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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.









Game Boy Games You Will Never Play

Article by: Tristan Avery, Luca Taborelli (monokoma)

In 1979 Gunpei Yokoi noticed a bored businessman playing around with his pocket calculator on the train and began formulating the idea for what would become Ball, the first game in the popular Game and Watch series and the first handheld video game released by Nintendo. While the Game and Watch wouldn't be the first handheld video game ever released it certainly stood out in among prior unsuccessful attempts by other toy companies such as Mattel and Milton Bradley, and can arguably be credited with creating what handheld gaming is today.

The Game and Watch series would go on to find great success, yet the simple act of observing a man playing with his calculator would continue to inspire Yokoi to create the most successful video game system of all time: the GameBoy. There’s not too much to say about the second most successful handheld of all time other than, well, that. Conceived by Gunpei Yokoi and Nintendo Research & Development, the first version of the GameBoy was released worldwide in 1989 as an evolution of the Game & Watch series.

The Game Boy was created with two major focuses: low cost and power efficiency. Yokoi understood that such kind of portable console had to be both cheap and sparing on energy usage to be played for extended periods of time. Game Boy’s black and green liquid crystal display (LCD) screen was not the latest technology at the time (far from it in fact) but that’s why Nintendo were able to mass produce their handheld at a low cost while conserving battery power. Other companies tried to release more powerful handheld systems, such as the Atari Lynx and the Sega Game Gear, but their full color screens consumed batteries in just a few hours and their larger designs were not comfortable or portable.

Also, competitors did not have Tetris or other popular Nintendo games; in just a couple of years, the Game Boy spawned many cult titles developed by first and third parties, such as Super Mario Land (1989), The Final Fantasy Legend (1989), Alleyway (1989), DuckTales (1990), Bugs Bunny Crazy Castle (1990), Dr. Mario (1990), Gargoyle's Quest (1990), Faceball 2000 (1991), Castlevania II: Belmont's Revenge (1991) and Game Boy Wars (1991). Even before the release of the iconic and revolutionary Pokémon Red and Blue (1996), gamers could enjoy a multitude of great products only available on the Game Boy. Thanks to an ingenious marketing campaign and a variety of games targeted to different audiences, the Game Boy became a hit for kids and adults of all ages. While the Game Boy was already a worldwide success, the Pokèmon trend gave new energy to the console and money to Nintendo, who was happy to continue to produce games for an aging device.

Sequels and new titles were developed, such as Tetris Attack (1996), Fushigi no Dungeon: Furai no Shiren GB (1996), Chalvo 55 (1997, related to the cancelled Virtual Boy game "Bound High"), Tamagotchi (1997), Legend of the River King GB (1997) and Game Boy Wars Turbo (1997). In 1998 Nintendo finally released the Game Boy Color, an evolution of the handled with a color screen.

The Game Boy Color had slightly better hardware along with the color screen, giving developers the ability to create larger and more complex projects. Some of these projects would be original games but most were ports of popular titles planned or already available for other systems: Bomberman Quest (1998), Conker's Pocket Tales (1999, with the cute Conker instead of the adult version), Mario Golf (1999), Pokémon Gold and Silver (1999), Survival Kids (1999), Daikatana (2000), Crystalis (2000), Samurai Kid (2000), Dragon Warrior I & II (2000), Metal Gear: Ghost Babel (2000), Perfect Dark (2000), Warlocked (2000), Alone in the Dark: The New Nightmare (2001), Dragon's Lair (2001), The Legend of Zelda: Oracle of Ages / Seasons (2001), Lufia: The Legend Returns (2001) and Shantae (2002). T

ogether with its predecessor, the Game Boy line sold almost 120 millions units worldwide. Pretty successful, isn't it? It’s easy to understand why developers created so many titles for the Game Boy line, with more than 1.500 games published during its lifetime. Then in 2003 the hardware was officially discontinued in favor of its successor, the Game Boy Advance, released in 2001. As it happens with the most popular consoles, a high number of games developed also means an high number of cancelled projects. All gaming studios wanted a piece of the Game Boy market, but not all of them were successful at releasing what they planned. In the following pages we’ll see a series of ambitious Game Boy projects, that for different reasons, never saw the light of day.


Diablo

Article by: Andrew Borman

Discovered on a prototype cart by PtoPOnline.com in 2007, Diablo on the Gameboy was a tech demo developed by Blizzard as one of their attempts to port the series to a Nintendo handheld. The demo ran on standard Gameboy hardware, not the later Gameboy color, and featured an animated title screen of the Diablo logo.

[image: diablogameboy2]

Gameplay in the demo itself was very simple. Players could control a character and walk around an isometric dungeon map, although no collision had been implemented, meaning the player could simply walk through the walls. While there are treasure chests in the world itself, they are non-interactive. The only other ability in the demo is the ability to swing a sword, although with no enemies it has no actual use.

Digging into the prototype binary itself, an English font is available, despite no text appearing in the demo anywhere. Some other graphic titles exist as well, although no one has activated them in the game. At least three prototype carts of the game exist, according to insiders who worked on the tech demo, although their current whereabouts are unknown.

[image: diablogameboy3]


According to David Craddock in an article on Shacknews, Blizzard was working on a title called Diablo Junior, which was to take a page out of Pokemon’s book in the creation of three different versions of the game, each with a different hero. This single-player only version of the game, which may be unrelated to the previously mentioned tech demo, was being developed for an undecided platform, either the Gameboy Color or Gameboy Advance, indicating that if any code was written, it was quite early.

Without knowing exactly who worked on this tech demo, it is unclear how large of an effort Diablo on the Gameboy was for Blizzard. Their next title on a Nintendo platform was then StarCraft 64, developed with the help of Mass Media and released for Nintendo 64 in 2000.
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Dino Crisis

Article by: Sam Batten

The original Dino Crisis was a widely popular survival horror (marketed as survival panic) game developed by Capcom and released on the original PlayStation in 1999. It was created by the same team that made the first Resident Evil game and contained many of the same tense elements but focused on more of an action feel. A portable version of Dino Crisis was being developed for the Gameboy Color by British studio M4 Ltd, who had previously released Tasmanian Devil: Munching Madness and were due to release Jerry McGrath Supercross 2000 for the same portable console.
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M4 stated that the game would have had a top-down view and not be complete until Q4 of 2000, but development had started early in the year. In the end this version of Dino Crisis was never released, but M4 later developed top-down Resident Evil Gaiden, published by Capcom in 2001 for GameBoy Color. In an old interview with NowGamer the developers confirmed that this unreleased version of Dino Crisis was used as a base to develop the released Resident Evil Gaiden:

“As I recall, we produced a very impressive demo for a GBC version of Dino Crisis. Resident Evil was already in development as an over-ambitious port from the PlayStation version. This was scrapped and Capcom asked us to do a bespoke game with our Dino Crisis engine. [...] Capcom had requested Virgin for a Dino Crisis demo, Virgin asked us to create it. It used the exploration mode and [similar] battle system as Gaiden would use. [...] It was playable. The dino sprites in exploration mode were large. I have entire backups of everything from M4, absolutely everything, but I’m in Brazil and the backups are in the UK.”

This is not the only version of a GBC Dino Crisis that was in development, as on two separate Spanish websites Vandal and Dino Crisis Wiki the game was reported to be being developed by a different studio. This other canceled game was said to be being developed by the now missing Fluid Studios another British developer who released games such as Top Gun: Firestorm (GB) and Army Men: Air Combat (GB and N64). This was also said to be being developed late 1999 early 2000, for the GBC.

[image: screenshot.3 (2)]


There are a few more details for this version of the game though: it would not be a top down adventure like M4’s demo, but rather using static backgrounds and images accompanied by text sequences, like the lost re-make of Resident Evil GBC. Some presumed screenshots from Fluid Studios’ Dino Crisis seem to have been leaked online too, but we don’t know their source. These sites also report that the game was to have 7 maps with 100 rooms in total. There were to be four characters in the game Regina, Rick, Gail and Dr Kirk all who appeared in the original game on the PlayStation. Also it was said that there was going to be five types of dinosaur, two unspecified with the others being the Tyrannosaurus Rex, Velociraptor and Pteranodon.

In the original Design Doc for Dino Crisis GBC by Fluid Studios it is revealed that what they actually wanted to produce was a scaled down version of the original Dino Crisis: they wanted to keep all the original maps, plot-lines, dinosaurs, the look and feel of the original. This is quite a bold statement as the original was on the PlayStation 1 which is a more powerful system. Fluid were worried about the restrictive nature of the GBC especially in regards to the sprite size and how they would recreate the dinosaurs.

The story had a very brief background written about it, there was to be an undercover agent (Regina) who had infiltrated the compound and was trying to capture Dr. Kirk and take him back to her government agency. Fluid also intended to have different game modes as bonus missions in which the player would have to kill a set amount of dinosaurs in a certain period of time. The document also writes about design elements in the game, the status screen was said to contain your inventory, mapping and you would be able to mix objects.

As previously stated there would be 7 maps with about 100 rooms for the player to explore. There would also be different colour wall supply boxes that would require a corresponding key. These would allow you store your items in so that you could take them out when needed. There was also to be things called Danger Points in the game: this was when Regina was knocked to the floor with a dinosaur standing over her, a danger icon would flash on screen. The player would then have to press buttons as fast as possible to allow Regina to stand up without being attacked again.

[image: screenshot.2 (2)]


Many different Puzzles and Sub Games were also discussed, as a memory game, a jigsaw type game, a word game a pipe laying game and a logic game. Graphics were also talked about in the document and as they were restricted with what they could do with the GBC: they wanted to do re-rendered backgrounds. Fluid were also trying to develop a new technology that would use camera projections that would flatter the scaled sprites. Fluid also wanted to carry over atmospheric enhancements from the original PSX game such as blood dripping from Regina and moths flying around lights. It was also proposed that there would be a direction arrow on the screen that would help the player know where they had to go next, as the environments in such limited graphic style could have been confusing.

Dinosaur-lovers favorite T-Rex was said to appear many different times throughout the game but it would not be able to be killed until the end. There is even a small list of when it would appear and attack Regina throughout certain points of the game. Fluid understood how hard it would be to bring a graphical representation of the T-Rex to the GBC and so were deliberating on how they could show the scale of the beast so that it would look huge in comparison to the player. They suggested that one of the best ways to do this would be to draw the T-Rex as a background graphic which would then animate and scale. Also when the T-Rex was chasing Regina the camera would pan out so that Regina’s sprite would be a lot smaller allowing them to put the size into perspective.

Both M4 and Fluid Studios no longer exist and there is not much else reported on why neither of their Dino Crisis GameBoy Color games were canned, but Capcom also canceled the GBC version of Resident Evil and so it may be that they did not think that these portable versions were not good enough to uphold the popularity of the originals.
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Fall On

Article by: Jeff Wheaton

In the Gameboy Color's heyday, several developers at Acclaim Entertainment were working on a small game called Fall-On. It was designed as a side-scrolling adventure game that would break away from the standard 2D Metroid styled games. Players would take on the role of a person in a spacesuit who used a remote controlled drone to solve puzzles throughout the game's subterranean environments.

By using the drone to enter otherwise inaccessible areas, the player was able to explore the planet they inhabited. If you were a Nintendo DS owner back in 2009, then this may all sound familiar to you. Another game called Moon, developed by Renegade Kid, would be released for the platform that same year. Taking many influences from Metroid and sharing a sci-fi, subterranean setting, Moon put players into the role of a protagonist in spacesuit with a remote controlled drone solving puzzles in the game's various maze-like environments.
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When Moon was released on the Nintendo DS, it was met with general praise, with critics enjoying the game's graphics and its smooth performance, though the sales were nothing special. As you can imagine, the similarities between Fall-On and Moon are not a coincidence. One of the developers of Fall-On, Jools Watsham, would go on to work at Renegade Kid after leaving Acclaim Entertainment. He would then help create Moon with the ideas from the canceled Fall-On. After the release of Renegade Kids’ first person view survival horror Dementium: The Ward, many of the ideas from Fall-On would be recycled and adopted to Moon on the DS.

The game would be built on the same engine as Dementium, so it too would be a first person adventure, unlike the 2D side scrolling Fall-On. The similarities between Fall-On and Moon don’t end there. Judging by screenshots released by Jools Watsham, it seems that Fall-On would have taken place on some desolate alien planet instead of the moon. Moon's ending took place on a slightly similar-looking alien planet, but whether there is any connection between the two is unknown.

As wrote before, Fall-On was going to feature a player-controlled drone (dubbed the Remote Search Droid) which would be used to solve puzzles. Moon featured a similar drone that performed the same tasks, but with a slightly different name of Remote Access Droid. However, unlike Moon's RAD droid, Fall-On's RSD was planned to have additional flight capabilities. In 2014, Renegade Kid would re-release Moon on the Nintendo 3DS eShop as Moon Chronicles. This digital-only version of the game is identical to the original 2009 release except the gameplay was changed to stereoscopic 3D.

The game was distributed episodically, with four episodic releases making up the entirety of the original game as a first season. There are plans to release a second season, but Renegade Kid has been quiet on the details. It certainly would be interesting, however, if any of the content from this unseen Gameboy Color version of Moon were to make its way into Moon Chronicles.
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Infinity

Article by: Lindsay Schubert, Luca Taborelli (monokoma)

Infinity is a lost epic RPG in development in the early ‘00s for the Game Boy Color by a small but talented team named Affinix, composed of Justin Karneges, Hideaki Omuro, Melvin de Voor, Eric Hache, Mark Yohalem and Mathew Valente. At first the project was conceived as “Joltima II” since it was thought of as a sequel to cult-hit RPG Joltima which was released for the TI-83 series of graphing calculator, but it soon evolved into a full GBC title.

The team put a lot of time and effort into the game Infinity was close to its completion and all it needed was a publisher. For a short time, Crave Entertainment was interested in the game and seeing its quality they wanted to promote the project at E3 2001. Just like in old school Famicom RPGs Infinity featured cute little sprites of characters living in a vast world overcome by two main threats.

[image: infinity]


The Creator is one of the threats, though not much is unveiled about him: the game starts the player in the town of North Pass where it seems the King Aldric and Connor reside. Aldric is in charge of Connor, and they disagree on many issues, but the King’s major problem is The Aluthans, a group that destroyed the whole town of Holbrooke. At news of its destruction, Aldric sends Connor to settle the conflict. Connor’s ultimate goal would have been to explore the world, visit dungeons and collect shards to save the kingdom. From the official Infinity website (still online after so many years) we can read the introduction to the planned storyline:

“The events of the past shape those of the present, and the sins of our fathers are repaid with our suffering. So is it that two races have fought a vicious war over a centuries-old betrayal. The Aluthans and Selerans, once great allies, have now become persecuted and persecutor. As the Aluthans endure the abuses of the conquering Selerans, the Selerans themselves are laid low by a life consuming plague. Awakened by the terrible misery of the world, an ancient evil begins to stir. Now, a handful of heroes, the only ones to realize the great darkness that is gathering, must find a way to save their world before it is too late.”
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Infinity’s turn-battle system would have been easy to control: other than regular attacks, magic (SP) was used and it appears that the actions were tied to the direction pad for easy and quick usage. During an interview Eric Hache, music composer of Infinity, stated “The battle system is very ingenious, it is controlled by the D-Pad yeah. You point with the D-Pad towards the enemy you want to target and then you hit A to do normal attacks, or you don’t use the d-pad, select an item or a spell and then select your enemy. It’s one of the fastest rpg systems I’ve played. Quite enjoyable!”

Even if Infinity could have been one of the best RPG ever released on the Game Boy Color, unfortunately Crave Entertainment predicted that it would not do well since it was being released for GBC while the newly introduced Game Boy Advance was emerging on the market. Crave abandoned the game and Infinity was never seen again. After the game’s cancellation Affinix was close to becoming involved with Metro3D to create a new game for the Game Boy Advance, but nothing came out of the deal in the end.

Affinix was soon disbanded and were not able to release any game. Justin Karneges later worked on programming a messenger client called Psi and recently he founded Fanout, a cloud service for pushing data to browsers and apps. Hideaki Omuro also known as “Crashman” seems to have moved to Japan where he began working for Irem. Eric Hache worked on other unreleased games such as Legend of Talibah, Shadow Incarnate and The Kudhos Project, but he’s still publishing music covers for video games on his Youtube and Soundcloud accounts. Melvin de Voor is still working on a multitude of art projects while Mark Yohalem has written scripts for games and even published a few books before he became a lawyer. Mathew Valente also kept up with his music talent and he remade the majority of the Chrono Trigger soundtrack for a lost 3D fan iteration of the game that would have been known as Chrono Resurrection.
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In august 2016, just a few weeks before the release of this book, Affinix released the playable Infinity prototype through their website and the unfinished game is now available to play along with its source code: "We estimate that Infinity is around 90% complete. The game was developed out of order so it's not the last 10% that is missing, but rather a bunch of parts throughout (this is why the preview ends fairly early on). Our plan is to finish the game eventually, but given how many years it has been, we can't make any guarantees. We've made the source code available to ensure that Infinity can live on regardless of what we do. Maybe if we don't finish the game anytime soon, someone else can. Or maybe what's playable can be ported to other platforms. We hope retrogamers will enjoy this little bit of history."
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Jet Force Gemini

Article by: Luca Taborelli (monokoma)


The original Jet Force Gemini was an action adventure game developed by Rare and released on the N64 in late 1999. As it happened with other Rare games at the time (Perfect Dark and Conker), in 1999 / 2000 the company wanted to release a GameBoy Color version of JFG as well. They outsourced the project to Bits Studios, a team known for such critically acclaimed GBC games as Warlocked and R-Type DX.
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As we can read in an interview by Not Enough Shaders with Martin Wakeley (former Designer and Producer at Rare for Blast Corps and Jet Force Gemini):

“JFG on the Gameboy was the only occasion I can remember Rare outsourcing anything. It was being done by Bits Studios and was nearly done last time I saw it, I’m not sure what happened to it. “

This version of Jet Force Gemini was never officially announced by Nintendo or Rare and in the end it was canned. As far as we know the game was basically completed and those who played it at the time remember that it was quite good for a GameBoy Color title. Rare paid Bits Studios for their work and received the final version of Jet Force Gemini GBC ready to be released, but for some reason they never published it.
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It’s possible that the GBC was going to be soon replaced by the new GBA, or maybe the GBC conversions of Perfect Dark and Conker were received with low interest by gamers and never sold enough copies to justify another port from Rare’s N64 titles. The world found out about Jet Force Gemini GBC in December 2009, when a collector (Dano2k0) in the Assembler Games Forum posted some photos from the playable prototype that he bought from an anonymous source.

Jet Force Gemini GBC was going to have an isometric top-down 2D view, while the gameplay was probably going to be similar to the N64 version, with lots of shooting and insects to kill. To downgrade the game to the GameBoy Color we can speculate that they had to remove the exploration “Metroidvania” aspect of JFG, to create a pure action shooter divided into linear levels to complete.

Unfortunately we’ll never know for sure, until someone finally leaks the prototype online. After the cancellation of Jet Force Gemini GBC, Bits Studios released a few games for GameCube, Xbox and PS2: Die Hard: Vendetta and Rogue Ops, while all their GBA projects were canned too (Jet Riders, Wizards). In 2008, as a result of low sales of their last games, Bits Studios' parent company, PlayWize, closed the team and sold all their assets. It was probably because of this sale that Dano2k0 was able to get his hands on the prototype a year later.
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Knights

Article by: Luca Taborelli (monokoma)


Prior to their acquisition by Sony and going on to create the Killzone series, Guerrilla Games was a small development team based in Amsterdam, then known as Lost Boys Games; a subsidiary of Dutch multimedia conglomerate, Lost Boys. One of Lost Boys Games’ internal teams was dubbed ‘Formula‘. This group was dedicated to handheld games, responsible for producing titles such as Rhino Rumble, and Tiny Toon Adventures: Dizzy’s Candy Quest for GameBoy Color.
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One of their most interesting GBC projects, in development in around 1999-2000, was called Knights. Knights was an action brawler with a style of gameplay comparable to a blend of Bomberman and Gauntlet, in which players would have had to fight against 3 other knights in 50 different arenas riddled with traps, enemies, and various NPC’s.

This excerpt from an old IGN preview offers us further insight: “Each knight is colored differently, and the great challenge of the game is to strike down the knights in a predetermined order while protecting your own flank. Strike a defender before he becomes an official target, and the imperial judges will punish you with a penalty point.”

It’s interesting to note that Knights GBC was based around the gameplay of another cancelled Knights project that was planned by Digital Infinity for PC and Dreamcast, before they merged with Lost Boys in 1999. Later, the original Knights for PC and Dreamcast was changed from a multiplayer brawler to a single player action platformer and ported to Playstation 2, but that version was also canned.
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In 2003, Lost Boys Games was sold to Media Republic and renamed to Guerrilla Games. Their Knights projects were thus never finished, as they began to work on the first Killzone for PS2, and Shellshock: Nam ’67 for PS2, Xbox, and PC. Only a few screenshots remain from Knights for GameBoy Color, as the title was soon cancelled for unknown reasons. We tried to get in contact with former Formula Games / Lost Boys developers, in an attempt to unearth more on this unreleased game, but unfortunately, they were not available for comment.
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Mythri

Article by: Carlos Nieto

Mythri was a traditional Japanese Style Role Playing Game that started development in 1997 by Team XKalibur. The team was started by Tomm Hulett and Keith Martineau when they graduated high school, they had another game planned called Shattered Worlds, but that one got cancelled before even starting production, as to focus on Mythri.
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They continued developing for a few years until it’s cancellation in 2005. Mythri was heavily inspired by anime of the time and games like Metal Gear Solid, which took storytelling in their respective forms to whole new levels. Apart from them, the team had a couple more people, but the most important ones were Carolyn Carter, an artist, and Ian Stocker, a composer.

The game was a typical JRPG for the Game Boy Color in which the player would follow the story of the game while interacting with NPCs, fighting in random battles, and exploring the world. The game was meant to be a full scale console-like RPG, instead of the shorter ones that had appeared in portable systems at the time. The Game Boy Color was chosen as its platform due to the heavy competition in consoles at the time and also a desire of creating something on the scale of a console on a portable.

Games for portable consoles around that time were usually smaller in scope. Development for the game was smooth at the beginning, but it slowed down around 2001 due to personal issues, but the biggest problem the game faced was a lack of a publisher. The game struggled like this from its beginning up until 2003. That year they got contacted by an old internet friend, who had started his own publishing company known as Variant Interactive.
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With this, the game started to be ported to the GBA as to attract funding. After communication and funding issues which made most of the team work with no pay, in 2005 Team XKalibur decided to break relationships with Variant Interactive and to cancel the project. Nowadays, the team hasn’t really worked on anything together. Both Tomm and Keith worked at Atlus while developing Mythri, but afterwards that they both went their separate ways. Tomm still works on the industry, he worked at Konami for a few years, but in 2013 he left to become a Director in WayForward Entertainment, his first credited game as a Director is “Adventure Time: Explore the Dungeon because I don’t know”. Ian, the composer for the game, after working on multiple other games, has become an indie developer himself, most known for the game “Escape Goat.”

Mythri was a prime example of indie development back when it was pretty much impossible to be one. It was a game that was made by fans of the genre and it showed promise of being the first great Japanese Style Role Playing Game made in the west. It had quite an interesting story which can be read in certain online forums in which Tomm used to post, with some amazing twists and some secrets that haven’t been revealed, and maybe never will.
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Resident Evil

Article by: Alberto Li Vigni (Yota)

The original Resident Evil (RE) was released by Capcom for PlayStation in 1996 but a few years later a port of the game was planned for the Gameboy Color (GBC). This was an unbelievable re-make for its time because the game would have featured the same third person camera and fixed backgrounds as the original.
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In a preview by IGN from September 1999 we can read that RE: GBC would have featured new enemies and a quick-save function. This version was in development by Hotgen, a UK-based software house mostly known for portable titles such as "Indiana Jones and the Infernal Machine" and "Star Wars: Jedi Power Battles."

Capcom wanted to publish this title in the winter of 1999 on a 4MB cart, but after a playable beta version was completed, they remained unimpressed by the quality of the product. Capcom quietly cancelled Resident Evil on the GBC by Hotgen in March of 2000 and put a new team in charge to create another Resident Evil for GBC.

This new team was M4, a studio that impressed Capcom with a demo of Dino Crisis running on the GBC: in the end they successfully released Resident Evil: Gaiden for GBC in 2001. Many Resident Evil fans were not happy with RE: Gaiden as the cancelled version by Hotgen looked a lot more interesting. Luckily we were able to get our hands on the unreleased RE: GBC many years later.
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In February 2012, after a successful fundraising event organized by The Assembler Forum, two different beta builds of Resident Evil: GBC were shared with the community and gamers were finally able to play it. Many cut scenes, rooms and items from the PlayStation version are present in these beta builds, but apart from zombies every other enemy is either absent or not animated.

The only weapons available in these betas are the handgun, the knife and the shotgun. By changing memory values from the ROMs in an emulator, or applying a bug fix patch made by Pacochan, it is possible to get to the final heliport, but there is neither a final boss nor an ending sequence. In the second build the main character’s sprites, the font and some backgrounds are different, inventory chests do not work and only Chris is playable. Interestingly, the build documented in the September 1999 IGN preview seems to be yet another pre-release version of RE: GBC showing brown zombies and a few little changes in the backgrounds that are not present in the released ROMs. As of late 2015 Hotgen is still active and they released To-Fu: The Trials of Chi for iOS.


[image: maxresdefault]


[image: regbc-610]


References:




	uk.gameboy.ign.com/articles/132/132032p1.html


	residentevil.wikia.com/wiki/Resident_Evil_(GameBoy_Color)


	www.nintendoplayer.com/unreleased/resident-evil/


	www.unseen64.net/2008/04/06/resident-evil-gameboy-cancelled/









Saffire

Article by: J. Longbow, Luca Taborelli (monokoma)

Although not the most well known company name of the time, Saffire Corporation was a video game developer responsible for several games in the late ‘90s and early ‘00s, such as Rampage: World Tour, Oddworld Adventures 1 & 2, and more. Founder Les Pardew initially worked as an artist for video game developer Sculptured Software, who specialised in porting arcade games to home consoles.

Pardew partnered with another Sculptured employee, Hal Rushton, and created Cygnus Multimedia in the early 90's. In 1994, they renamed the company to Saffire Corporation and went from six employees based in Pardew's basement to well over a hundred, in a matter of a few years. With the swift growth of the company and the amount of employees, Saffire was able to make a name for itself in the developer world; a name that allowed them to work with many publishers such as Konami, Nintendo, Electronic Arts, Midway, and GT Interactive.
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They had many games developed throughout their lifespan, however a number of them were eventually cancelled. One such game was an RPG named Saffire (initially a lost Nintendo 64 title called Young Olympians), a game intended for the Nintendo’s Project Dolphin (later known as the Gamecube), the Game Boy Color and Game Boy Advance.

The Game Boy Color version was notable for featuring a seldom seen feature on the handheld; Parallax Scrolling. This was a visual technique in which background images move more slowly than images in the foreground, creating the illusion of depth and immersion. Although it is fairly common with games today as graphical technology has become much more advanced, at the time it was a relatively underused technique as it took a lot of memory, with cartridges only holding so much data.

Settings for Saffire were based on greek mythologies, as we can read from an old article on IGN: “The basic storyline of Saffire revolves around ancient Grecian myth. As the tale goes, in ancient times the god Zeus saw that the other gods were carelessly destroying the planet. To end this, he decided to seal off all of his enemies into the underworld, whereupon he himself swore never to return to the Earth. Centuries later, in modern times, a group of archaeologists accidentally stumble upon the dangerous seals and open them, letting loose all the destructive gods of ancient past. Zeus watches from afar, but ironically, because he swore never to return, cannot do anything to stop the madness. Zeus enlists the help of teenage gods to put an end to the chaos engulfing the planet.”
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Saffire for GBC would feature one character traveling between worlds utilizing "a unique magic system." Leaked screenshots have shown the combat system and gameplay to be somehow similar to Zelda 2: The Adventure of Link, with a top-down view for exploring the overworld and a side-scrolling view for dungeons and combat. As there are not many games that follow Zelda 2’s gameplay, Saffire could have really been an interesting title to play on the portable console.

Today, Saffire Corporation is no more, claiming insolvency in 2004 before going out of business entirely. Their last game to be developed was Thunderbirds for the GBA in August, 2004. Hal Rushton went on to become a technical management consultant to game developers and publishers, while Les Pardew went on to develop websites. It may never be known why Saffire GBC was cancelled. Around the time of the game’s development, the GBA was gaining popularity and Project Dolphin was on the horizon; which meant the GBC was less favoured over emerging technology and more powerful systems.

Perhaps an insight we have to the cancellation of this games is in one of the last statements made by Dave Rushton (Game Boy artist and designer for Saffire Corporation) stated in an interview with Nintendo World Report in 2000: “We want to make great games that are so fun to play. If it’s not fun and it’s not great, I don’t want my name on it. And we really feel that way, really strongly… If a game’s not fun, then why play it?"

After many years of development and gameplay changes, Saffire Corporation were finally able to release their “Saffire” Dolphin tech demo as a full game in 2002 (for GameCube, PS2 and Xbox), under the name “Barbarian”. Unfortunately it was just a simple hack ‘n slash and it was poorly received.
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Tyrannosaurus Tex

Article by: Jesse Cook

There are certain games that come out, or are on the verge of coming out, that truly show how otherworldly the video game industry can be, and also how much the culture has grown over the years. Tyrannosaurus Tex is one of those games that, upon reflection, compels one to wonder how such a comical concept ever gained mainstream industry attention.

This is certainly not intended to be a jab at Tyrannosaurus Tex as a game; nor is it an insult to Ben John, the former Psygnosis programmer and founding member of Slitherine Software, which developed the game. Rather, this comment is a reflection on the genesis of contemporary video gaming, and a genuine expression of awe at how rich and diverse the history of video games is.
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Tyrannosaurus Tex was an ambitious FPS planned for the Game Boy Color that, according to the website Nintendoplayer.com, told the “fanciful fable” of an alien spacecraft that crash landed in Texas 2,000 years in the past:

“As the [alien] bots make repairs to their spacecraft, they build a grand underground city where they uncovered dinosaur fossils. With the help of their advanced alien technology, they pull a page from a Michael Crichton novel and revive the dinos, patching them up with spare parts from their ship. For years and years, the robots and cyborg dinosaurs live harmoniously together. That is, until gun-totin’, diamond-speculatin’ cowboys from the nearby town of East Wood show up and discover their secret world.”

The whole thing sounds rather farcical in comparison to modern video game narratives like Bioshock, Uncharted, and The Last of Us, but it is important to note that T-Tex was in development during the height of hyperbolic game narrative, sharing the limelight with games like Duke Nukem, Quake, and Wolfenstein. In fact, these games were highly influential for Slitherine Software as they developed the game from 1999 to 2001. The obvious connection to these games is seen immediately when one views the screenshots available. Though, of course, T-Tex maintained a uniquely off kilter aesthetic considering that players would control a spelunking cowboy who dealt Wild West justice to reanimated cybernetic dinosaurs and their alien progenitors.
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Based on Nintendoplayer.com’s interview with Ben John, and their own accumulated research on the game, Tex would have wielded several different weapons throughout the game including a Colt 45, which would serve as the standard weapon Tex would have throughout his adventure; a Harpoon Gun, that fired controllable projectiles that could be steered in the air; a laser rifle and a grenade launcher. In addition, the creators also intended to have a spiffy P.U.L.S.E. rifle, which would have decimated enemies, but had minimal ammunition sources.

Much like Doom before it, T-Tex would have melded the familiar with the fantastic, bringing the traditional six-shooter into the game initially, only to provide players with futuristic weapons based off the alien antagonists that Tex would eventually face. In addition, T-Tex would have also provided players with one of the few opportunities to use the GBC link cable to play multiplayer deathmatches. It appears that the technology at the time would only allow two players to link up to play together, but considering mobile gaming at the time of the Tex’s development, this achievement would have been the first of its kind.

From the few screenshots available, players could compete against each other as either cowboys or dinosaurs, in a similar fashion to Left 4 Dead. The game would have provided several different characters to choose from, ranging from the title character, to dinosaurs and robots. Each character would be imbued with specific abilities based on their traits that created a system of strengths and weaknesses. Heralded as the first "3D" first-person adventure game to come out on a handheld console, T-Tex took many cues from contemporary PC shooters and attempted to implement them in the Game Boy Color. This, for the time, was unprecedented as the limitations of the Game Boy system seemingly rendered the task impossible.
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However, according to Nintendoplayer.com, Slitherine Software developed a custom in-house engine, named “SLIT3D,” that expanded the 56 color limitations of the GBC to 2,000 separate color options, as well as manipulated graphics to produce a crude 3D engine that mimicked the technology present on PC computers at the time. Of course, this software meant that character animations were incredibly limited and did not actually represent 3D graphics. Regardless, the engine was an impressive piece of technology that was far ahead of other GBC games of that time. This impressive software, more than the narrative that the game intended to tell, drew the attention of Eidos Interactive, now Square Enix Europe, developer of Tomb Raider, Hitman, and Deus Ex, among other titles.

Eidos worked with Slitherine over the two-year development cycle of the game, and even produced official box art for the title in preparation for its release. However, the game was eventually put on the shelf, surprisingly by Slitherine, after frustrations regarding Nintendo’s then questionable royalty policies concerning developer remunerations.

According to an IGN article from 18 April of 2001, Slitherine posted a response to confused gamers regarding the cancellation of T-Tex, explaining why they chose to hold off on releasing Tyrannosaurus Tex:

“Well, we've had a fairly rough time over the last few months trying to get a publishing deal nailed down for T-Tex. Most of the problems stem from the high royalty rates Nintendo charge for the cartridges and the low margins that result out of it. Anyway, enough of the problems, here's what we're going to do about it... We're still looking to get T-Tex published, but (this may seem a bit radical) we've decided not to make any more GBC games. To decide what we were going to do next we had to look at a number of factors. We didn't want to get caught in in the royalty trap that we are in at the moment with the GBC cartridges. This meant moving away from GBC and GBA. We looked at the skills we as a company have - between us we've worked on some of the most popular strategy games out there including Red Alert, Dune 2000 and Dune Emperor. What sort of games do we want to make - this again came down to strategy games of some form.” 

Unsurprisingly, the downfall of the game came from conflicts of capital, but the fact that Slitherine chose to walk away from the deal, rather than a parent company like Eidos or Nintendo, is relatively rare in the world of video game development. It is not often that a company that has spent years working on a project decides to cut it short based on their own decision to seek a more profitable venue for their creation. This certainly earns those working at Slitherine a nod of respect considering the cut-throat tactics of video game production, especially in the early 2000s.

Now, the company continues to produce RTS games much as they did after cancelling T-Tex in 2001. Current games listed on their website at the time of the publication of this text include a slew of Warhammer 40,000 games, as well as a Napoleonic War game, and various other World War II and military RTS games. It does not appear that the company did anything as groundbreaking as the software they developed for T-Tex in the wild days of early modern video game development.

And for those interested in seeing extensive content related to T-Tex, Nintendoplayer.com was fortunate enough to acquire a development copy of the game through an online auction in 2013, and have compiled an extensive collection of images and material related to the game’s development process. They even managed to obtain an interview with Ben John. The quality and sheer richness of the graphics that Slitherine Software managed to draw from the Game Boy Color is impressive, and makes the reality of the game’s cancellation that much more disappointing. The ability of the team to push the graphic capabilities of the console may have changed gaming graphics in incredible ways. Regardless, much like the dinos that Tex would have shot full of holes throughout his adventures in the alien mines of Texas, T-Tex is another relic of gaming’s past.
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Virtual Boy Games You Will Never Play

Article by: Jeff Wheaton


In 1995, Nintendo released the Virtual Boy console in Japan and North America. It was Nintendo's entry into the 32-bit console market and used a unique two-lens binocular-style design that allowed it to render stereoscopic 3D graphics. However, due to financial limitations, all of the Virtual Boy's graphics were rendered in red and black. The system was also unique in that the power supply was built into the controller, and could be easily switched between using a wall outlet power adapter and a battery pack. The system also featured a headphone port for portable use.

These features made the Virtual Boy versatile for use as either a home or portable console, but its large and awkward size made it difficult to use.This difficulty was made even worse when played outside, so it would be difficult to consider it a true portable console. The console, shaped like binoculars and sitting on a stand, required users to look at a red and black screen with no outside light source, causing major eye strain and back issues after playing games on it for an extensive period of time.


A promotion allowing potential customers to rent the system at Blockbuster stores in the United States didn't help sales much, either, as many people found the system to be uncomfortable to use. Due to the commercial failure of the Virtual Boy, the system had a relatively microscopic library of games when compared to Nintendo's other console offerings at the time. Even Mario had a limited presence on the system, having only a tennis spinoff and a remake of the Mario Bros. arcade game.

Virtual Boy Wario Land was widely considered one of the system's best games, but it still suffered from the monochromatic red and black graphics. While the Virtual Boy would be discontinued less than a year after its release, it would later serve as a partial inspiration for the Nintendo 3DS console, which launched many years later in 2011. The console and some of its games have also made hidden appearances in various Nintendo games such as WarioWare Inc: Mega Microgame$, Super Smash Bros. Melee, and Tomodachi Life.

Some Virtual Boy games even saw successors later on, such as Galactic Pinball, which would receive a spiritual successor on the Nintendo DS in the form of Metroid Prime Pinball in 2005. But due to the console's poor sales, there were many Virtual Boy games that would never see the light of day, and even Nintendo soon cancelled a few of the popular franchises they initially planned to develop.




Bound High

Article by: James Alan Griffiths

There are many reasons why a video game could be cancelled, but they usually only get one shot at becoming finished playable experiences. Those with a passion for what could have been will remember these games, and communities will seek to preserve their memory. But by and large, those that did not make it to retail will be forgotten and neglected by most would-be players. But what happens when a game is given a second chance?

Bound High isn’t the most significant cancelled game featured in this book. It’s not even the most notable of the unreleased Virtual Boy titles that are known to have existed at some point. But because of an enduring enthusiasm for the game and the console that would have bore it, Bound High was eventually afforded a released game in 2012, 15 years after the demise of Nintendo’s misguided step into the world of virtual reality. Nintendo worked in close collaboration with developer Japan Systems Supply (mostly known for the Chameleon Twist games on the N64) to create an experience that made good use of what was the Virtual Boy’s main strengths.
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The platform holder were keen at the time to assist third parties in creating experiences that would make the best use of the then-new technology, as well as avoid gimmick titles and what we would term today as shovel ware. Intended to usher in the second generation of Virtual Boy titles, Bound High is a sequel to 1997’s Japan only Game Boy title Chalvo 55, a 2D platformer by the same JSS team. Robot Chalvo’s unique selling point is that he can roll into a ball and, when transformed, can hit and smash blocks, revealing new areas and hidden secrets.

In Bound High, Chalvo would once again use his spherical form to save the world by bouncing upon enemies and bricks from up high. This time around, the player controls the sort of cyborg beach ball from a birds-eye, top-down perspective, which was designed to showcase the 3D effect of the Virtual Boy. Chalvo’s mission to thwart enemies would be hindered by the threat of falling off of the differently shaped island levels where gameplay took place, as well as perils like spikes, and adverse whether conditions like high winds and thunder. As well as a straightforward adventure, several other modes were included for longevity, including a golf-style mini game and a sort of score attack challenge.

[image: bound2]


Bound High’s eventual cancellation was due largely to the way gamers shunned the console. The second wave of games were shelved because of cited health issues - the primitive 3D effect was said to cause headaches. Despite its cancellation the game was complete and at least ready to be brought to retail. We know this now because its ROM files were eventually uploaded to the Internet in 2010, being playable with the use of an emulator. This fact would have been enough for anyone who wanted a chance to play the title, but this marks only the beginning for Bound High’s resurrection.

Two years later, in 2012, a small team consisting of contributors to the Planet Virtual Boy web community would give the game a second chance in the form of an extremely limited physical release. Hardware expert Richard Hutchinson was responsible for writing the game’s data to custom made circuit boards that would be required to be meticulously placed inside the physical media that would contain the game’s data. Because there is no other way to manufacture Virtual Boy carts and the components that connect the cartridge to the hardware, donor carts had to be sourced via an appeal online. Another contributor was responsible for obtaining old carts. These were cleaned, their innards gutted and their labels wiped clean. Hutchinson then dismantled the individual components.
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Despite the number of completed Bound High copies offered for sale being under 100, Hutchinson would eventually sacrifice near to a thousand old Virtual Boy carts, many of them old copies of Mario’s Tennis (originally bundled with the hardware. This is a testament to how painstaking the process was. Sadly, manufacturing cartridges from new was not an option, so everything had to be recycled. Following this process, the carts were designed with their very own custom created box, the product of Vince Clemente, who had previously created his own boxes for NES collectors (that system’s Mario/Duck Hunt console pack-in was never officially given a box by Nintendo, and this made it look like an anomaly on collectors’ shelves).

Clemente subsequently designed a box for the game to a very high standard that certainly would have looked official to someone who wasn't aware it was created by a fan. Clemente was clearly experienced enough to produce packaging for Bound High. Official promotional art was sourced from the game’s initial presentation during E3 1996, but the problem that this presented was that it was poor quality due to its age. The resolution was increased in another painstaking task. The eventual designed picture of Chalvo next to an image of planet Earth looked - incredibly - like a product of its time, a 1996 Virtual Boy game. To make the project more authentic, a manual was created and included, as well as a vintage reproduction Nintendo Power flyer, clear plastic bag to contain the cartridge and cardboard insert, as well as the requisite health and safety booklet. There’s even an ESRB rating on the front of the box. In terms of authenticity, this was the closest Bound High could feasibly get to an official release.
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The fan-release of the game was a labour of love for those involved. Bringing the game to retail was not for the purpose of making money (the team spending a lot more on the project than they would eventually make from sales of the game) but because of an enduring love for Nintendo's ill fated Virtual Boy. It was because of an obsession shared between a small team, whose talents lay in the right areas, and because of circumstance (namely that the ROM code was easily available) that Bound High was given that elusive second chance. As a result, more has been written about this fascinating act than the game itself. The team’s project was covered by more mainstream areas of the media too, including a write up on the Wired technology website. There are probably other unreleased titles that deserve it more than this obscure puzzle platformer, the most cult of cult titles. Not bad for an “insignificant” Virtual Boy game.
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Dragon Hopper

Article by: Alberto Li Vigni (Yota)

Dragon Hopper (AKA Jump Dragon in Japan) was an adventure platformer in development for the Virtual Boy by Intelligent System, a Japanese software house known in the West for the Fire Emblem and Paper Mario series. The game was slated to be published in 1996, but in the end it was never released. The game’s story was nothing to write about: the evil prime minister of Celestia’s Kingdom imprisoned the royal family and Princess Diana, forcing Dragon Prince Dorin to escape from his own soldiers. While fleeing he somehow fell in a hole, landing in the mysterious Land of Faeron.
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To return to his world and save his loved ones, the prince would have to defeat the guardians of Faeron and rescue the four Fairy Spirits, which thanks to their elemental powers, were able to turn him into different types of dragons. For example, the earth dragon would have been able to create earthquakes to defeat enemies and shatter fragile tiles, whereas the water dragon could freeze water allowing players to walk on it.

Other spells could have been bought (supposing that Dorin collected enough star coins) from magic shops hidden in each of the seven worlds or won in a bonus game. The main novelty of Dragon Hopper was that the levels were pit-like structures seen from an overhead view, more extended in height than in length. Consequently, in order to go through a level, players had to jump high in the air to reach the above platforms, but also had to drop down to the lower floors. It is clear that this type of stage layout was chosen to show off Virtual Boy’s “3D” scaling capabilities.
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Other than that, like in more conventional action-adventure games, players had to collect keys, could talk to various creatures to get clues, and avoid crumbling or dangerous terrain. Intelligent system’s Virtual Boy game was playable at the 1995 Nintendo Space World and at E3 1996, some print magazines also had a preview copy of it. From what we know, Dragon Hopper was mostly complete but Nintendo, by the middle of 1996, already considered the Virtual Boy to be a dead console and decided not to release it.

Apparently a prototype of the game is in the hands of some private collectors. However, at the time of writing (2015), it is not yet freely available on the internet. After launching Pushmo World in 2014 for Wii U, Intelligent System have been busy finishing Code Name: S.T.E.A.M., a strategy game for 3DS.

References:



	Club Nintendo UNK1 1996 + Nintendo power 86


	www.ign.com/games/dragon-hopper/vb-853069


	web.archive.org/web/20020721142330/http://www.virtual-boy.net/


	www.planetvb.com/modules/games/?u004g


	www.unseen64.net/2008/04/07/dragon-hopper-vb-cancelled/









Mario Land

Article by: James Alan Griffiths

In the grand scheme of things, not many people have ever picked up a Virtual Boy console, fewer have even heard of it despite the common knowledge surrounding its tragic premature demise. Of the 22 first and third party games released for the VB, one Nintendo mainstay was conspicuous in its absence. Although Mario starred in two titles for the platform, no archetypal Mario platformer was ever released - the only time this has ever happened on Nintendo hardware!

Believe it or not, a Mario platformer game was in development for the VB. It was shown briefly in a demo at the winter Consumer Electronics show (CES) in early 1995, where the capabilities of Nintendo’s futuristic new console were first shown to a Western audience. However, weak sales of the Virtual Boy would ensure the game would never hit the market. Quite how far along in development this Mario game was will sadly never be known. Judging by the gameplay shown in the video footage, it's not dissimilar to the 2D Mario platformer games that came before it, although the unique selling point of this title was two plane gameplay.
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Players could walk left to right as well as up and down staircases, thanks to the the parallax effect of the VB hardware allowing users to see at different depths where Mario was on screen at that time. Contrary to the fact that the game is in black and red only, like most VB titles, the visuals are crisp and the animation fluid. The art style is reminiscent of the Wario Land series; massive Thwomp-like creatures with Wario faces can be seen trying to crush our hero from above, perhaps a clue that he rather than Bowser may have been the main enemy in this Mario iteration, as was the case with Game Boy Mario titles that were released around that time.

Also interesting are the depiction of Japanese ‘Torii’ arches within the level. Usually found outside Shinto temples in Japan, the significance being that they mark the entrance to a sacred place. Whether this is a visual metaphor or part of a larger overall in-game theme theme remains unconfirmed. The most interesting part of the demo comes when Mario heads down one of the usual warp pipes. Upon emerging at the bottom, the perspective shifts to a top down view, similar to Legend of Zelda titles.

Quite how much of the game takes place in this dungeon-like underworld isn’t revealed in the demo. Mario manages only a few steps before a crack appears and causes a hole to open up. He falls and it swallows him, in a visual effect that was probably added to the demo to show off the 3D capabilities of the Virtual Boy. We’re then brought back to the overworld shown before, and the demo finishes with Mario jumping to the top of a flagpole and entering a tower. Nintendo’s original plan with the game was to include a mini game reminiscent of the original Mario Bros game (they made a similar move with their Super Mario Bros 3 game on the NES).
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This mini game was designed to make clever use of depth perception by having two platforms exist: one in the foreground and one in the background, connected on either side of the screen by two pipes. Enemies like Spinys appear that can't be jumped on in the usual Mario way on account of their spiked shells. Mario had to kill koopas, grab their shells, and either throw them along the platform you're standing on, through connecting pipes where they would speed through to the opposite platform, or hurl them across the chasm between the two platforms (Mario is clearly blessed with a good throwing arm and hawk-eye accuracy).

Because the game we’ve come to know as Mario Land Virtual Boy was cancelled, Nintendo quickly scrambled to ensure the system was without a Mario title. The mini-game idea was fleshed out and hurriedly released as a standalone game, Mario Clash, which hit stores in November and December that year in the United States and Japan, respectively. It’s likely many of the visual assets, as well as the intro movie, were cut from Mario Land and pasted into what was to become Mario Clash.

It would be 2011 by the time Nintendo would release a Mario platformer title with a 3D effect. Although taking place in a totally three dimensional world rather than a side scrolling one, there is a level, 5-2, that features a top down perspective hugely reminiscent of the cancelled VB game. Many regard this to be a tribute to the Zelda series, in its 25th year when the game was released, though it’s interesting to speculate this could be an homage to the first time Mario never quite took on three dimensions.
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StarFox

Article by: James Alan Griffiths

With the release of any new console, it’s ultimately up to the platform’s publisher to attract potential gamers with the promise of new experiences beyond what they’ve played before. With the release of the Virtual Boy, Nintendo had a tough job. Of course, the system’s parallax 3D effect could only be witnessed by viewing the games on the console itself.
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They would be required to offer a wealth of quality games that not only looked great, but also appeared to make the most of the system’s unique selling point. Nintendo clearly considered an entry in their then-relatively new Starfox series the sort of game that would sell systems, and prove to consumers the advantages of adding an extra dimension to the action. Space and terrain based battles could be more exciting in three dimensions. 3D visuals could afford the player a degree of accuracy and precision not possible on a flat screened television set.

The only footage of the game that made it into the public domain was captured at the Consumer Electronics Show (CES) in Las Vegas, Nevada, in 1995. Taken secretly on a shaky hand held cam, it was never intended to be seen outside of the expo. Anyone familiar with the SNES Starfox game would be immediately familiar with the minuscule amount of footage that was shown. The Starfox team’s Arwing space fighting planes weave around the screen, making evasive maneuvers.

It is probably safe to speculate that the game would feature the series’ anthropomorphic mercenaries Fox, Peppy, Falco and Slippy fighting the evil monkey scientist Andross and his army in on rails dog fights. The Virtual Boy featured similar, albeit slightly weaker, technology as the SNES console, and made use of the Mode 7 chip, which allowed for cutting edge (at the time) 3D graphics and gameplay. Sadly, but not surprisingly, there is a slight blur and ‘double vision’ effect to the footage; Attendees to CES who viewed the video of the game in motion would be handed 3D spectacles to at least give a visual representation of how the games would look on a Virtual Boy console, but of course this can’t be replicated when viewed over the internet.
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The demise of the Virtual Boy is widely known. The console was on shelves in Japan and the US for a few short months, and practically everything shown in the CES footage would be canned. Too much money lost already on designing, mass producing the product and a heavy marketing campaign marketing meant that development on key titles was halted and Starfox on the VB would never see the light of day. Nintendo’s faith in the idea of a 3D space shooting game would lead them to publish Red Alarm, developed with their close collaboration, by T&E Soft. Although it offered a solid experience, it suffered from crude-looking wireframe visuals, and lacked the charm of a Starfox game.

Of course, the VB iteration of Starfox wasn't the only game to be cancelled around that time - the home console sequel destined for the SNES was pulled from release at the last minute, in favour of a completely re-designed game on Nintendo’s next generation N64. It may perhaps be a comforting thought for those who really wanted a Virtual Boy version outing for Fox and company, is that perhaps the cancelled title was sacrificed in order to make Starfox 64 the best game it could be.
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Zero Racers

Article by: Sebastian Zavala

Zero Racers (G-Zero) is a cancelled game for Nintendo’s Virtual Boy. It was in development alongside F-Zero X for the Nintendo 64, and was planned to be released along with games like Bound High and Dragon Hopper. It was to be in a full 3D environment with a Star Fox-like camera. The game was previewed by Nintendo Power magazine and was seen at E3 1996.
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Its gameplay was very similar to what gamers had experienced in other F-Zero games, although this version had one key difference: instead of having a futuristic aesthetic, in Zero Racers players raced through the three physical dimensions of space in the turning tunnels of the game’s tracks. Nevertheless, the classic power gauge was still present— as usual, it decreased a bit with every collision, but could be reloaded by flying over an energy track on one edge of the tunnel.

Visually, Zero Racers presented us with wire-frame graphics, which reminded many gamers of another title for the Virtual Boy: Red Alarm. The HUD (Heads Up Display) showed the vehicle’s speed, lap times, position, energy and turbos, as well as a map of the track. Players had four different vehicles to choose from. Each one had different attributes: there was the Falcon (Captain Falcon’s machine), Stingray and Goose, and instead of Golden Fox, Origammy joined the crew. The extremely light Origammy, with its amazing acceleration and swift cornering, was the best choice for tunnels with a lot of turns, with a top speed of 862 kilometres per hour. Goose was excellent for high-speed tracks (it had a slow acceleration and modest corner characteristics); the Falcon was a very well-balanced ship (it had medium acceleration and good cornering), and Stingray had better cornering but a slower acceleration than the Falcon. It was good for narrower tunnels.
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Zero Racers offered two gameplay modes. In ”Grand Prix" mode, players had to race one of three circuits (or cups) with five tracks each. Additionally, before each race, the "VTR" mode gave you the chance to check out all the obstacles in the track while the camera made a complete lap through the tunnel. Last but not least, "Practice" mode allowed the player to prepare for a Grand Prix without having to compete with other racers. Finally, this game was rumoured to be the first F-Zero title to have a two-player mode. Nevertheless, despite being planned for a fall 1996 release in North America, it was cancelled due to the poor sales (and reception) of the Virtual Boy.
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Game.com Games You Will Never Play

Article by: Silvio Carréra

American company Tiger Electronics started developing handheld electronic games and educational toys back in the late 1970s, but they rose to prominence in the early 1990s for their work on handheld LCD handled games based on licensed properties such as Teenage Mutant Ninja Turtles, Double Dragon and Street Fighter II.

Following this success, they decided to make their own cartridge based handhelds. Their third and last attempt at a portable console was the Game.com, which was released in 1997 to compete with the juggernaut that was Nintendo’s Game Boy. The handheld ended up being a commercial failure, being discontinued in 2001 after only having a total of 21 games released for it. 

The Game.com still had some interesting features and boasted many novel functions ahead of its time like built-in PDA features such as a phone book, calendar, and a calculator. It was also able to access the internet via an external dial-up modem connected to the Game.com via a serial port. From there users were able to upload their game highscores, check your email and view the web though this was text only. Due to Tiger’s strong connection with third party publishers the Game.com was able to get on board several big IPs like Resident Evil and Sonic.

The launch window included Indy 500, Duke Nukem 3D and Mortal Kombat Trilogy, along with Lights Out (bundled with the system) and Solitaire which was built in the system ROM. In the following years, the handheld’s problems started to show up. The small lineup (21 games), lack of third party support, poor distribution and poor marketing ended up being Tiger’s doom.

The handheld even had two other versions, the Pocket Pro and Pro, but the improvements didn’t make up for all of the issues it had and Tiger discontinued the system in 2000. Nonetheless aside from the 21 games released there were 9 other titles known that ended up being canceled. Two of these will be discussed on the following pages: Castlevania Symphony of the Night and Metal Gear Solid.






Metal Gear Solid

Article by: Silvio Carréra

In the Game.com’s short lifespan, we are aware of nine games that were canceled and amongst these was a game based on the PlayStation’s massively popular Metal Gear Solid. As part of the licensing process, it was common for Tiger to produce mock-up screenshots in order to pitch them to license holders and get their attention.
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They were able to convince Konami to sign a licensing deal for not only Metal Gear Solid, but Castlevania as well. These games were announced right after the release of the handheld. By looking at the mock-up screenshots for Metal Gear Solid, it’s safe to speculate that they were probably aiming to have the gameplay play out in a similar fashion to the original MSX2 version of Metal Gear, as well as Metal Gear Solid: Ghost Babel for the Game Boy Color.

Boasting a top down view with a classic map on the top left of the screen, players would be able to shimmy up to walls and crawl under areas, as per Metal Gear 2 (also on the MSX). Though there are sources that indicate the existence of a demo video of the game being played, it’s nowhere to be found on the internet. For now it’s safer to say that the game never really went through the mock-up stage and was later canned for good, following the demise of the Game.com.
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Castlevania Symphony of the Night

Article by: Silvio Carréra

Tiger’s deal with Konami fetched not only Metal Gear but Castlevania in as well. Their take was to make a handheld version of the acclaimed Castlevania Symphony of the Night for Playstation and Saturn, a title that shocked the games industry with its release. Contradicting the popular trend of going 3D at the time, Konami decided to use its 2D expertise to create a masterpiece, not only for the series but for gaming as a whole.

[image: castle8][image: castle9][image: castle10]


To this day, Symphony of the Night is still praised and talked about as one of the highest quality titles ever produced. Following other titles released for the Game.com, we can assume that this would be a downgraded port of the original PSX release. The gameplay would go as untouched as possible, probably with some features being cut out due to the handheld’s processing limitation.

The poor, limiting color scheme and audio capabilities would struggle to do the original game any justice.Like in the Metal Gear Game.com version, this one would probably be developed by Tiger’s internal development team. Unfortunately, this is another project that probably never went past the mock-up stage as well. All that is left is a few screenshots and a wonder if this would have been anything close to the original.
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Not long after the Game.com was discontinued in 2000, the following year Konami released Castlevania: Circle of the Moon for the GBA. The game went on to become a classic and paved the way for series of high quality handheld titles released afterwards.
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Game Boy Advance Games You Will Never Play

Article by: Tristan Avery, Luca Taborelli (monokoma)

The Game Boy would continue to evolve in the years that followed its original release with new iterations such as the Game Boy Pocket in 1996 and the Game Boy Color in 1998, but the real deal was the Game Boy Advance (GBA). This was released in March of 2001 in Japan and June of 2001 in North America, Europe and Australia.

Since 1996, gaming magazines published numerous rumors about a new, more advanced Game Boy system codenamed “Project Atlantis”. This would have featured colorful SNES-like graphics, but that project never saw the light of day along with other portable console prototypes that Nintendo tested during the years. Only in August 2000 did Nintendo officially announce their Game Boy follow-up at the Tokyo Game Show, during the same conference in which they also unveiled the Nintendo GameCube.

Designed by Satoro Okada, the Game Boy Advance featured a “landscape” oriented screen that differentiated itself from previous versions and boasted even more impressive technical specifications with its 32 bit RISC processor. It was being marketed as a “32 bit” system just like the original Playstation and Sega Saturn. However, apart from some incredible 3D tech demos, the average GBA game looked like Super Nintendo games and that was enough to make it another huge success. The Advance series would go on to sell over 80 million units worldwide with the help of an impressive 2001 launch and the following month’s line-up including Mario Kart Super Circuit, Castlevania: Circle Of The Moon, Golden Sun, Advance Wars, Tactics Ogre: The Knight of Lodis and Mega Man Battle Network.

It could have been difficult to keep up with such a great series of titles, but somehow Nintendo and their third parties were able to release new popular games each following year, such as Metroid Fusion (2002), Mega Man Zero (2002), Castlevania: Harmony of Dissonance (2002), Kirby: Nightmare in Dream Land (2002), Harvest Moon: Friends of Mineral Town (2003), Mario & Luigi: Superstar Saga (2003), Sword of Mana (2003), Final Fantasy Tactics Advance (2003), Fire Emblem (2003), Pokemon Ruby and Sapphire (2003), WarioWare (2003), Mario vs. Donkey Kong (2004), Castlevania: Aria of Sorrow (2004), Mario Golf (2004), Legend of Zelda: Minish Cap (2005), Mario Tennis (2005), WarioWare Twisted (2005) and the cult-following Mother 3 (2006).

A good part of the successful GBA catalogue is also composed by remakes of 16-bit classic games such as Final Fantasy I, II, IV, V and VI, Tales of Phantasia, Breath of Fire I & II, Super Mario Bros / World, and Zelda: A Link to the Past (with a new 4 Swords co-op mode added). There were also plenty of hidden gems and hardcore hits, with less known but awesome titles like Car Battler Joe (2001), Kuru Kuru Kururin (2001), Shining Soul (2002), Densetsu no Stafy (2002), Ninja Five-O (2003), Boktai: The Sun Is In Your Hands (2003), Astro Boy: Omega Factor (2003), Iridion II (2003), Gunstar Super Heroes (2005), Drill Dozer (2005), Sigma Star Saga (2005) and Yggdra Union (2006).

With a list of such great games the GBA easily became another favorite handled among casual and core gamers, and to help sell even more units Nintendo did not let slip the chance of creating even better versions of the hardware. New iterations of the Advance included the Game Boy Advance SP in 2003 and the Game Boy Micro in 2005. The SP featured a new flip open design, a rechargeable battery, and a built in backlight while the micro was a much smaller version of the Advance.

Even as the GBA was still going strong and sales were as good as always, Nintendo perhaps feared the consequences of Sony’s entrance in the portable market with their powerful PSP and the new Nintendo DS was soon released in November 2004. As all great things must, the Game Boy series came to an end symbolically in 2008 when Nintendo officially stopped production of the Advance system in North America. While it will without doubt forever leave an impression on the children of the 90’s and ‘00, it also paved the way for handheld gaming as a whole.

As a successor to one of the most successful consoles ever, the Game Boy Advance had huge support from development studios and it's almost impossible to know the precise numbers of games ever released for the system. At the same time, it's hard to know how many GBA games were canceled before they were completed or even shown to the public. In the following pages we'll see a few of the lost Advance projects that were not meant to be, but could have been a great addition to its library.




Battland

Article by: Conor Hutton

Battland is a top-down strategy game that was being developed for the Game Boy Advance by Hal Laboratory, the popular team behind the Kirby series. The game was announced at Nintendo Space World 2001 for a spring 2002 release, just like Luna Blaze, another lost project from the same studio. From the small amount of the game shown off at Nintendo Space World it seemed like the game’s design was similar to the Fire Emblem series, but with a more arcadey combat system.
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What we do know about the gameplay is that it focused on strategy and planning: pure strength would rarely result in victory since weaker characters could actually defeat stronger ones with the right strategy. Players were actually required to place their units on the field, ideally in a strategic position, before the battle even began.

Battland was also planned to have multiplayer for up to four players via link cables. Hal Laboratory sadly cancelled this game in 2002, only a few months after its announcement and Nintendo never released any more details about the project.
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Battland

Article by: Conor Hutton

The first Battletoads came out on the Nintendo Entertainment System in 1991 as Rare’s attempt to rival the Teenage Mutant Ninja Turtles. The game received multiple sequels on the Game Boy, SNES, Genesis/Megadrive and arcade systems, but unfortunately the subject of this article, Battletoads GBA, never came to be.
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As with the previous Battletoads games, the GBA version was being developed by Rare, a company with dozens of interesting lost games. Apparently there was some initial conflict within the team at Rare over concept art for the GBA game because the same artwork would be used in a potential Xbox version sometime in the future. The team couldn’t decide on whether or not to go with a space marine look or something closer to the look of the toads in the original NES game.

Eventually a casual look was settled on, although it differed quite a lot from the original Battletoads cartoony art direction. The next bump in the road came when the team couldn’t decide whether or not to just remake the original Battletoads with updated graphics or to make something completely new. They decided that the original was quite outdated and such a difficult game that it would be hard to sell, so they agreed to try and preserve what fans liked about the older games while ironing out some of the things that made them frustrating.

The team put a rough game together with low detailed sprites and choppy animations, then showed that build of the game to its potential publishers. The publishers were happy with the game so far but wanted some changes made, so they set up a meeting to discuss said changes. That meeting kept getting pushed back until eventually the team got word that the game was to be cancelled.
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Then along came November 19, 2011, when RareWareCentral released a prototype ROM of the game that anybody could download and play. There are eight levels in this build of the game and they should grant a little insight into what the game would have been like. Unfortunately, none of the levels are complete, but some are more playable than others.

The first level in the ROM is “Ragnarok 0” and this level seemed to feature a barren desert setting with the main enemies being Psycho Pigs, who were also featured in the original NES games. Level number two is “Ice Caverns” which resembled the fourth level in the original NES game. There are no enemies here, you can’t get hurt and the level has quite a lot of glitches in the ROM’s build. “Test 0” is the third level in the ROM and it’s a replica of the first level in the original NES game. Then there is “Trial 0” which seems to be an earlier build of “Ragnarok 0” and only features one enemy, which is a dragon at the beginning. Next is a short level called “Test2D 0” and it only features two Psycho Pig enemies. “Trial 1” was an even shorter level that could only be completed in this early build by debugging. “Trial 2” followed that and was similar to the layout in “Ice Caverns” and it had similar physics, such as allowing the player to slide down slopes. Lastly there is “Test Mode 7” which uses graphics from a different unreleased Rare game called Diddy Kong Pilot. This was clearly meant to be a flying level (although it’s unfinished), but interestingly it uses controls that are different from the rest of the levels in the ROM.
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The Battletoads haven’t featured in their own game since 1994, but they do appear as a boss in the Xbox One version of Shovel Knight. Two of the Battletoads games are featured in the Rare Replay collection, and Rash is featured as a playable character in Killer Instinct: Season 3. The head of Xbox, Phil Spencer, has stated his fondness of the original Battletoads and on one occasion even caused a stir when he publicly wore a Battletoads t-shirt, so all in all a Battletoads reboot seems likely sometime in the future. Unfortunately, a complete version of the GBA game will never be finished. But fans can still try out the aforementioned ROM to get a taste for what it might have been like.


References:



	rarewarecentral.com/battletoads-gba


	tcrf.net/Battletoads_(Game_Boy_Advance)


	www.unseen64.net/2008/08/02/battletoads-gba-proto-cancelled/







Flashback Legends

Article by: Alberto Li Vigni (Yota)


Flashback Legends is an action puzzler that was being co-developed in 2002 for Game Boy Advance by Delphine Software International, a French software house mostly known for Another World and Moto Racer, and its subsidiary Adeline, famous for creating the PC adventure game Little Big Adventure. The original Flashback, released in 1992 for Amiga and then converted for all the major platforms of the time, was one of the first cinematic platformers.
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Legends was supposed to be the third chapter in the series after Fade to Black, but Delphine was sold in 2003 to Doki Denki and then went bankrupt in 2004 without even announcing the game. Luckily, in 2006, an evaluation version of Flashback Legends, dated 21 June 2002, got leaked on the internet, revealing a title quite far in development: according to an unused loading screen, levels were 70% finished and A.I. was halfway done. A language selection screen was already implemented but only French is available in this build; nevertheless, it’s still possible to play the game in English with a fan-made patch.

Flashback Legends began with a short cut scene, made of static, comic-like images, that introduced the main plot: agent Conrad, the main character of the series, has to investigate the mysterious disappearance of a federation special military unit sent to restore order on Planet Titania, which descended into chaos after the appearance of the evil aliens Morphs and the rebellion of some of the natives.
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As for the gameplay, just like in the first Flashback, in order to beat a stage we had to complete simple tasks such as finding key cards, deactivate traps, restore power to elevators, etc. However, compared to the original Flashback, which was made of interconnected but single screens, Legends was a real side-scroller. Dispose intelligently of the enemies or evade them was likewise essential, because Conrad’s basic firepower and resistance were quite low. Our hero could also use a shield to defend himself or a rock to distract opponents.

A few more items, like a radar to find key items, grenades, a tele-receiver that generated a shadow clone of Conrad and a force-field that offered protection from impacts, were planned too but, aside from the grenades, that can be used by hacking, not implemented in the prototype. This leaked build includes all the sixteen stages (plus a test one), but only nine are normally accessible, because level 9 doesn’t have an exit. By hacking it’s still possible to play stages 9-16, but they are even more unfinished than the other levels, and stage 12 strangely plays itself.
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Cutting Room Floor’s article on the game speculates that the final opponent was going to be a new Master Brain, the last boss of the original Flashback. Moreover, every level was planned to have a main objective, like, for example, meeting a NPC, disarming bombs, finding a key item, and so on. Lastly, Flashbacks Legends would have also featured passwords for saving the game, three difficulty levels (easy, normal and hard, with a different ending for each of them), and a “help system” that hard-core players could disable.

Previously Delphine Software had already cancelled some other games such as Flashback 2 (1993-1994, Genesis and SNES), versus fighter Shaq-Fu 2 (1995-1996, Genesis and SNES), an episodic adventure game titled “Humanity Project” (2001-2002, PC), Legions of Fear (2002, PS2 and PC), a survival horror / point and click adventure for PC, and Moto Racer Traffic (2003, Xbox, Ps2 and PC).
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I-Ninja

Article by: Conor Hutton


The original I-Ninja was an action-platformer developed by Argonaut Games and released in 2003 for the GameCube, PlayStation 2, Xbox, and PC. A little after release, the developers announced that a Game Boy Advance version of the game was in development at Coyote Development Ltd. on behalf of Destination Software and was set to be released in November 2005.
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As with the original console version, the GBA version was also set to be published by Namco. However, this was cancelled soon after its initial announcement. Destination Software was founded in 2001 in order to manage IPs on behalf of other companies and find teams to develop them. They have released games such as ATV: Thunder Ridge Riders and Baldur’s Gate: Dark Alliance for the GBA.

They were purchased by GreenScreen Interactive Software in 2008 and no longer publish games under the name of Destination Software. The GBA version of I-Ninja was never going to be a direct port of the original title, but instead the developers were going to try and recapture the essence of what made I-Ninja unique in the first place while making it suitable for a portable console. It would even have retained the original’s 3D graphics which would have been impressive on the GBA.

There were four main gameplay modes, including running on ramps to reach the end of a level, running on barrels, arena survival, and mega robot boss battles. These four modes also featured in the original game, and the only mode missing from the GBA version was the explorable platforming levels. The team at Coyote actually had the first prototype world, which was called Robot Island, fully up and running. You could play all of the world’s levels and the main boss fight at the end. However, the boss fight was incomplete, meaning you could not progress any further into the game. It was possible to play the other levels via the debug’s ‘level select’ option on the main menu.
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We’ve actually been privileged enough to see some footage from the prototype, but unfortunately it looked more frustrating than fun. The animations were incomplete; the player couldn’t turn left or right in the ramp running levels, meaning they’d fall off the edge every time and fail; and it appeared that they were unable to jump in the barrel running levels. The arena survival levels, on the other hand, worked quite well. Perhaps the most interesting thing to take away from the footage was that there was music playing in the background, meaning the team must have been quite far into the development cycle.

I-Ninja GBA would have featured an array of weapons, including shurikens, swords, blowguns and a rocket launcher, which might be considered an untraditional weapon for a ninja. I-Ninja’s skills would have included jumping, hovering by spinning his sword, scaling buildings, grabbing ledges, and swinging and climbing on ropes. The original press release for the game stated that it would have featured “fast paced run levels, combat arenas, ball rolling levels requiring pinpoint accuracy, and cool showdowns in the final boss levels.”
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In addition, I-Ninja’s story would have followed the highly trained I-Ninja as he took on “the world’s most wicked villain, Master O-Dor, and his menacing army of Ranx.” We’re not one-hundred percent sure why I-Ninja on the GBA was cancelled, but it was more than likely for one of two reasons. Firstly, Namco might have lost confidence in the game and felt they would suffer too much of a financial loss if they published it. A second reason could be that Coyote was having trouble with the 3D graphics and just couldn’t get the game to fully work on time.

Either way, I-Ninja on the GBA was cancelled, never to be revived. The GBA version of the game wasn’t the only I-Ninja to be cancelled, as Argonaut Games was also working on I-Ninja 2 for the PS2, Xbox and GameCube when they were shut down, for economic reasons, in 2004. The team at Coyote had a little more luck that those at Argonaut and went on to develop other games such as Operation: Vietnam on Nintendo DS and Wonderworld Amusement Park for Wii and DS. Sometime around 2009 or 2010, Coyote Development Ltd. changed its name to Attractive Games Ltd. and adopted the slogan “bringing people together.” As Attractive Games, they worked alongside Ubisoft to create most of San Francisco and one third of the missions in Driver: San Francisco. The last piece of news to come out of the studio was that they’re working on their own original game for the Apple Appstore.
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Luna Blaze

Article by: Conor Hutton


Luna Blaze was another lost strategy RPG for the Game Boy Advance in development by Hal Laboratory. It was originally announced at Nintendo Space World 2001 as a Japan exclusive for spring 2002, but evidently that was not the case, as can be seen by its presence in this book. What we know about the game’s story is that it revolved around a boy and a girl who could use psychic powers and could gather monsters to help them fight.

[image: luna_01]


The gameplay would have centred on this, having the player gather a large party of monsters to fight opponents. Just like in the Pokémon games, the monsters could level up and learn new attacks, of which there were 170 to learn. Also similar to Pokémon, the player would use something called “energy balls” to summon attacks. On the other hand, battles in Luna Blaze did not focus on one-on-one fights between the monsters, instead your whole party would be on the field at once.

Apparently Battland and Luna Blaze had some similarities, such as the combat system that allowed for a lot of player freedom: unfortunately nothing more is know about the games and the reason behind both of their cancellations remains a mystery to this day.
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Pirate Battle

Article by: Conor Hutton


Pirate Battle was a game in development for the Game Boy Advance during 2003 and 2004, with a version for the Nintendo DS being developed at a later time. It was being developed by Orbital Media, the developers of Racing Gears Advance and Scurge: Hive. It was to be a turn based strategy RPG and was heavily influenced by PlayStation’s Front Mission 3, but also took inspiration from Fire Emblem, Advance Wars and Final Fantasy Tactics.
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Its art direction and story was influenced by the studio’s previous game (Treasure Hunt, which was also cancelled) and the popular manga series One Piece. The developers were aiming to make a game on par with the other big titles in the genre, so much so that it could be mistaken for a Japanese game. Pirate Battle had an incredibly small development team mainly consisting of three people, including an artist and a programmer.

Despite its small team, development was fast and the game was announced to IGN at E3 2004 along with screenshots. The game was to have over forty missions and ten playable characters, each of whom had their own strengths and weaknesses. Each character had their own ability power which they had to gain and manage points for. These powers would have had mission changing effects. Players would have to manage their entire crew which consisted of archers, fighters, thieves and even chefs.
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The objective was to either sink or board the enemy’s ship in order to render the opponent helpless, or completely wipe them out. Players would have been able to interact with the environment in multiple ways, including knocking over a statue to kill any character standing behind it or rolling a barrel into water to create a bridge your units could cross. There was also a plan to put a free roaming ship mode in the game. Multiplayer was going to be a huge part of the game. The first build of the game was on PC, which gave the developers a chance to battle each other in order to find out what worked, what didn’t, and balance the game.

They were going to attempt a single cart multiplayer mode but there was only a 50/50 chance of that working so it may not have been in the finished game had it released. The game definitely would have been playable with up to four people on separate consoles via links. It is not clear why Pirate Battles was cancelled, but we do know that Orbital Media had two other games in development at the time. There was a rush to complete them so resources were probably taken away from Pirate Battles’ already small team.
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A lot of the studio’s core programmers left to join Pandemic Studios, the developers of Star Wars: Battlefront II and The Saboteur, although that studio was eventually closed down in 2009. Orbital Media eventually released new screenshots for the game with an art direction closer to that of Fire Emblems and it was to be released on a new platform, the Nintendo DS, although it never did release. It is unlikely that we will ever see a released version of Pirate Battles because Orbital Media have not released a game since 2006 and have more than likely been closed down.
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Sword of Sia: Lady Sia 2

Article by: Conor Hutton


Sword of Sia: Lady Sia 2 was the sequel to cult GBA action platformer Lady Sia, or at least it would have been if it wasn’t cancelled. Lady Sia 2 was in development at RFX Interactive for the Game Boy Advance during 2002 and 2003. The first game’s publishers, TDK Mediactive, were returning to publish the sequel.
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Some developers at RFX started their career in a french Amiga demoscene group known as Nihon Dreamers, taking their expertise in creating nice looking sprites with low resources to create the style of the original Lady Sia. Lady Sia 2’s story would have revolved around the mysterious man who saved Sia in the first game. This time around it would have been the man who was in trouble as his kingdom was under attack and only Sia could help him. Most of the original game’s cast was supposed to return, but most of them would only appear in cutscenes.

The game would have been structured much like the first one with four or five worlds to explore, which each contained three levels, some puzzles to resolve and many enemies to defeat. Some of the settings would have included a city, a giant snake in the sea, Troglodyte habitations and a swamp. Each of the worlds would have contained a brand new boss, different from any in the first game.

[image: ladysia3]


Lady Sia 2 gameplay would also have been similar to the original game, but talking to former RFX devs that seen the prototype they seem to remember Sia being able to use Griffin’s kid as an attack bird and to stand on a ball trying to balance and move. Most of the team that worked on the first Lady Sia game went to work on other projects at RFX and when Stephane Zettwoog (writer, concept artist and gameplay designer) left the team Raphaël Grosjean (artist and gameplay designer) stepped up and took on his role as main artist / art director for the sequel. Nihon Dreamers’ lead musician also jumped on board to help Lady Sia 2’s team, creating great chiptunes for its soundtrack. According to our sources somewhere between 33-50% of the game was completed before the cancellation.

The big question then is why was it cancelled? Well RFX Interactive had a bad history when it came to dealing with publishers, in fact some publishers didn’t even pay RFX for the games they had made for them. In one occasion a publisher claimed that Nintendo did not approve a game made by RFX so they could not pay them, however the title was already being sold in stores. This actually drove RFX near bankruptcy on one occasion, but they were saved when they were placed under judicial oversight. At this stage RFX managed to scrape by with the money they made from the first Lady Sia and the company’s CEO, Bernard Auré, negotiated a deal with TDK to turn Lady Sia into a franchise.
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Along with Lady Sia 2 on the GBA they were also planning Lady Sia 3D for the GameCube. It looked like RFX’s luck was about to change, but as it turned out that would not be the case. TDK was actually undergoing some reconstruction of its own and it decided that its gaming branch was not as profitable as they thought it would be, so they decided to cancel Lady Sia 3D and said they would not pay for the prototype that RFX had already worked on. Auré had warned them that if they didn’t pay up RFX would be forced to shut down, but TDK thought this was just a scheme to get paid.

However, that was the sad truth and RFX Interactive was indeed shut down. This was the final nail in the coffin for Lady Sia 2 and the work that had been completed for it never saw the light of day. Apparently one of Auré’s friends bought the rights to Lady Sia after the studio closed, but the IP seems to be caught in a legal limbo. The last game ever released by RFX was a GBA version of Turok: Evolution in 2002.
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Urban Reflex

Article by: Sebastian Zavala


Urban Reflex is a cancelled single-player first person shooter that was being developed for Nintendo’s Gameboy Advance in 2003. The game was quite a technical achievement at the time as it was using a nice looking 3D engine, something that was unusual for the GBA 2D-focused hardware. The developer was Graphic State, a UK-based company that was also responsible for the Gameboy Advance version of Sega’s Crazy Taxi.
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The team broke ground back in 2001 with its first-generation Gameboy Advance first person shooter, Dark Arena; the company was supposed to be taking what they learned from that particular game and putting it to use in Urban Reflex. Graphic State developed a new first person shooter 3D engine specifically for their new project. The engine was supposed to be much more advanced than the one used in Dark Arena, with features such as fully textured surfaces (ceilings, floors and walls), animated textures, higher resolution, detailed enemy sprites, more sophisticated enemy AI, smooth framerates (at least double the frames of games such as Doom), destructible environments, and some lighting effects.

In Urban Reflex, players assumed the role of special agent Max Reflex. His mission? Going into enemy territory to pull the cover off a secret criminal organisation responsible for all kinds of crimes and cases of corruption throughout the game’s unnamed city. The character’s primary weapon was an assault rifle, and the title was supposed to include twelve levels, structured in twenty different missions.
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Some of these levels included hotels, subways, airports, hideout villas, and even rooftops in a downtown area. One of the early levels was set within a subway network where the player had to find an enemy agent who had set a bomb in the subway. The player had to track down the bomb and defuse it before it detonated. They did this by using a DynaBot (a remote robot mine); the enemy had hidden the bomb in an inaccessible area, which meant the character itself couldn’t reach it. Gameplay wasn’t particularly complicated; it was all about shooting and blowing stuff (and enemies) up. Weapon selection was quite varied—shotguns, assault rifles, grenades, an Uzi machine gun and other weapons and gadgets such as guided rockets, cluster bombs, remote robot mines, sniper scope, and remote mine charges.

The character could even use night vision goggles to find his way around when the enemy triggered the security system and the lights turned off. Controls were surprisingly free (for a Gameboy Advance game); players could aim up and down as well as strafe left and right during the action. The D-pad was used to move; shoulder buttons strafed, “B” was to crouch or activate, “A” was to Fire, and “Select” was to Change Weapon.
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Gameplay videos have surfaced on the Internet, showing a pretty advanced version of the game - according to an interview with the developers in gamezone.com, it was about 90% complete; they were in the final testing/tweaking phase. Nobody seems to know why Urban Reflex was ultimately shelved, but considering that no publisher was revealed during its development phase, one could assume that it simply never got one.
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Nintendo DS Video Games You Will Never Play

Article by: Lee Garbutt

It wasn’t supposed to succeed the Game Boy Advance. It was ugly, and it contained hardware features that had everyone scratching their heads. But despite all that, not only did it become the biggest-selling handheld console ever made, it’s the second highest-selling gaming system of all time. Not bad for Nintendo’s “Third Pillar” system. When the prototype form of the Nintendo DS was shown at E3 2004, very few people knew what to think about this odd system.

With its dual-screen design and touch-screen, this was Nintendo at their most experimental - Considering the original model contained a Game Boy Advance cartridge slot, along with another for the system’s proprietary card media, it felt like even Nintendo were cautious in releasing the DS to market, especially as the Game Boy Advance and Gamecube were still viable platforms, prompting Nintendo themselves to dub the DS as a “third pillar” to distance themselves away from it if it had flopped.

But they needn’t have worried, as although it took a little while to catch on upon its release in late 2004/early 2005, the Nintendo DS would prove to be an astronomical success, and pave the way for the company’s resurgence, as they dipped their toes into the famous “blue ocean” strategy, disrupting the industry by appealing to a potential audience that weren’t into video games. Sure, the Nintendo faithful had their Marios, their Zeldas and their Metroids; but joining those established franchises, were a batch of whole new ones that could capture and reel in consumers of all ages, regardless of gaming experience (or lack of). With dual-screens, built-in microphone and the advent of touch gaming in an age before smartphones, developers could truly create unique games.

Nintendo themselves impressed early on with a worthy port of Super Mario 64 (2004) that could use the touch screen as some sort of analog stick. Wario Ware Touched! (2004) took the series to even crazier heights with some incredibly inventive mini-games, while the two Legend of Zelda titles (2007, 2009) released on the system controlled predominantly with the touch screen. It had what the Nintendo 64 and Gamecube lacked - third party support, and in spades too.

Even as the threat of piracy pervaded the system for most of its life, thanks to the infamous R4 flashcart for playing homebrew (and more likely, to play illegal game backups), the Nintendo DS was the system to develop for. While Sony’s new PlayStation Portable system concentrated on bringing the console experience to the handheld market, complete with loading times thanks to a battery-draining optical drive; the Nintendo DS offered entirely new experiences, from Nintendogs’ adorable digital pets (2005), to the massively successful Brain Training series (2005). Even as the R4 and its ilk became more widespread, especially as more average consumers caught wind of these cartridges, the Nintendo DS went from strength to strength. It also took Nintendo into new technological endeavors, as the system could connect to the internet via WiFi, with the company later launching the Nintendo WiFi Connection services, alongside Mario Kart DS (2005).

While Nintendo had dabbled with internet-enabled consoles in the past, this was the first time it was feasible out of the box - And it worked. Granted, the system’s user-unfriendly Friend Code system for adding and playing games with friends was awful, unwieldy and nigh-on useless at times, but it was but a first step for Nintendo’s future online plans.

As it happened with the GBA, Nintendo and their third parties released a long series of popular games and hidden gems on the Nintendo DS, such as Jump Super Stars (2005), Kirby: Canvas Curses (2005), Animal Crossing: Wild World (2005), Ossu! Tatakae! Ouendan! (2005), Lost In Blue (2005), Castlevania: Dawn Of Sorrow (2005), Phoenix Wright (2005), New Super Mario Bros. (2006), Contact (2006), Freshly-Picked Tingle's Rosy Rupeeland (2006), Pokémon Diamond and Pearl (2006), Star Fox Command (2006), Hotel Dusk (2007), Etrian Odyssey (2007), The World Ends with You (2007), Final Fantasy Crystal Chronicles (2007), Bangai-O Spirits (2008), Soul Bubbles (2008), Flower, Sun & Rain (2008), Soma Bringer (2008), Phantasy Star Zero (2008), Dragon Quest IX (2009), Rhythm Paradise (2009), Scribblenauts (2009), Steal Princess (2009), “Nine Hours, Nine Persons, Nine Doors” (2009), Sakura Note (2009), Ghost Trick (2010), Radiant Historia (2010) and many, many more.

In true Nintendo style, the DS experienced several hardware revisions. The Nintendo DS Lite (2006) is arguably the most popular of these, making the system smaller, lighter and improving the screen brightness. Following that in 2008/2009 was the Nintendo DSi, which added two digital cameras, an SD card slot as well as the ability to download software from the internet using the brand new DSiWare store - However, the popular Game Boy Advance cartridge slot was removed, signalling the end of the Game Boy brand.

In a change from making handheld consoles smaller, the Nintendo DSi XL (2009/2010) bucked the trend by adding much bigger screens, a bigger battery and an improved pen-like stylus. Even today, the Nintendo DS’ legacy continues, thanks to Nintendo’s current portable system, the Nintendo 3DS - Retaining its predecessors basic design (as well as including backwards compatibility). What should have been a quirky experimental system, ended up being one of the best and most popular systems Nintendo ever developed. In the following pages we’ll take a look at a few lost games that were planned to be released on Nintendo DS: original projects, ports of popular home-console titles, revivals of old-school franchises and awesome 2D pixel art that will never be.


A Boy and His Blob

Article by: Alberto Li Vigni (Yota)


A Boy and his Blob is a 2.5D puzzle-platformer that was being developed in 2005 for the Nintendo DS at Skyworks Interactive, a software house co-founded by aBahB series creator David Crane. The publisher would have been Majesco which had already cancelled the 2002 game A Boy and His Blob: Jelly's Cosmic Adventure for the Game Boy Advance.
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In the original aBahB, for NES, a young boy had to get through dangerous environments with the help of a blob that, by eating jelly beans, could assume the form of various objects such as a ladder or an umbrella. IGN tested an early version of aBahB DS at E3 2005, but the most reliable source of information for the game is an official fact-sheet posted at the time on Nintendo’s Australian Website.

Six years after the end of the first game Blobert comes back to Earth to warn the unnamed boy, of the original A Boy and his Blob, that the Emperor of Blobolonia has been secretly exiled to our planet and had quickly regained his powers and was plotting to enslave humanity. While the title now had 3D graphics the action was still restricted to a 2D plane; it appears that the gameplay was mostly unchanged from the first game apart from the addition of a candy shop where the main character could select, and probably buy, new jelly beans to bring with him to the next level.
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Like many other DS games one of the screens was used as an overhead map and for selecting items (in this case jelly beans) simply by touching them. According to the same fact-sheet a Boy and his Blob DS featured over 15 stages and more than 15 jelly beans (other sources reported “at least 20”), including those that let the blob became a ladder, a trampoline, a bomb, a blowtorch and a suit of armour.

David Crane said in a 2009 interview with G4TV that aBahB DS was shelved due to Majesco’s financial difficulties. A new aBahB title was launched in 2009 for the Wii but it was developed by Wayforward and it was a completely different game than the lost DS version. In 2015 Skyworks Technologies main focus is on iOS development; their last releases were World Cup Table Tennis and Ugh!
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Fantasy Life

Article by: Luca Taborelli (monokoma)


Fantasy Life is a simulation / adventure RPG developed by Level-5, Brownie Brown and h.a.n.d. Inc, released on Nintendo 3DS in Japan on December 2012 and then in 2014 in Western territories. However, the game was first planned to be released on the original Nintendo DS in 2010; a version, which was later cancelled.

The lost Nintendo DS version was originally announced at the LEVEL 5 VISION conference in August 2009, as a collaboration between 2 of the most talented teams focused on Japanese RPGs: Level 5 and Brownie Brown (renamed as 1-UP Studio in 2013). Today Level 5 is one of the most popular software houses in Japan thanks to projects like Dark Cloud, Dragon Quest VIII and IX, Professor Layton, Danball Senki and Yo-Kai Watch, selling millions of games every year.
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Brownie Brown was founded in 2000 by Nintendo to create a team focused on RPGs for their portable consoles, hiring many former Squaresoft developers (such as Kameoka Shinichi and Kouji Tsuda) to release cult-classics, Magical Vacation, Sword of Mana and Mother 3. One of the most obvious differences between the released Fantasy Life 3DS and the cancelled Fantasy Life DS is the graphics: the lost version used beautiful 2D pixel art style that made it look a lot like Mother 3 (after all Brownie Brown worked on both), while the published game is in full 3D, a change, that for some fans made the title lose part of its charm.

Fantasy Life on 3DS is still a wonderful game to look at and it became a favourite among many owner of Nintendo’s “3D” handheld (selling over 300,000 copies in Japan). Fortunately the promised gameplay was kept intact in the 3DS version, making Fantasy Life some sort of “fantasy town simulator”, a mix between games such as Harvest Moon, Animal Crossing, The Legend of the River King (Harvest Fishing), Little King’s Story and more.
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Players are free to choose a favourite “job” between the 12 available (Alchemist, Magician, Mercenary, Tailor, Hunter, Cook, Blacksmith, etc.), picking out the gender and appearance of their character, to create an avatar that is as related to them as possible. The game then plays in relation of the chosen role, being able to explore the world as a paladin to fight monsters, sew clothes as a tailor, creating weapons as a Blacksmith and so on. By completing all those “fun daily chores” from your fantasy job, you can level up your character to be able to accept even harder works / quest, helping more people and unlock new abilities, features and reach their role “ending”.

It seems that the original 2D version of Fantasy Life would have had at least 20 jobs to choose from, but a few were cut in the final release. It was also reported that Nobuo Uematsu (composer of many memorable songs in the Final Fantasy series) was creating 20 ending songs for the game, one for each available job, but it’s currently unknown if he had to cut down his tracks too or if the remaining ones were reused somehow in the final game. Another small differences between the 2D and 3D version of Fantasy Life is that the cancelled DS game was meant to have an online mode to play it in coop with friends, but the original 3DS version did not have this option and the multiplayer was added only later with the “updated” re-release titled “Fantasy Life Link!” in July 2013 (in America and Europe, they only released the Link! version as it came out a couple of years later).
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As it happened with other cancelled DS games, it’s possible that Level 5 thought that the handheld was at the end of its life cycle and it would have been more profitable to release Fantasy Life on the new Nintendo handheld. As of October 2015 Brownie Brown / 1-UP Studio continue to help Nintendo to develop popular games for portable and home consoles, such as Super Mario 3D Land, Super Mario 3D World and Captain Toad: Treasure Tracker. Level-5 continue to earn millions of yen thanks to the super popular (at least in Japan) Yo-Kai Watch series and at the “LEVEL 5 VISION” 2015 conference they announced a Fantasy Life sequel exclusively for Android and iPhone.
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Gauntlet

Article by: Luca Taborelli (monokoma)


In November 2004 Nintendo just released their new portable console, the Nintendo DS, in North America but they were concerned about Sony’s first handheld, the PSP, that would have been released just a month later in Japan. The PSP was a powerful machine compared to the DS and Nintendo wanted to have a strong line-up to compete with them in the American market.

Sony was going to publish a multiplayer coop action game titled “Untold Legends: Brotherhood of the Blade” as one of the launch games for the western audience and Nintendo thought to counter-attack with a popular franchise, gaining the Gauntlet IP from Midway, to create a new, exclusive Gauntlet game for DS.
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As most gamers probably know, Gauntlet is a classic series of fantasy hack & slash with a strong coop component: starting in 1985 with the first arcade release, the game was one of the few cabinets in which up to 4 players were able to collaborate together against enemies, to finish the game. Players were able to choose 4 different classes (Warrior, Wizard, Valkyrie, and Elf) to explore dungeons and to fight against hordes of monsters that keep spawning until someone destroyed their generator.

All following games in the Gauntlet series use the same multiplayer focused gameplay and Nintendo wanted to have another great chapter for their Nintendo DS, with offline and online coop, and was able to rival Untold Legends. Nintendo asked two different western developers to pitch their ideas for this new portable Gauntlet and Backbone Entertainment (a division of Foundation 9 Entertainment) were the ones to win the contract. Gauntlet DS would have been a reboot of the saga, with all the classic features of past titles and some new additions.

Backbone had already developed many popular franchises for Nintendo’s portable consoles, such as various Spyro titles, a Grand Theft Auto conversion for GBA and Age of Empires: The Age of Kings for DS, plus some PSP projects as Death Jr. and Sonic Rivals, so they were experienced in creating games for the handled market. Gauntlet DS was a really ambitious project and Backbone was able to develop 3 regions that spanned through 40 levels, fully functional offline and online coop mode, 4 different characters to choose from, LV-UP / EXP system to increase stats, a “fame” meter that would have risen by collecting more gold (making characters more powerful for the duration of the level), ranked deathmatch multiplayer with different modes (VS, team VS, capture the flag) and a digital encyclopaedia with information on all the enemies and items found during the game.
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The online multiplayer (coop and VS) also had voice-over chat during gameplay, something that no other DS title had, only Metroid: Hunters had some sort of vocal chat in waiting rooms, but not during the actual game. While Nintendo was waiting for Gauntlet DS to be completed, sales of Sony’s PSP never rose enough to really damage DS’ popularity in USA and they realized that their focus on the “casual” market with titles like Nintendogs or Brain Training was selling many more handhelds than publishing games for the “hardcore audience”.

At this time, Nintendo then decided that they would have not needed to directly publish Gauntlet DS themselves and they dropped the title from their release plans. After spending so much time and money on the project, Nintendo of America was still confident about the quality of the game so they helped Backbone to find another publisher and in April 2008 the project was officially announced to be released by Eidos Interactive. Planned to be published just a few months later in Q3 2008, the game was almost complete and was soon sent to magazines for reviews, where it was rated with positive comments on Nintendo Power, Official Nintendo Magazine and Retro Gamer.

Unfortunately Gauntlet DS became a victim of Eidos’ economic problems at the time (they were later bought by Square Enix in April 2009) and Midway Games bankruptcy in February 2009 (at the time still owners of the Gauntlet license). With a collapsing publisher and the sale of the Gauntlet IP to Warner Bros, there was no chance for Gauntlet DS to ever be released. After Eidos and Midway went down, it seems that in early 2009 Backbone got in contact with Majesco Entertainment to try again to release Gauntlet DS on the market, and the game was already rated Teen on the ESRB website.

For unknown reasons Gauntlet was not published by Majesco either, maybe because the Nintendo DS was already 5 years old at the time (the following year Nintendo announced their 3DS) and publishers were not interested in releasing big titles on this ageing handheld. While it’s a shame that Backbone was not able to see an official release of their portable version of Gauntlet, at least gamers are able to enjoy it: in 2013 a final, 100% playable version of the game was leaked online, and we can easily play it on a Nintendo DS using a flash card, alone or in coop with friends (unfortunately only offline, the online multiplayer will not work as the server doesn’t exist).

Thanks to this luckily un-official release we can try for ourselves to see how good the game is and can see if it would have been a great multiplayer game for Nintendo DS. As of October 2015 Backbone Entertainment are still alive and they are currently working on the Mega Man Legacy Collection for Capcom. In 2007 part of the Backbone team that worked on Gauntlet DS went to create Other Ocean Interactive, releasing many handheld, mobile and console games, often in collaboration with Double Fine (as with Iron Brigade, Costume Quest and Stacking).
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Halo DS

Article by: Luca Taborelli (monokoma)


In January 2007, Matt Casamassina, one of the original Co-founders of IGN, and lead editor for their Nintendo sections, wrote on his personal blog that he played a Nintendo DS version of Halo. Such a game was never announced before and people were sceptical. Why would Bungie or Microsoft permit their major IP to be released on a competitor’s console? Well, first of all, Halo DS was never released.

Still, the project existed at some point and was not a fan mod as someone speculated. While the idea of a Microsoft game on a Nintendo console could sound weird for some, we have to remember that it happened before, as with Rare developed titles Banjo-Pilot for GBA, Diddy Kong Racing and Viva Piñata: Pocket Paradise for DS. How much money could have made from one of the most loved multiplayer FPS on one of the most played consoles in the mid 2000?
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Halo 2 was released in 2004 for the original Xbox and even if heavily cut, it was received with critical acclaim by fans and the press: it sold about 2.4 million copies on the first day, and in its lifetime it reached more than 8 million copies, with a user base of about 24 million Xbox in mid-2006. With the Nintendo DS’ user base of about 36 million units worldwide at the end of 2006, it’s easy to understand that Halo DS had the potential to be one of the most profitable games ever created, and it would have made millions of gamers very happy to finally play their favourite multiplayer title on the go, everywhere. No more need to organize LAN parties with multiple TVs, pads, Ethernet cables and consoles, kids and adults would have been able to easily play portable HALO multiplayer in class or on lunch break at the office. Sounds epic, doesn’t it?

Unfortunately, this was not meant to be. The first proof of a working prototype of Halo DS was shown by Casamassina on IGN in October 2007 (just a few weeks after Halo 3 was released on the Xbox 360), with a couple of videos showing him and another IGN editor playing multiplayer in the fan-favourite Zanzibar map from Halo 2 (also known as The Last Resort in Halo 3). What we can see in that footage is exactly what we would expect from a de-make of Halo on a much less powerful console, low polygonal models and textures, but with the same style weapons and vehicles from the home-console version.

We can see two Master Chiefs shooting each other near a Warthog, while dual wielding Covenant and Spartan weapons. The control method was similar to the one seen in Metroid Prime Hunter (one of the most popular first person shooters on the DS) with the stylus used to aim precisely on the screen. In the same videos, Matt explained that this Halo demo for DS was an unsolicited pitch that an unnamed AAA publisher proposed to Bungie and Microsoft. The project was then cancelled because the studio was not able to get the rights to use the Halo franchise.
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As we wrote before, Halo DS could have sold like hotcakes and by seeing video-proof of its existence, there should be no more doubts that a development team tried to get to work on something like this by creating a pitch demo. Still many gamers thought that the Halo DS demo was just an elaborate hoax: they analysed the footage published on IGN and found many similarities between the prototype and another DS first person shooter: Goldeneye: Rogue Agent, developed by N-Space and published by EA in June 2005.

This led to a theory according to which Matt - with the help of someone else - would have created a Halo mod for Rogue Agent just to show to the world that he was not lying about this lost game. After all, there were many identical details between Halo DS and Rogue Agent: the same HUD with score numbers, the health on the screen when hit, some of the sounds, the crosshair, and the yellow name of the guns when picked up. Was Halo DS a real game that could have been released if things went different?

For us there was no reason why Matt would have lied about Halo DS, and created such a complex hoax, but as we were tired of speculations, we decided to investigate this project, to finally find the truth. It was clear that the similarities with Rogue Agent could not have been a coincidence and EA was a possible name for the unknown AAA publisher that pitched the project.

As Rogue Agent was developed by N-Space, we started from there and talked with a few of their former developers that worked on the game, until we found the answer: Halo DS was indeed real, and N-Space made that short multiplayer demo in just under a week, to pitch for a full project. Only the Zanzibar map was available, divided into two halves (the “wheel” and “ocean” sides) by a long tunnel for loading purposes.
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Even if we don’t see it in those IGN videos, the team also created a Ghost model that would have been available along with the Warthog. Everyone involved with the Halo DS pitch demo was super excited about the possibility to work on such an important project, and it was quite the disappointment when the deal fell through.

Probably it’s not a huge consolation, but people from the team remember how they had fun playing Halo DS in multiplayer during their lunch break, even if it seems that Mario Kart DS was the most played, maxing out the local play option every time. After this undeveloped Halo pitch, N-Space was still able to continue working on a long series of first person shooters for Nintendo DS, with the successful Call of Duty ports published by Activision (CoD: Modern Warfare, World at War, Mobilized, Black Ops and Defiance) and the portable version of the 2010 remake of Goldeneye 007. While DS owners did not have a portable Halo to enjoy, the console still had some of the best multiplayer titles released for handheld and we can only hope that someday the Halo DS demo could leak online for everyone to play.
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Moonlight Fables


Article by: Fernando Garcia


In August of 2004, three months before the official launch of the Nintendo DS in North America, Nintendo released its new console line-up, which included some western-focused publishers. Amongst those titles, there was a game called Moonlight Fables, an interesting side scrolling action-adventure that looked similar to beloved titles like Castlevania and Metroid.

The game was being designed by a company called Cyber Philharmonic Video Game Design Inc (Cyber Philharmonic for short), a new company located in Irvine, California. It was founded by a group of experienced friends who were former co-workers, and they intended to keep it a small to medium sized company with the promise to consistently deliver quality video games and engines. Moonlight Fables was the company's first game, and it would be released by Majesco, the publisher of the Bust a Move series, Advent Rising, BloodRayne, Psychonauts, Phantom Dust and many other well-known games.
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In September of 2004, the first details of the game's story and concept arts were published. Moonlight Fables would tell the adventures of the teenager Trista Silver, a recent Strike Force officer graduate and unwitting heir the Wolfen Empire throne. With monsters threatening to take over the world, it was her duty to protect the innocent from harm. During the game, players would have the ability to manipulate the phases of the moon using the Nintendo DS touch screen to unlock Trista's werewolf powers.

The game's world was filled with werewolves, puzzles, and mysteries to uncover. Later on, more on the game's system was published on Majesco's website. The game would utilize Nintendo DS specific features such as the touchscreen input, dual-screen support and even network play, but the details of how the latter one would work were never disclosed. Trista would count with a variety of weapons, including the mystical Moon Sword, an array of blasters, as well as her own werewolf claws and teeth and special attacks depending on the position of the moon.
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Regarding the graphics, it would have a vast landscape built with the combination of 2D and 3D art styles, and a dynamic camera that would zoom in and out to highlight the action and imagery; the gameplay would be seamless as the entire world would be displayed as one large area. Some RPG elements were also available as players would interact with multiple characters to obtain information on the story, quests or equipment, and Trista's attributes could be built up by defeating powerful enemies; the player's actions would also affect the game's story development.

In February of 2015, Majesco published some updates on other titles revealed at the August 2004 line-up, but no details on Moonlight Fables were present. There were rumors from inside sources confirming that the game had been cancelled, and in response to them, Majesco stated that it was not cancelled, but was being reimagined, and the game's new direction was being evaluated by the publisher. After that, no more news on the game were ever released and the game disappeared from Majesco's line-up. Cyber Philharmonic did not work on any other game and its website was also discontinued in the same month that Majesco announced Moonlight Fables' major overhaul.
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Obscure: Dark Aura

Article by: Luca Taborelli (monokoma)


Obscure was a short series of co-op survival horror games created by French studio Hydravision Entertainment, with a first chapter published by DreamCatcher Interactive in 2004 for PS2, Xbox and PC. The game received good to average reviews and it soon gained a cult following of fans, thanks to its school settings, multiple characters to use, catchy soundtrack (featuring pop-punk/rock bands Sum 41 and SPAN) and a fun cooperative mode.

The main plot of the game was inspired by classic slasher horror movies and centered around a group of teenagers (Josh Carter, Stan Jones, Kenny Matthews, Shannon Matthews and Ashley Thompson) trying to survive against the principal of Leafmore High School and his plan to test an unknown plant spore on students. Unfortunately, those experiments turned people into monsters surrounded by a black aura: players had to explore Leafmore High and kill down enemies in a classic yet more arcadey survival horror using guns and flashlights.
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In 2007, Hydravision released the sequel published by Playlogic (Europe) and Ignition (USA): set 2 years after the events of the first game, the main protagonists that survived Leafmore High (Shannon Matthews, Stanley Jones and Kenny Matthews) enrolled in the Fallcreek University, where a new distress was growing underneath. Mysterious black flowers blooming all over the campus were used by students as some kind of hallucinogenic drug, but soon it started to turn them into monsters. Shannon, Stanley and Kenny, with the help of new friends (Corey Wilde, Mei Wang, Jun Wang, Sven Hansen and Amy Brookes) will have to fight once again against the devilish plant.

With Obscure 2 receiving similar average reviews to its predecessor but still maintaining a good number of fans, in 2008 Hydravision and Playlogic decided to port the game to the PSP and Nintendo DS, to gain a few more sales. While the PSP version was completed and released in 2009, the Nintendo DS port quietly vanished and the only info available was its planned title, Obscure: Dark Aura. Being impossible to manage a game similar to the PS2 / Xbox version on the not-so-powerful DS, many speculations and rumors about what it could have been have circulated online. Was Dark Aura meant to be a new chapter of the Obscure series or a de-make of the second one?

After a long series of research, we were able to gain new facts to finally shed some light on the project. Obscure: Dark Aura was really meant to be a port of Obscure 2 for the Nintendo DS, but with new gameplay features and a slightly different storyline. Initially an early prototype was created to try to develop the game as a top-down tactical RPG, but the idea was scrapped after just a few months. Then Obscure 2 DS became a more traditional third person action game, using a fully 3D engine to make it more similar to the original PS2 / Xbox version.
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Corey, Shannon and Stan were the playable characters in Dark Aura, and as in the other Obscure games, each of them had their own set of abilities and a major power in common. Early in the game, Corey would discover that he could use the “dark aura” from the monster’s dead bodies to transfer it into another living one in order to make it explode. This was a new gameplay mechanic that was completely absent from the original version and that would have probably been implemented through the DS touch screen. An example of this would have been the boss planned for the Brotherhood area, a horrible creature that resists to every weapon and generates some little monsters.

Using the new Dark Aura power, players had to make the little creatures explode near the boss to hurt it. Manipulation of the Dark Aura was the common ability that each playable character could use, even if with different levels of absorption. Corey had a medium "Dark Aura Absorption" level, but if his "Dark Aura Gage” became full, he’d be able to run faster. His specific ability was to slow-down time for a few seconds and kill all enemies without being hurt. Shannon had a very high "Dark Aura Absorption" level and when her "Dark Aura Gage” became full, she could shoot two times faster. Stan had the lowest "Dark Aura Absorption" level but he was able to view the monsters’ weak points and could shoot them to do critical damage (this power did not consume Dark Aura). Also, when Stan’s "Dark Aura Gage” became full, he would slowly regain life.

The general plot in Dark Aura was quite similar to Obscure 2 in how it unrolled the main storyline, with Leonard Friedman still being alive as an evil tree and Jedidiah being his mutated son, but the fate of the game’s protagonists was heavily changed, so much so that those who died in the original game could have survived in the DS version and vice-versa. After the woods area, Corey would find Shannon in the courtyard and Stan is missing. When players reach Leafmore High, they find Jedidiah who is trying to kill Stan: if they are fast enough they could save Stan who becomes a new playable character. If they are too slow, Stan dies. In the original Obscure 2, Stan always survives till the end of the game, along with Shannon.
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One of the most tragic deaths in Obscure 2 was the suicide of Corey, who kills himself just before the final boss (Kenny), because it assassinated his girlfriend. This does not happen in Dark Aura. Corey does not commit suicide and he can survive through the whole game, with his own version of the ending. The final boss was not even Kenny on the DS version. The exterior alley of Leafmore High had a corridor with a unique door which was blocked by some giant roots. As it happens with the other monsters, the roots were also afraid of the light. By solving a new puzzle in the enthronement room of the Brotherhood, players would find a secret library hiding a “Über Flashlight”, a “common” item in the original Obscure 2, but a key one in Dark Aura.

Using the Über Flashlight players could burn the roots protecting the corridor door and reach the final boss of Dark Aura: Leonard Friedman in his new tree form. While Leonard was just a mid / late game boss in Obscure 2, on the DS it is the ending one. Its son Jedidiah is also alive in a dark form, because he absorbed the dark aura used by players to defeat him during an earlier fight. It seems that Jedidiah is not killed by Corey before the final boss with a chainsaw, as is what happens in Obscure 2.

A new area was also planned for Dark Aura, an Electric Plant near Leafmore High. Outside the school, an elevator could give access to the second floor but there is no more electricity in the building. Taking a manhole, players would be able to access to the Electric Plant where they had to fix the building’s site electricity, welding new wires on a control board to solve the problem (perhaps with a new minigame that used the touch screen).

With Obscure 1 and 2 being acclaimed by fans for their co-op mode, a couple of multiplayer modes were also planned to be included in Dark Aura. A 4 player “versus mode” would see one player impersonating a monster hunting the others who tried to escape and hide themselves. While a full co-op story mode was not possible on the Nintendo DS, Hydravision still wanted to add some sort of teamwork between players and developed a 2 player co-op focused on killing a more powerful boss from the single player game; the monster could go through the entire map to find the 2 players, so they had to be really quick to find ammunition and be ready to face it.
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In the end, Obscure: Dark Aura was cancelled when Playlogic fell into economic issues and was not able to support the project anymore. As far as we were able to gather, Dark Aura was essentially completed when canned. A few sources told us that a bunch of test / preview cartridges were even printed before the project was completely canned. In August 2010, Playlogic officially closed down for bankruptcy, after failing to gain new cash when their latest game, Fairytale Fights, Vertigo and Infernal, sold way less than expected.

Hydravision tried to find a new publisher for Dark Aura, but without success. Sales for Nintendo DS third party games were slowly dying and it would have been difficult to gain enough profit from such a project. Nintendo officially unveiled their new 3DS at E3 2010 and it would have been safer to develop a game for the new system.

Rumors of a new Obscure from Hydravision were around since late 2011 and in August 2012 they finally revealed a teaser website for their new project: Obscure, a cartoony side-scrolling 4-player beat ‘em-up spin-off planned for 3DS, PSN, Xbox Live Arcade and Steam. In late 2012, unfortunately Hydravision went bankrupt and the studio was shut down. Former Hydravision employees decided to split in two and create two smaller companies according to the projects they were working on. Although some people simply left, the remaining developers founded "Mighty Rocket Studio" and "Seaven Studio". They managed to get their projects back (Obscure D for Mighty Rocket Studio, and “Ethan Meteor Hunter” for Seaven Studio) before everything would disappear.
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Later in 2013 Mighty Rocket Studios also changed the title of their Obscure reboot into “Final Exam”, after negative backlash from fans of the series that did not like seeing such a different game under the Obscure name. Even with a different title, Final Exam kept a few easter eggs from its original inspiration. As written in the official Mighty Rocket Studios blog: “To begin, a whole map is dedicated to Leafmore. We took back the school emblematic environments to recreate a similar atmosphere. In Final Exam, there are also areas infected by the Dark Aura. Be careful, in these areas: monsters become more dangerous! You’ll also meet some characters again. The headmaster of Leafmore High School, Herbert Friedman, will be there to give you a hard time, and Shannon will make a brief appearance as well.” Final Exam was finally released in November 2013 for PSN, Xbox Live and Steam. Since then, not much is known about the current situation of Mighty Rocket Studios or if they will ever return to develop a classic survival horror in the Obscure series.
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Space Agency

Article by: Luca Taborelli (monokoma)


Space Agency is a cancelled action RPG planned for the Nintendo DS that was pitched in 2009 by Audio Inc, the studio founded in 2005 by Akira Ueda, the master-mind behind hidden gems such as Contact and Sakura Note for DS. A video with some mock-ups and information about how the game could have been was uploaded on YouTube by the team, trying to gain interest from gamers and gaming websites to find more support to then pitch the project to different publishers.
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Before creating Audio Inc Akira Ueda worked as a background / map designer at Squaresoft during their golden age of SNES RPGs (on Final Fantasy IV, Secret of Mana and Super Mario RPG) and later he joined cult-team Love-de-Lic, a company that created some of the most original and wacky games ever, such as "Moon: Remix RPG Adventure" and "UFO: A Day in the Life" for PlayStation. In 1999 Ueda joined Grasshopper Manufacture to help developing fan favourite games as “Flower, Sun, and Rain” and “Shining Soul” 1 & 2.

It’s easy to see why it’s such a shame that Space Agency was never released, as this could have been another great adventure with memorable characters and a funny storyline. Space Agency’s planned graphic style was similar to the one used for the “top screen world” in Contact, with 2D pre-rendered backgrounds and stylish pixel-art characters. Players would have been part of a space squad hired to defend 8 planets in a futuristic galaxy, freely flying from one planet to another, to explore the area, resolve quests, find new loot, skills and gears, fight against space pirates and restore peace.
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During space sequences we would have been able to travel the galaxy in full 3D using the spaceship to shoot down enemies in real time and reply to emergency calls to help people in need on the different planets. Unfortunately Space Agency was never signed by any publisher and this DS pitch was never developed into a full game, maybe because previous Audio Inc titles performed poorly and the project was not backed up by a popular IP.

In June 2010 Akira Ueda wrote in the official Audio Inc Twitter profile that Space Agency would have been a perfect title for the new (at the time) Nintendo 3DS, but as far as October 2015 the game is still unseen and we don’t know if the project will ever be resurrected. On an interesting note, Audio Inc official Twitter profile still has Space Agency concept arts as their profile background.

The team seems alive, but their latest released game was Sakura Note: Ima ni Tsunagaru Mirai in 2009. Akira Ueda latest officially recorded gaming collaboration was to help planning Paper Mario: Sticker Star for Nintendo 3DS in 2012 and lately he is creating and sharing many music tracks online in his SoundCloud page but we don’t know if he’s currently working on music for other videogames.
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ToeJam & Earl 4

Article by: Carlos Nieto


Toejam & Earl is a video game series created by Toejam & Earl Productions, known before as Johnson Voorsanger Productions. The first game of the series came out in 1991 for the Sega Mega Drive and then saw two sequels, one again for the Sega Mega Drive in 1991 and the other for the Microsoft Xbox in 2002. Both of them had tons of changes done in the end, due to publishers, so the games weren’t really similar at all to the first game.
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Due to poor sales of Toejam & Earl III, the studio disbanded and the rights stayed with Greg Johnson, who was one of the founders of the studio. Around the year 2007, Greg Johnson tried to pitch a fourth installment of the franchise for the Nintendo DS. Sadly this pitch was never more than that. Toejam & Earl for the Nintendo DS would have been a remake of the original Toejam & Earl game for the Sega Mega Drive, but adding features to take advantage of the new console.

The biggest suggested feature was 4 player co-op gameplay. In the original, the screen would split when players got far away from one another, but with the Nintendo DS, every player would have their own screen, allowing them to get as far away as possible without the need of splitting the screen. There would also be a Download Play feature, allowing players without the cartridge the ability to play a part of the game cooperatively from someone with the cart. But if one wanted to play the full game cooperatively, each player would need their own cart.

The game would take place in randomized levels made out of tiles, which would be seen on a map in the top screen, while the lower screen would hold an isometric view with the characters rendered in 3D with a cartoony look. Just like in the original, the levels would actually be stacked on top of one another, allowing the player to fall down and get separated from his teammates. The player would move around levels by pointing to a spot on the ground with the stylus, and if the player touched an object the character would interact with it.
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Presents were coming back as items that could help, or hurt, you, and like in the original game their looks would change every run. This, combined with the random levels, would make every playthrough completely different. The players could also high five with each other to share their lives and health, and if one player were to pick up a present with another player nearby both would share the effect.

The only feature that would have been taken from the sequels was a rhythm mini game in which the player would tap on the bottom screen to obtain additional lives and presents. A Toejam & Earl game wouldn’t be the same without its iconic style and this was a huge aspect even in the initial pitch. The characters were supposed to be as lively as ever, having special close ups of certain actions in the top screen. The music was to be done in an old school funk style, this being a truly important part of the series.

While this game never passed the pitch phase, the franchise is still not dead. Greg Johnson, now with his own studio Humanature Studios, has successfully Kickstarted a sequel titled “Toejam & Earl: Back in the Groove”. This sequel promises to stay true to the original and takes things from this pitch, like the 4 player multiplayer.
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PlayStation Portable Video Games You Will Never Play

Article by: Sam Batten


Sony first announced development on their handheld system the PSP at E3 2003, but it wasn’t until May 2004 that the final console was revealed at a press conference. Later that year the PSP was released in Japan, while Europe and North American recieved it the following year. The PSP was released as a competitor to the Nintendo DS, and so it was designed to posses many more features than its main rival, boasting a large 4.3 inch screen and multimedia capabilities (such as the TV tuner and the ability to play films on the device).

The PSP could even connect to the internet and the PlayStation 3 to play and download demos and games. Many people in the gaming community believed that the Sony PSP would finally remove Nintendo’s dominance over the handheld market since the release of the first Game Boy. The PSP was a critically acclaimed piece of hardware from Sony and was immediately considered a cult system, selling more than 80 million units. But that wasn’t nearly enough to compete with Nintendo’s 154 million units sold.

Just like the previous generation of handhelds, superior technology did not translate into better sales. There were many iterations of Sony’s handheld, starting with the PSP-1000 (also known as the PSP “Phat”), then evolving into the slimmer PSP-2000. A third iteration of the device was launched in 2008, dubbed the PSP-3000, which included a built-in microphone and a new type of screen. The PSP-Go was then released in 2009, foregoing the usage of UMDs for digital versions of games stored on the device. Finally, there was the PSP-E1000, a budget version of the original handheld. The PSP had a 10 year lifespan until Sony finally discontinued it in 2014.

Throughout this ten year period, the system amassed over 960 games and over 670 films and TV shows. Some of the critically acclaimed and most popular titles on the system were the Monster Hunter series (2005 - 2010), Grand Theft Auto: Liberty City Stories (2005), Wipeout Pure (2005), Daxter (2006), Tekken: Dark Resurrection (2006), Patapon (2007), Crisis Core: Final Fantasy VII (2007), Final Fantasy Tactics (2007), God of War: Chains of Olympus (2008), Dissidia: Final Fantasy (2008), Gran Turismo (2009), Gundam VS Gundam Next Plus (2009), Tactics Ogre: Let Us Cling Together (2010), Kingdom Hearts Birth by Sleep (2010), and Metal Gear Solid: Peace Walker (2010).

This giant library of games was a double-edged sword for the PSP. They were great games that helped sell the system, but at the same time many players found these games to be better suited for the PS3 instead of the PSP. The DS, on the other hand, was its own platform that possessed its own huge game library (over 2,000). Nintendo’s games were tailored to a casual audience, which was at an all-time high thanks to the Wii, helping them sell over double the units of the PSP.

PSP owners were still able to enjoy niche and original exclusive titles such as Gurumin (2006), Crush (2007), Kenka Bancho (2008), Hammerin' Hero (2008), Disgaea Infinite (2009), Persona 3 (2009), Half-Minute Hero (2009), Ys Seven (2009), Jikandia: The Timeless Land (2010), ClaDun (2010), God Eater (2010), ZHP: Unlosing Ranger VS Darkdeath Evilman (2010) and Chikyuu Boueigun 2 (2011). Piracy could have also hindered the PSP as it was easily and quickly hacked. Owners of the hacked handheld could play homebrew games and download pirated games directly onto the hardware in a ROM format and play them for free.

Sony tried to counteract this by upgrading the software continuously, but the device remained hacked for nearly all of its lifecycle. This could have seriously hampered game sales as it was extremely easy to do and was well documented online. While the PSP was still a successful handled, games sales were not as high as expected. The hype over the technology caused many developers to announce promising titles for the console, but as always, not all of them saw the light of day. In the following pages we collected some of the most interesting and relevant lost games we’ll never play on our beloved PSP, to remember what could have been.


Advent Shadow

Article by: Sam Batten, Luca Taborelli (monokoma)


Advent Shadow was planned to be the second chapter in the ill-fated Advent trilogy of action adventure games created by GlyphX Games. This PSP chapter was developed by Full Fat (a little known team that mostly worked on licensed portable games) and would have been published by Majesco in 2005. The overarching plot of the Advent series was created by Donald and Geremy Mustard, while the main screenplay was written by popular science fiction writers Orson Scott Card and Cameron Dayton. Unfortunately, the first chapter of the Advent saga, Advent Rising (Xbox and PC), was met with mediocre reviews and relatively low sales. However, it managed to amass a cult following of fans who found the rich lore and interesting world design more than worthy of praise, leading to the attempt at a sequel.


[image: adventrising1]


The campaign of Advent Shadow itself followed the mercenary pilot Marin Steel, controlled by the player, during an alien invasion risking the fate of humanity. In the course of the game, Marin would encounter Gideon Wyeth, the protagonist of Advent Rising, though it’s unknown if the two protagonists would work together. Unfortunately, not much else is known about the plot. Based on footage and screenshots, there seemed to be a handful of playable environments. The most prominent of these setting was a space station orbiting a distant planet.

Other screenshots show the main character in what appears to be a desert and a city setting, possibly on the aforementioned orbited planet, but it’s not clear if the player would have been able to freely fly from place to place via spaceship or travel from one location to the other throughout the story. Combat in Advent Shadow followed the third-person shooter formula while implementing a new cover system in the process. In the revealed gameplay footage, the player is seen approaching a corner, pressing up against it, and then having the ability to look around/over it in order to survey the area and the enemies lurking around.
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Players would also have to traverse the areas by jumping on platforms, edging along small walkways, and scaling certain obstacles by wall jumping. Ken Gold of Majesco was quoted in saying that "The technical capabilities of the PSP system allow us to deliver to a handheld device, the cinematic experience that embodies the Advent Trilogy.” The company was very confident in being able to make a lasting franchise, going as far as hinting that they already planned out most of the story for the entire trilogy.

This would never be seen, however, as the trilogy (including Advent Shadow) was cancelled in 2005 due to financial difficulties following the low sales of Advent Rising and other games. GlyphX Games and Majesco were forced to drop the project and re-evaluate their entire business model. This would come to be the lesser of the two blows suffered by Majesco. By the end of 2005, they revealed that they had made a loss of close to $71 million. This forced the company to cancel both the game tie-in for classic movie “Taxi Driver” and a new action/horror project titled Demonik, while also selling the rights to Ghost Rider and the Darkness.

[image: adventrising3]


Majesco managed to stay afloat through all of this and continue to publish games to this day. Full Flat also publishes games today, though they’ve shifted to sports games on mobile platforms instead of shooters on the PSP. Even if Advent Rising ended with a cliffhanger, there is little chance that we’ll ever see the resurgence of Advent Shadow or any other game of the planned trilogy. The series creators Donald and Geremy Mustard moved on to start ChAIR Entertainment as a subsidiary of Epic Games, creating such titles as Shadow Complex (XBLA, PSN, PC) and the successful Infinity Blade series for iOS. As of now, they’ve shown no indication of ever returning to the Advent storyline.
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Earthworm Jim

Article by: Sam Batten


At E3 2006, Atari announced that they had obtained the online and handheld rights for Earthworm Jim and that they planned to develop a range of video games over the following five years. The first of these was a new Earthworm Jim for the PSP. During the announcement there were rumors about the project being made with the help of designers from Shiny Entertainment that worked on the original two games, including Dave Perry, Doug TenNapel, Nick Bruty and Tommy Tallarico.

However, a source that wished to remain anonymous said that the only original designer on the project was Dave Perry, though the new lead designer was a huge fan of the series. The game was initially believed to be a remake of the first Earthworm Jim, but it was then later revealed to contain mostly original content. The game was to retain the gameplay of the original, which was a 2D sidescrolling platformer where the player controls Jim across levels by running, jumping, swinging, and killing enemies with his gun.
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The game was going to use 3D graphics in a 2.5D viewpoint, with gameplay keeping true to the original platformers. The developers were also planning to have new features, including collecting different parts for Jim’s power suit like gloves, boots, and armor. These upgrades were going to be a way to make parts of the levels easier, such as a speed boost upgrade making traversing a conveyor belt section easier. There was also a feature described that would allow the player to stop what they were doing and perform dance moves, though this was never seen in action. GamesRadar also mentioned that the game was to feature a full music / dancing mini game.

Along with these single player additions, it was reported that there would be a two-player competitive mode, although there were no details released regarding what this would entail (a co-op mode up to 4 players was later added to the HD remake of Earthworm Jim for Xbox 360 and PS3). The PSP game was said to have a total of eight separate levels. Only two were ever detailed, being a remake of “New Junk City” from the original game, and a new level called “The Birds and the Bees”. This was set in a literal war between birds and bees and was said to contain points where Jim could change something in one part of the level to affect something else in another part of the area. By late 2006, Gamespot, GamesRadar and IGN were shown playable builds of the game, although it was running on a PS2 Dev Kit, before it was going to be moved onto the PSP. 
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This means that the game had actually not been played on a PSP system and there could well have been an issue with making it work correctly on the portable console. The build that these sites were given was just a demo of the remade New Junk City level. Although the other level was described, none of these sites actually played it and they were only told about the features that it would possess. A source that worked at Shiny Entertainment said that New Junk City was the only one completely finished and there were 4 or 5 unfinished levels, though he claimed the game was about 80% complete. GamesRadar mentioned new features that Jim would also have, including a jetpack that allowed the player to fly around the level, though it was described as quite hard to control. Also seen was an armor to better protect Jim. Finally, he could flatten himself against the floor and do the worm.

When IGN played the demo, they asked a number of questions to the developers regarding other content for the game. They were told that each stage of the game has multiple routes and secret areas, and that you could beat them in different ways to find different bonuses. They also reported that each stage would have a different boss and a number of mini-bosses, including the final boss of New Junk City that was entirely made up of rubbish and would turn into a ball and smash everything in sight. The wry sense of humor that the series became known for was also said to be evident, such as at the end of the demo with Jim getting flushed down a gigantic toilet.
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Originally slated with having an early 2007 release, Atari put the game on hold and by mid-2007 the game seemed to be cancelled. Alissa Bell, an employee from Atari, was contacted by Andrew Yoon from Joystiq and was quoted as saying “I believe EWJ is off the roster. May be revisited in the future, but the title is, as I hear it, on hold.” There is a large amount of speculation as to why this game was cancelled, especially after having good feedback from sites who had played the initial demo and a character that has a large cult following, though the main reason that has been reported is financial difficulties.

GameZone produced a speculative report as to why the game had been cancelled stating that royalties had a large part to play. “Earthworm Jim was originally published by Interplay, the often money-troubled company that sold off the entire Fallout franchise to Bethesda Softworks to help combat their debt problems. Back in 2006 though, before the sale of the entire Fallout intellectual property, it was reported that they needed $75 million to complete their Fallout MMO project and just by chance, this Earthworm Jim project was set to start around the same time frame. So as luck would have it, Interplay was in dire need of money and had no way of paying off owed royalties from years past to Shiny Entertainment that included the television show, toys and much more that sent the worm into the stratosphere of superstardom.”
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Another theory involves the Shiny Entertainment’s shift in management. Around the time that the game was put on hold, Atari sold Shiny Entertainment to Foundation 9. These companies then merged to become Double Helix Games. The last game that was developed and released by Shiny Entertainment was the official game for the film The Golden Compass, released in 2007 on the PS2, PS3, PSP, Wii, Xbox 360 and the PC and published by Sega. In fact, two sources that worked at Shiny Entertainment at the time have both said that the cancellation was mainly due to Shiny being sold to Foundation 9. One of them said that Foundation 9 wanted all of their resources to work on The Golden Compass and so development on other titles stopped.

Even though this game was cancelled, there was hope for an Earthworm Jim 4 being released, with Interplay announcing it in 2008. However, no more was said on this until 2010 when creator Doug TenNapel denied that this was happening. The original creators/developers are still very active in the gaming community to this day. David Perry is the CEO and co-founder of Gaikai. The company has now been acquired by Sony and is working on Playstation Now.

Talking about an Earthworm Jim sequel, David Perry was quoted in 2012 saying that "It's one of those things that, no one's got the time right now. I'm sure it's going to happen, I just can't tell you exactly when." Doug TenNapel’s latest game is a point-and-click adventure game called Armikrog in partnership with Pencil Test Studios. It is considered a spiritual successor to The Neverhood and uses a clay animation art style. He also works on his comics such as Tommysauraus Rex, Nnewts and others. Nick Bruty is now at Rogue Rocket Games, working on a spiritual sequel to Giants: Citizen Kabuto. Last, but not least, Tommy Tallarico is the co-founder and current host of Video Games Live, a touring orchestral show that performs video game music scores.
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Gekido: The Dark Angel

Article by: Silvio Carréra, Luca Taborelli (monokoma)


The original Gekido: Urban Fighters was developed by the Italian studio NAPS Team and was released in the early 2000s for Playstation. The game played like a classic beat'em up (defeat enemies to progress and fight tougher enemies, rinse and repeat), but with multiple paths to follow while exploring the levels and a 4 players brawl mode. Thanks to its style, interesting characters, a great soundtrack (Fatboy Slim, Apartment 26) and fun gameplay, Gekido gathered a cult following of fans in Europe and USA.
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New, 2D chapters of the series were planned to be released for Nintendo’s Game Boy Color and Nokia’s N-Gage but those ended up getting cut. Later on a sequel named Gekido Advance: Kintaro's Revenge was finally released exclusively for the GBA in 2002 (showcasing some of the most beautiful 2D sprites and animations ever seen on Nintendo’s portables).

The lost Gekido: The Dark Angel for the PSP was supposed to be the third entry of the franchise. It was meant to take things a step further, making the gameplay even more deep and open ended, with free roaming areas to explore, puzzles and a new combat system. When the first images and trailer of Gekido: The Dark Angel were published online, gamers and journalists praised the title for its graphic and style, hoping to play it soon on their PSPs. A few screenshots and some footage surfaced in early 2006 displayed the main character Samuel bearing a striking resemblance to Dante from Capcom’s Devil May Cry.

The environment and enemies also showed a medieval / gothic style, much different than what was seen in previous Gekido games. This made people assume that The Dark Angel’s gameplay would have been more similar to DMC than Gekido, but NAPS Team told us that this was not the case: the game would have followed and expanded what they did in their earlier games.
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From the screenshots and footage, we can see that the game would definitely follow a action oriented structure, with its fair share of blood and gore. In one of the images we can also see an underwater section: it would have been interesting to see if and how underwater combat could have played. The Dark Angel initially started as a sequel to the GBA game but then switched to PSP in order to make it even better.

The wonders of Gekido PSP did not pass unnoticed by major publishers, and NAPS Team received many proposals to support their new game. Unfortunately, at the time the PSP was not selling enough units to warrant the needed resources to complete such an ambitious project, and they decided to put it on hold, waiting for better times. NAPS Team worked on Gekido PSP for about 2 years (planning a release date for December 2006) before stopping, and they were able to develop an early playable prototype, almost in beta phase.
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While in the end the PSP was probably not the right console to create a Gekido sequel, NAPS Team still own the IP and continue experimenting with possible sequels every few years (as in october 2014 with the announced, but never released, Gekido for smartphone and tablets). The studio released their latest games on Android and iOS, but as they are a licensed developer for Xbox One and PS4, we can still dream about a new Gekido game for the current consoles.

[image: gekidothedarkangel_5][image: gekidothedarkangel_6]


References:



	Interview with NAPS Team


	www.ign.com/articles/2006/03/15/gekido-the-dark-angel-interview


	www.unseen64.net/2008/04/08/gekido-the-dark-angel-psp-cancelled









Landstalker

Article by: Sam Batten


Landstalker for PSP was set to be a remake of the highly popular action RPG Landstalker: Treasures of King Nole that was originally released on the Megadrive / Genesis in 1992 (Japan) and 1993 (North America and Europe). As with the original game, this PSP remake was in development by Climax Entertainment (also behind such classics as Shining in the Darkness, Shining Force and Dark Savior) and was planned for a Spring 2006 release in Japan.

The original Landstalker is highly regarded by people that played it on the Megadrive and is often referred to as the Megadrive's Zelda. It was an adventure of the elf like hero Nigel and his Nymph friend Friday. Landstalker for the PSP was first reported in the September 2005 issue of Famitsu, which included the first details of the game but no screenshots. Only a single teaser artwork was put online on Climax’s website.
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The remake was described to feature 3D visuals with gameplay adjustments to accompany the new possibilities associated with the change from the 2D isometric perspective of the original. There were also to be new scenarios, side stories and a higher difficulty setting. The director and producer for the remake was to be Climax President Kan Naito, who worked on the original game.

The game made another appearance at TGS 2005 with the game having a dedicated booth that contained a diorama of part of the Landstalker world along with two PSPs that showed a tech demo of the 3D environment that had been created, with no gameplay. A new teaser site was put up on Climax Entertainment’s website which was reported to have been brought down sometime in 2008.

Using the Internet Archive Wayback Machine, it shows that there was a flash image on this page but it does not load properly so all that is shown is a black screen. Brandon Sheffield of Insert Credit reported that he spoke to Kan Naito and the Vice President of Climax Entertainment at TGS 2005. Kan was reported to have said that they had gotten back all the key staff and were making good progress remaking the whole game in 3D. There was not much else reported on the Landstalker remake after TGS 2005 and it seemed to quietly be cancelled with no reasoning from the developers.
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Even though this remake was silently cancelled, Climax Entertainment still had a working relationship with Sony and released other games on the PSP. These were Tenchi No Mon 1 and 2 (Kingdom of Paradise), and Ore no Dungeon, both of which were RPG games. In July 2008 Climax Entertainment released a game called Steal Princess on the Nintendo DS, which is often likened to Landstalker. This could be a game that they decided to develop instead of the Landstalker remake.

Even though Landstalker PSP did not see the light of day, the original has been brought back to the last generation of consoles. Landstalker was released on the Wii Virtual Console on September 2007 (North America) and October 2007 (Europe), then another four years later it was released on Steam in January 2011.

Climax Entertainment last released a game in 2012 on the Nintendo 3DS called Runabout 3D: Drive: Impossible, a driving game that was never published outside of Japan. There has not been anything else from this company after this, their website still has a homepage but all of the links are dead. They do not have a twitter feed either and a search on the Internet does not show any news regarding what happened to the studio and if they are still alive.
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Makai Wars

Article by: Sam Batten


Makai Wars was a strategy RPG game being developed by Nippon Ichi for the PSP. The game was announced at E3 2004 where a small pamphlet was handed out giving a small amount of information. Makai Wars was to have a very similar art and game play style to Nippon Ichi’s other games: Disgaea and La Pucelle. These games were praised by fans for their beautiful art style and their fun engrossing characters, many of which had spin-offs of their own such as Prinny, the popular penguin henchman.
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Both games are strategy RPG’s that have a range of larger than life characters for the player to use. From the similar look and game play of these games it would seem that Makai Wars would be pretty similar, but with a new world, characters and some original features. In Q1 of 2005 though it was announced that the game was to be put on hold so that Nippon Ichi could work on its other titles. IGN confirmed with Nippon Ichi’s American representatives that they are a small team and had hoped that they could broaden into the portable market.

They also said that there had been many difficulties while developing Makai Wars and the game was not coming on as expected. IGN also spoke to Jack Niida from Nippon Ichi who said that the game is just “placed aside for now” but this rarely bodes well for a game. It was said that they would be concentrating their efforts on the PS2 which included a translation of Atelier and a North American release of Phantom Kingdom, which was to be released as Makai Kingdom. Not much else was said about Makai Wars PSP after it was put on hold.
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This was until TGS 2005 where Nippon Ichi said that the game would now be being made for the PS3. This could also be supported in an almost whimsical way as Asagi, the girl who was meant to be the main character for Makai Wars, made a cameo appearance in Makai Kingdom which released the same year. In this Cameo Asagi broke the fourth wall and directly told the player that she was going to be the main character in the next Nippon Ichi game. Unfortunately it seems that Makai Wars was not to be on PS3 either: it was once again put on indefinite hold and it has now become a running joke throughout Nippon Ichi’s other games.

There has been mention of it as a cancelled film which was in development hell, in the PSP version of Disgaea 2, the name has also been used as an item in a few of the Disgaea games. When Asagi made a cameo in Prinny: Can I really be the Hero? She is mocked by Prinny saying they heard she was going to star in “Makai Wars (Pending)” and that she should change her name to “Asagi (Pending)”. There is also a special ending at the end of Disgaea Infinite (an interesting visual novel on the PSP) where Asagi tries to buy a time machine so she can go back to get the game released. How many development teams have such a level of self-irony to take fun of their own failures? Nippon Ichi are really a crazy and lovable studio.

It seems as if Asagi will never get her own game, but in 2011 Haru Akenaga was asked about Makai Wars in a fan powered interview. When asked about the game he said that “The president at the headquarters, Mr. Niikawa, is always planning Makai Wars in his mind and thinking about it. Every time I talk with him, he’s talking about Makai Wars. It’s not time for it though, there’s nothing concrete”.

It seems that it will just always be a running joke from the company though as once again in 2013 there was a tease from Nippon Ichi called Makai Wars OOOO: it was not for a game but for a live event starring voice actors called Makai Wars live. Nippon Ichi released Disgaea: Afternoon of Darkness in 2005 and Prinny: Can I really be the hero? in 2008 along with many other games for the PSP.

They have been consistently releasing games for PlayStation consoles and handhelds for twenty years and "World’s Longest 5 Minutes" for PS Vita was their latest released in summer 2016. Fans of the series will never see Makai Wars for the PSP or the PS3 but it is almost a certainty gamers will see Asagi pop up again in some form or another in future Nippon Ichi games and maybe one day she could be able to change her name to Asagi (Released).
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Resident Evil Portable

Article by: Sam Batten


Resident Evil Portable was a new survival horror in the Bio Hazard series that was being developed by Capcom for the PSP system. It was officially announced at E3 2009 with just a teaser title and was slated for a 2010 release. According to Capcom’s Twitter feed and Jack Tretton (Sony SCEA CEO), it was being designed specifically for the PSP Go and would be a completely original story in the Resident Evil series. Chris Kamer from Capcom wrote on his blog “I can tell you that Capcom is working very closely with Sony on this title, as it’s something that both companies have wanted on the PSP for quite some time.” Thus begs the question: why didn't this game release when both companies were obviously excited to bring Resident Evil to the system?
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The game failed to make a showing the next year at E3 2010 to a lot of people's surprise. It was not on the show floor and was not mentioned in Capcom’s media briefing. An unnamed Capcom employee was asked about the game and they declined to comment. Instead of showing the PSP version of the game, Capcom showed the new Resident Evil: Revelations for the 3DS instead. There is a lot of speculation around what happened to the PSP game as Capcom made no further announcements.

One of the reasons that is posited is the fact it was developed to utilise the PSP Go. The PSP Go was a huge flop, as many consumers did not like that it completely got rid of the physical library (UMD’s) and relied on a digital library instead (with high prices for games). The online-only approach was still in its infancy and many consumers were still not ready to make the change. Along with that, the PSP Go was also expensive and did not sell very well at all. Many handheld gamers were instead opting for the PSP 3000.

The other big rumour that surrounds this game is that it was scrapped and the ideas were instead put into Resident Evil: Revelations for the 3DS. Revelations came out to rave reviews and was praised for its return to roots in survival horror, rather than the action games that the main Resident Evil series were becoming. Capcom did not release many original games for the PSP after Resident Evil Portable disappeared. Most of the titles that were released were just ports of classic games, including others from the Resident Evil series (namely: Resident Evil Directors Cut, Resident Evil 2, and Resident Evil 3).

It appears the only original games that were released by them for the PSP was a game called Sengoku Basura: Battle Heroes and its sequel - games very similar to Dynasty Warriors titles. Of course, these will remain rumours, as there never was an official word of cancellation for Resident Evil Portable. Seeing as the PSP Go has reached the end of its life cycle years ago, it can be assumed that this title will never leave the Capcom mansion alive.
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Saints Row: Undercover

Article by: Luca Taborelli (monokoma)


Saints Row: Undercover (also known as Saints Row: The Fall in its early phase) is a canceled chapter in the popular over-the-top open world series by Volition, planned to be released for Sony’s PSP. This game was meant to be the first entry of Saints Row for portable consoles and while a 3DS version was also announced many years ago (titled Saints Row: Drive-By), neither of them were ever released. Development on Undercover was originally started by Mass Media Games (a company that already worked with Volition on the PS3 version of Saints Row 2) and then transferred to Savage Entertainment (the same team that ported Star Wars: Battlefront II and Medal of Honor: Vanguard to the PSP). Initially Volition wanted to simply port Saints Row 2 to the PSP, but after a while the project became a new, original sequel, with its own story and characters.
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Saints Row: The Fall was to be set between Saints Row 1 and 2, but thanks to the success of SR2 they later decided to create a sequel to the second game, to expand its story and making it more interesting for the fans. In Saints Row PSP the city would have been split as a result of a civil war within the Saints. The Third Street Saints, who the player would have joined, possessed only a little area in the middle.

We would have took the role of an undercover cop, charged with investigating the civil war within the Saints, and at the end of the game we could have decided to join them and betray the police. The plan for Undercover was to create something similar to the GTA games released for the PSP, keeping the core gameplay of the series, with crazy gameplay, a fun world to explore, character customization and coop multiplayer.
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The game would have had 20 main story missions to complete, along with the usual SR side activities to earn respect points. Savage Entertainment developed a short playable prototype, but unfortunately after multiple reviews Volition decided that Undercover just wasn’t meeting the standards of what they thought a Saints Row game should be. The game was canceled and the PSP dev kit on which the project was created was hidden away in one of Volition’s storage rooms.

Only many years later Saints Row: Undercover was found again thanks to Josh Stinson (Associate Video Editor at Volition), that stumbled upon that PSP dev kit while looking around their office. After talking about it with colleagues and with the support of Alexander Mejia (Video Producer at Volition) and Mike Watson (Community Manager at Volition), they were able to convince their bosses that such a lost games should have been shared with the fans, as an interesting curiosity and a piece of gaming history to preserve.

During Volition’s stream on Twitch on the 22 January 2016 they officially shown Saints Row: Undercover to the world, with high excitement from fans. Volition freely released online the complete Saints Row: Undercover prototype walk through, the design doc and the fully playable demo: we don’t often see companies so open to share files and documents from their lost games, so we love Volition for taking such a bold decision. Huge props to them!
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The Elder Scrolls Travels: Oblivion

Article by: Luca Taborelli (monokoma)


The Elder Scrolls Travels: Oblivion is a cancelled action RPG in The Elder Scrolls series that was planned to be released for the PSP, based on the main Oblivion game released for PC, Playstation 3 and Xbox 360 in 2006. The game was in development since 2005 at Climax Group London (formerly known as Syrox Developments, a studio that mostly worked on licensed games for portable consoles) with some help from Climax Group Los Angeles (their business & development studio).

The portable version of Oblivion would have boosted new characters, a reworked inventory system, a PSP-designed combat system, original levels and more features exclusive for the PSP. Because of the Playstation Portable hardware limitations, Elder Scrolls Travels: Oblivion was going to be a more linear game than the original Bethesda Game Studios version. There was a hub world which contained various vendors, NPCs and story characters, and player would have used a teleportation crystal to go to each of the explorable areas of the game.
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The hub world would change and react to the events that went on in each area, for example going on a side mission in a level and rescue an NPC, that NPC may show up in the HUB world as a special vendor or quest giver. Each area had multiple paths to be explored that were open or closed depending on which quest was active. Oblivion PSP was designed in a way that would maximize the console limitations, but there were a lot of levels planned and at one point Climax even thought it might have to be split onto two UMDs.

The team at Climax had access to early builds of Oblivion and played it heavily to be able to better get the feel of the main game. Even Todd Howard was really impressed with the design that the team was able to create for the portable version, which included all of Oblivion’s main core mechanics, plot, characters and playable areas related to TES4: Oblivion’s storyline. The game took place at the same time as Oblivion, but wanted to express that the Oblivion Crisis was happening all over Tamriel, not just in Cyrodiil, so it was set in and around High Rock. Some of the levels were set in Moonguard, Anticlere, Glenpoint and even Daggerfall, each with their own explorable world areas and plane of Oblivion that was a unique reflection of the level location. In The Elder Scrolls Travels, players would have helped a Mage try to stop the Oblivion Crisis, and each plane of Oblivion featured it’s own unique boss.
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The designers had planned more than 180 quests, which took on a variety of things from the main quest line to a huge variety of side quests, including quests for the various guilds. The plotline (and side quests) on PSP referenced the Oblivion game and plot line at several points to tie the two products together, and even explained / foretold some of the events of Oblivion – for example, the Dark Brotherhood quest line heavily featured Lucien Lachance (before his demise in the main Oblivion game).

The team developed a few playable levels using Renderware Studio and most of the core gameplay systems were already working or planned, as well as the combat mechanics (which allowed the player to sub-select parts of an enemy when targeting them, due to only having one analogue stick on the PSP), inventory system, TES character statistics system using Oblivion’s own attributes / skills formula and the conversation system. Although the PSP game was announced for release in spring 2007 and the team had already created some great content, The Elder Scrolls Travels was soon cancelled and it vanished without any official comment from Climax or Bethesda.

[image: oblivionpsp3]


The original deal was signed with too little time and not enough money to actually make it. In early development Climax was going to use their own internal 3D engine for PSP, but when that didn’t move quick enough they switched over to using Renderware Studio (which was already being used on other games) for an easier and faster development. Sadly this was too late to save the project and Oblivion PSP was never completed.

Luckily a couple of playable prototypes (June 2006 and January 2007 builds) were leaked online in June 2016, thanks to a Reddit user and an anonymous benefactor at Tamriel Foundry. Gamers can now play these early demos to feel what the final game could have been. In 2007, Climax went through an internal restructure for economic issues and their London studio was closed down. Today the remains of Climax Group are alive under the name Climax Studios, and their latest released game was Assassin's Creed Chronicles for PC, PS4 and Xbox One.
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Ushiro

Article by: Alberto Li Vigni (Yota)


Ushiro is a cancelled, turn-based RPG for PSP which was slated to be release in 2009 by Level 5, the creators of many beloved role play titles such as Dragon Quest VIII, Dark Cloud, White Knight Chronicles and Ni no Kuni. Even though a brief trailer of the game was shown during TGS 2008 and hype was already high among fans of the studio, very little is known about this title apart from the main character being a Shinigami (Japanese for “god of death”) who was named Reiichiro Ushiro. The other main character was Nanako, a teenage girl. The mischievous spirit’s hobby was to grant a last wish to humans, especially those with suicidal tendencies.
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Ushiro had the power to possess people, listen into their conversations and eventually fight the evil presence hidden in their souls. In the game, the god of death would have made contact with Nanako during some kind of tragic event and the two characters would have started a new adventure together. The concept sounded interesting, but Level 5 removed Ushiro from its official Japanese website in 2009 and the game was never seen again..

In 2014, after the game was canned, Kadokawa Shoten Publishing announced the release of a light novel based on the game’s story called Ushiro: The Displeased Death God and an Ushiro manga started serialization in May 2015. Even though the game was cancelled, Level 5 released a few other games for Sony’s PSP: Danball Senki, Jeanne d'Arc and Time Travelers. There are no official reasons why the project was never completed, for sure fans of Level 5 and strange RPGs have lost another interesting title for their collection of portable role play adventures.
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How to help Unseen64

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



	Email us: info@unseen64.net


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


	Like us on Facebook:facebook.com/unseen64


	Follow us on Twitter:twitter.com/unseen64






Here are five ways you can help support Unseen64:


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


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


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


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


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


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


Are you a developer?

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



	Are you a game developer?


	Did you work on a canceled game?






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


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


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


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



Authors & Editors: Unseen64 Collective




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





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

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




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

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

Online: @allan_paxton




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

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

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




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

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

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




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

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

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




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

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

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




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

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

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




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

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

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




Name: Cage Arthurs | Date of birth: June 1994

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

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




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

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

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




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

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

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




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

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

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




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

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

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




Name: Evan Gowan | Date of birth: 1982

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

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




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

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

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




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

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

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




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

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

Email: fhpgarcia@gmail.com




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

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

Email: unknownmr.m@gmail.com




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

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

Online: @GamerAngel_301 | gamerangelsblog.wordpress.com




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

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

Online: @ottospooky




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

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

Online: jeffwheaton.weebly.com




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

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

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




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

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

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

Online: www.gaming.moe




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

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

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




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

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

Online: www.youtube.com/user/LiamRproductions




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

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

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




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

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

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




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

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

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




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

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




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

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

Online: @OaklandKao




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

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

Email: larringtonl@yahoo.co.uk




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

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

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




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

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

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




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

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

Email: ragnarok1516@gmail.com




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

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

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




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

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

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




Name: Sam Minnich | Date of birth: 1997

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

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




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

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

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




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

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

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




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

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

Online: viciousundertow.wordpress.com | @ViciousUndertow




Name: Tony Peters | Date of birth: 1982

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

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




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

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

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




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

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

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




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





We would like to thank




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




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





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




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




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

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

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