder Bandai; it’s thus unknown if Crystal Dreams would have been released in Japan even if finished.

In December 2000, a rom of the game anonymously leaked on the Internet. In September 2001, Doug Lanford released the alpha version of Crystal Dreams on his website. This build let fans finally try some (largely unfinished) missions, but the most interesting features promised by the developers were nowhere to be found.

Interestingly, the rom included a functional death match for four players. Other multiplayer modes, like a cooperative battle against an enemy ship or shooting and racing contests, were also originally planned.
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Viewpoint 2064

Article by: Sebastian Zavala, Luca Taborelli (monokoma)


Viewpoint 2064 is a cancelled shoot ‘em up game that was planned for the Nintendo 64, to be published by Sammy Corporation, the same studio that developed (through its subsidiary Aicom) and published the original Viewpoint for arcades and Neo-Geo in 1992.

After many ports of the first game, 2064 would have been the official Viewpoint sequel that fans asked for, planned to be an exclusive for the Nintendo 64, a console that proved to be perfect for 3D on-rails shooter thanks to such masterpieces as Sin & Punishment and Star Fox 64.
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True to its title, Viewpoint 2064 was going to have multiple points of view, with the classic isometric view and a “behind the spaceship” view. It was uncertain if these views could be selected or if the cameras would shift dynamically during gameplay. Also, despite its similarities with Star Fox, your craft was limited to movement in the horizontal plane only - consistent with the original Viewpoint.

The game had great graphics for its time, clear and smooth, even if with some distant fogging to keep the framerate up. Although Viewpoint 2064's weapons were nothing special, Sammy did come up with an interesting lock-on system that displayed a vector-based graphical interface when targeting enemy ships.

Moreover, the game included laser-firing drone fighters that accompanied one’s ship, as well as the Viewpoint-typical "insect" theme for enemies. Viewpoint 2064 also promised to include epic boss battles. The game's host of mechanical creatures, such as a giant robot moth, was impressively rendered, with huge and fairly detailed ship models that furiously bombarded the player with lasers and missiles.
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In short, Viewpoint 2064 promised to be a really fun shooter title. Sadly, Sammy had some technical problems during the game’s development phase. It was cancelled only a year after his presentation at both the Tokyo Game Show ’99 and SpaceWorld 1999, even though it was slated to be released on November of that year.

In September 2015, a playable beta was sold on eBay and it’s currently owned by an unknown collector, who later released a long gameplay video on YouTube. It seems that this beta version of Viewpoint 2064 was almost finished as you can play all the level through the end.

There are multiple secret paths to discover that unlock different levels: there are a total of 15 areas but to finish the game you must play through 5 of them, somehow similar to StarFox 64. After the cancellation of Viewpoint 2064, Sammy continued publishing games for various consoles and arcades, such as the Guilty Gear series. In 2004 they merged with Sega to create the holding company Sega-Sammy. Viewpoint never had a proper sequel and it remains a cult hit for shmup lovers.
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Dragon Sword

Article by: Luca Taborelli (monokoma)


Dragon Sword, AKA Dragon Storm, is a cancelled co-op hack & slash that was in development in 1998. It was being developed by Team Storm at Interactive Studios, renamed as Blitz Games in 1999, a software house mostly know for Glover, one of the best Nintendo 64 platformers that was not made by Nintendo or Rare.

Dragon Sword would have been set in a fantasy world called Avantaria, where a group of four heroes had to stop the evil plans of Xyrus, an evil mage. Dragon Sword originally had a strong emphasis on exploration and adventure elements, as the team wanted to create a game like Zelda, but while the project was in development they had to downgrade this concept. This was probably because they were lacking in time and funds, as explained to IGN64 in September 1999 by Ian Pestridge (Assistant creative manager at Interactive Studio).
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Dragon Sword became a frenetic hack n slash, similar to many of the memorable arcade games of the past such as Gauntlet or Golden Axe. The game was divided into different levels to be completed one after another, there were hordes of enemies to kill and generators that must be destroyed in order to avoid the respawn of monsters. One or two players were able to play through the main campaign together in co-op, choosing from four different characters, each one with their own set of attacks and abilities.

Players would also be able to play a fun four player deathmatch / brawler mode that was more enjoyable than some of the standard fighting games released on the N64. Unfortunately with Dragon Sword's downgrade many of the promised features were removed, such as the presence of different weather conditions, large and varied environments to explore, an RPG-like experience and level-up system, magic spell system and most of the planned weapons.
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In concept art from the early days of the project we can see many scenes that were never developed into the “final” game such as a town filled with people and the possibility of riding a dragon to explore the world. As told by Ian Pestridge to IGN64: "Originally we were going to have riding beasts. We'd still like that and the characters are ready to go, but it's all about time and cart space, so it may have to go. Another loser is the ability to change into a dragon and fight in mid-air. The dragons have gone but we are still messing with the idea of an ultimate transformation for you."

Even with many problems and cuts Interactive studios were almost able to complete Dragon Sword and only a few weeks of work and debugging would have been needed to finish it, but like many other N64 titles it was destined to never see the light of day. The game was cancelled because MGM Interactive, their publisher, thought that it would have not sell enough to gain profit and it would have been cheaper to not release it.
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Not all was lost though: in April 2010 a beta version of Dragon Sword was leaked online and after 12 years gamers were finally be able to play this unreleased N64 title. In the leaked version you can fight your way through the first seven worlds available from the planned ten, two more worlds can be unlocked with Gameshark codes, only the final area is missing and even the deathmatch multiplayer with four people can be played. There are some bugs and sometimes the game crashes in emulators, but the game is still fun today, especially if you can play it in co-op mode with a friend.

Dragon Sword was not the only N64 game to be canned from Interactive Studios/Blitz Games as they also had to cancel their Glover sequel, probably due to a similar decision by their publisher. After the failure of their last N64 projects the team switched to “next gen” consoles (Xbox, PS2, GameCube) and worked on different games for kids and family, such as Fusion Frenzy (Xbox), Bratz Girlz (Xbox 360) and SpongeBob's Surf & Skate Roadtrip (Xbox 360). In September 2013 Blitz Games had to close down after they were unable to secure funds to sustain their business.
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How to help Unseen64

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



	Email us: info@unseen64.net


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


	Like us on Facebook:facebook.com/unseen64


	Follow us on Twitter:twitter.com/unseen64






Here are five ways you can help support Unseen64:


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


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


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


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


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


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


Are you a developer?

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



	Are you a game developer?


	Did you work on a canceled game?






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


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


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


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



Authors & Editors: Unseen64 Collective




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





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

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




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

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

Online: @allan_paxton




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

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

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




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

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

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




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

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

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




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

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

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




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

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

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




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

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

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




Name: Cage Arthurs | Date of birth: June 1994

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

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




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

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

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




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

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

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




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

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

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




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

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

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




Name: Evan Gowan | Date of birth: 1982

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

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




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

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

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




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

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

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




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

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

Email: fhpgarcia@gmail.com




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

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

Email: unknownmr.m@gmail.com




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

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

Online: @GamerAngel_301 | gamerangelsblog.wordpress.com




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

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

Online: @ottospooky




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

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

Online: jeffwheaton.weebly.com




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

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

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




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

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

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

Online: www.gaming.moe




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

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

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




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

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

Online: www.youtube.com/user/LiamRproductions




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

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

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




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

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

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




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

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

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




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

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




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

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

Online: @OaklandKao




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

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

Email: larringtonl@yahoo.co.uk




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

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

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




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

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

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




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

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

Email: ragnarok1516@gmail.com




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

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

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




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

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

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




Name: Sam Minnich | Date of birth: 1997

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

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




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

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

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




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

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

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




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

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

Online: viciousundertow.wordpress.com | @ViciousUndertow




Name: Tony Peters | Date of birth: 1982

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

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




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

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

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




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

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

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




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

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

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