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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.









GameCube games you will never play

Article by: Tony Peters

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

By the time the competition began popping up on the market, the Dreamcast had dug its grave and all but buried itself. Sony's PlayStation 2, Microsoft's Xbox and Nintendo's GameCube would spend the next five years clashing above its corpse, each occasionally stopping to pick fruit from the tree growing where Sega laid its last child to rest. In the end, the victory belonged to Sony. Actually, "achieving victory" may not be a powerful enough way to describe the PS2's run. Sony didn't simply win the sixth console generation - their second in a row, mind you. They walked so many victory laps, they were still going until the console's worldwide discontinuation in January 2013, one month before the announcement of the eighth generation console, the PS4. The PS2 went on to sell 155 million consoles worldwide; no other sixth generation console would reach even 30 million.

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

After the Nintendo 64 came up short against Sony's PlayStation, 32.93 million consoles sold versus 102.49 million, Nintendo reevaluated their strategies. They had high hopes that with the GameCube they could restore their fading image and regain lost market share. After a successful launch, the GameCube was unable to sustain that momentum, and Nintendo would spend a significant amount of the sixth generation in last place: it went on to sell only 21.74 million consoles. Once again allowing arrogance to convince themselves that profitability from proprietary media was more important than the games on said media, Nintendo built the GameCube around their own mini-DVD format. These discs could only hold a fraction of the memory that a normal DVD could, making ports and multiple platform releases unnecessarily difficult.


In attempts to divert attention from what the GameCube couldn't do compared to its competition, Nintendo introduced accessories and add-ons like the Game Boy Player (which allowed Game Boy games to be played on the TV), the GameCube to Game Boy Advance Link Cable, and broadband and dial up modems to drum up customer interest. While the GBA Player was a mild success, the others proved failures, especially the modems that would highlight Nintendo's inexperience with the internet.

Regardless of which sixth generation console(s) that a gamer chose, Nintendo's GameCube offered a wide range of awe-inspiring, award-winning games: Eternal Darkness, Metroid Prime, Pikmin and Super Monkey Ball while giving gamers new entries in the Mario, Zelda, Animal Crossing, Mario Kart and Smash Bros franchises. Cult titles and hidden gems available on the GameCube were games such as Phantasy Star Online: Episode I&II, Cubivore, Gotcha Force, Beyond Good & Evil, Viewtiful Joe, Chibi Robo, Killer7, Giftpia, Odama, Donkey Kong Jungle Beat, Freedom Fighters, Metal Arms, Baten Kaitos, I-Ninja, and many, many more.

The sixth generation will be forever remembered as a trend-setting generation. The innovations that console makers pursued during this time with regard to hardware, online and software discussions, not to mention in game development and design, are often taken for granted today. Sony may have won the competition to sell the most consoles, but the GameCube still received a now-legendary library of games. Unfortunately though, a lot of projects never came out. In the following pages we’ll take a look at some of the most interesting cancelled games planned for the GameCube.






Action Adventure

Article by: Luca Taborelli (monokoma)

Simply nicknamed “Action Adventure,” this cancelled GameCube project was one of the first concepts ever created by the now popular team Retro Studios, when they were founded by Nintendo under the mission statement of complimenting the big N’s line-up for their “next gen” Dolphin console with more adult-oriented content.

Almost immediately following its establishment in 1998, Retro Studios’s workforce had been split into 4 teams to work on pitches to be delivered to Nintendo’s management. Unfortunately the first impressions of Retro’s efforts were less than complimentary. A few months into 2000, Shigeru Miyamoto, a pre-presidency Satoru Iwata and Nintendo of America’s then senior director of production, Tom Prada, paid the Texas studio a visit to check on their progress and cast a critical eye over proceedings.

[image: actionadventurebeta01]


Up until this point, Retro had been engaged with conceptualisation on their several projects in the works. There was their sport game NFL Retro Football, a fantasy RPG named Raven Blade, a car combat project titled Thunder Rally and the enigmatic sci-fi Action Adventure. When NCL’s juggernauts descended, each game was submitted as a 3 page design document with early material (e.g. test animations, drawings, incomplete engine work etc.) as full prototyping had yet to begin. Miyamoto and the others did not like what they saw at Retro at all.

After a couple of years working on those concepts, the studio had not really developed much and the quality was still far away from what Nintendo wanted to have from such a team. To refocus Retro resources into a single game, all previous games were soon cancelled by Nintendo and unfortunately details on these projects are sparsely available, though some materials were leaked online over the years.

Action Adventure seems to have been one of the less-bad games in the bunch, with an interesting setting, a quite-solid 3D engine and interesting character design. It was set to be a sci-fi themed third person (and later first person) action game, featuring three intensely sexualised female protagonists in tight-fitting space suits, fighting an onslaught of insect-like aliens and futuristic neo-nazi villains (with artwork drawn by former Retro’s concept artist Arnie Jorgensen).

[image: actionadventurebeta05]


As the project never entered into full production, its gameplay was only conceptualized by Retro’s team at the time, but we can assume that if it would ever have been completed, it could have played similar to a more combat / action oriented version of Metroid Prime. Action Adventure’s settings and female protagonists are probably the reason why it is commonly thought that the game was somehow ‘reworked’ into Retro’s first Metroid game; although, this is not entirely accurate.

Miyamoto first suggested Retro work on a new Metroid in a separate discussion from ‘Action Adventure’. It was later during his stateside trip that he would realise the potential for its “mature looking” 3D engine to be repurposed for such a game and suggest it be so. In the months that followed, Retro would do just that – modify the Action Adventure 3D engine to accommodate for what was, at the time, going to be a Metroid third person shooter.

In some of the earliest concepts created for Prime, you may notice a certain number of documents carry an unusual quirk about them. In one set of environment sketches, for instance, there is an inexplicable, recurring use of the word “monkey” to label rooms and features. Examples of this include the ‘Incinerator Drone’ boss, which is tentatively dubbed ‘monkeyFlamethrower’. What’s perhaps even stranger is that the filename designated to its music theme in the game is ‘rui_monkeylower’.

[image: actionadventurebeta02]


The reason behind such funny naming was revealed by a former Retro Studios employee, saying that “BloodMonkey” was the name of a character in Action Adventure before it was canned to work on Metroid. It seems that the team that was working on the canned prototype reused some of its level designs and early assets for Prime or at least that they kept the name as a memento from their original, lost concept.

Being canned in an early alpha stage, we will probably never see much more from Action Adventure, but it has to be remembered as the one project that mostly contributed to the birth of Samus Aran’s first 3D adventure ever. Today, Retro Studios is one of the most respected and popular teams working on Nintendo platforms and it’s even more fascinating to think about all the mess and unfinished projects that they left behind from the early years of their existence.

[image: actionadveture2]
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Dead Phoenix

Article by: Sebastian Zavala

Dead Phoenix was a video game that was supposed to be released for the Nintendo GameCube. It was announced as one of the Capcom Five, a set of five Capcom-developed games originally planned as GameCube exclusives, with the other four games being Resident Evil 4, Killer7, P.N.03, and Viewtiful Joe. Dead Phoenix, however, failed to make an appearance at E3 2003 and was subsequently removed from Capcom’s website and release schedule. As for the other four, only P.N.03 remained a GameCube exclusive. The other three games were all eventually ported to the PlayStation 2.
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Very little is actually known about Dead Phoenix. The game was cancelled before sufficient development had taken place, so details regarding the story and gameplay are very scarce. Additionally, it was never shown in playable form. It was to be a 3D shoot ‘em up, similar to Panzer Dragoon, featuring a winged man named Phoenix. Players would take control of the protagonist as he flew around shooting massive enemies, with the aid of allies on foot.

It was said to be set in a somewhat mythical world, full of demons and dragons on a flying island that was constantly evolving and changing. The trailer certainly generated its share of attention. The main character appeared to fight alongside other troops, destroying hordes of monsters and gigantic bosses (which resembled giant lizards and dragons). The hero's arm also appeared to continually morph into different forms of an energy cannon, eventually transforming him into a phoenix. Players had absolute control of the protagonist; they could even lower themselves down to the ground, and weren’t limited by predetermined routes.
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According to Capcom, the main goal of the game was to allow players to "freely fly like a bird into a world of epic proportions." They wanted the flying controls to be so good that players could feel feel the wind beneath their wings. Although the game was cancelled, rumours of it being brought back into development are common within some circles of gamers. One rumor that has become infamous is IGN’s theory of Dead Phoenix being the next generation of Kid Icarus. This began with an article covering GameCube rumours, and a statement from the game’s producer, who called it Little Phoenix. After all, the similarities between the now-dead game and the popular Nintendo franchise are irrefutable - Dead Phoenix’s angelic character would be the perfect fit for a Kid Icarus game, and although its dark, edgy style would seem a little “too much” for a Nintendo game (especially after Kid Icarus Uprising’s humorous tone), it could result in an interesting title.

Why was this title cancelled? There are quite a few theories floating around. The main reason, though, could be that GameCube sales weren't as high as both Capcom and Nintendo hoped, which was the reason why their exclusivity agreement was eventually ended. The only game that stayed exclusive to the GameCube was P.N.03, and that particular game wasn’t ported to other consoles only because it was critically panned and didn’t sell very well. While fans have hoped for a continuation of the Dead Phoenix project, Capcom has refused to comment on the possibility of a resurrection. As further confirmation of the game’s demise, the trademark in the United States Patent and Trademark Office was listed as “Abandoned-Failure To Respond Or Late Response” in 2004. Therefore, it is unlikely Capcom will ever return to the project.
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Donkey Kong Racing

Article by: Sebastian Zavala

A tech demo for a Donkey Kong game on the GameCube was shown at Space World 2001. The game was called Donkey Kong Racing and showed various characters, including Donkey Kong, Diddy Kong, and Taj the Genie racing on Ellie, Expresso, Rambi, Enguarde, and Zinger. Presumably, there were additional characters such as Necky, Army, and Chomps Jr., who had been introduced in previous Donkey Kong games by Rare. The game was also shown at E3 2001, and featured a superb tongue-in-cheek parody of the speeder bike chase from Star Wars - Episode VI: Return of the Jedi.
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This project was going to be a spiritual sequel to Diddy Kong Racing for Nintendo 64. Sadly, following the sale of Rare to Microsoft in 2002, they announced that they were concentrating their efforts on Xbox games. Hence, these ended up being the game’s only public appearances. Rideable creatures seen were Rambi (in regular, giant, small, and small-red variants), Enguarde the Swordfish (with a purple variant), Ellie the Elephant and some Zingers. Creatures rumored to be rideable include Expresso the Ostrich, a Chomps shark, a Necky and an Army.

It is not known if all the characters from Diddy Kong Racing were going to reappear in this game, but with the inclusion of Taj, it seemed likely. The slogan for Donkey Kong Racing was "LET'S RIDE" as can be seen at the end of the trailer. It has been said that the Donkey Kong Racing concept was somehow ported to the original Xbox, minus the Nintendo characters. It was then that the game became known as Sabreman Stampede Racing (an IP which originates from the Stamper brothers’ first development studio, Ultimate Play the Game), with the Sabre Wulf cast of characters.
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This Xbox version evolved into something more than just a racing game, and Diddy Kong Racing’s “adventure style” was expanded. According to Lee Musgrave, lead designer of the project, "Over the course of the next 18 months or so, it went from being a track-based animal racer to a more open-world game with Tamagotchi-style features, in which nurturing your animal became a key mechanic." Sadly not much information is available on the subject, and in the end even the Xbox version was cancelled.

An Xbox 360 port was started too, but never finished. “It was such a wide game in terms of content, and the development went off into the woods a little bit,” Musgrave admits, “It took a long time to do, and at the same time we were trying to build engines for consoles we weren't familiar with.” Some of the concepts of Sabremen Stampede 360 were reused as initial ideas for Banjo Kazooie: Nuts & Bolts. “It was a pure racing game”, says Musgrave, “The underlying software mechanics were actually based on car physics, but it also incorporated the idea of riders jumping between different animals mid-race, to always be riding the ones that were bigger or faster... we had some awesome gameplay in place, and it was lots of fun – we even had a multiplayer version working – and when you fell off, you had to tap-tap-tap (HyperSports style) to run on foot and catch up with an animal. Fun, but it lost some appeal without the DK universe around it…”
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This was the most interesting new feature in the game, and surprisingly enough, it hasn’t been replicated in any other project yet. The idea was to take the existing racing game concept of having multiple drivers and vehicles (or, in this case, animals) with different characteristics (weight, size, speed, etc.) and apply it mid-game. It was to be different, fresh, and dynamic. “We tried to figure out what to do with it,” Musgrave continues, “We made a prototype version for Xbox, but because nothing else had been made up until this point, we essentially built it from scratch.”

Originally, two sequels (or spiritual sequels) to Nintendo 64’s Diddy Kong Racing were planned: Diddy Kong Pilot and Donkey Kong Racing. Diddy Kong Pilot eventually became Banjo-Pilot for the Gameboy Advance, a game based on Rare's Banjo-Kazooie. Even though Donkey Kong Racing was cancelled, Rare did manage to release one of their games on the Nintendo GameCube before switching to Microsoft consoles: Star Fox Adventures. Afterwards, they released a couple of games for the original Xbox: Grabbed by the Ghoulies and Conker: Live & Reloaded (a censored remake of Conker’s Bad Fur Day for the Nintendo 64), before starting to work exclusively on their Xbox 360 titles.
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Game Zero

Article by: Luca Taborelli (monokoma)


Game Zero (later known as Project Z3796WP) is a cancelled sandbox action platformer that Zoonami has been developing from 2000 to 2002 as an exclusive game for Nintendo’s Gamecube. The project became popular in 2000 as one of the early games announced for the - at the time - new Nintendo console, when former Rare employee Martin Hollis opened his own software house. Unfortunately Game Zero was never shown to the media and it was quietly canned after about 3 years of development.
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Martin started working at Rare in 1993 when he was hired to work as a programmer on Killer Instinct. After KI was completed he found out that Nintendo was about to acquire the license to develop a game based on the new James Bond movie - at the time still without an official name. It seems that Rare’s founders Tim and Chris Stamper were initially not sure about working on a James Bond tie-in, but Martin successfully offered himself to direct the project. In 1997 Goldeneye 007 was released for Nintendo 64, becoming one of the most popular titles ever produced for the console.

After Goldeneye, the same team started working on Perfect Dark, but in 1998 Martin left Rare with the project still unfinished. He wanted to explore the world and to work on something more exciting and original than a sequel. As we can read from an interview with Gamasutra in 2007:

“Gamasutra: Why didn't you do another Bond game?

Martin Hollis: We were offered the sequel. The rest of the team were keen, and in one respect, out of all of them, I was the one most likely to say, 'Yes' because I loved Bond. But I was able to say, 'No' in a second. A lot of the high level decisions on Perfect Dark were made to try and be different to GoldenEye but still reuse some expertise and engine. Really though, I needed to work on a game more different than Perfect Dark for it to be interesting.”
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After leaving Rare, initially Martin traveled to South East Asia for half a year and then went to America to collaborate with Nintendo Technology Division. They were busy working on the new “Project Dolphin” 128 bit console, only later renamed as GameCube. As he still wanted to work on innovative games, in 1999 Martin went back to Cambridge, United Kingdom, to set up an experimental indie studio, named Zoonami Ltd.

The original Zoonami team was composed just of a few people: Martin Hollis, David Jones, Edward Sludden, Gareth Rees, Paul Hankin and Richard Tucker. Zoonami soon created their first concept, an interesting and mysterious game that was internally nicknamed as “Game Zero”. Thanks to Martin’s good relationship with Nintendo, Zoonami signed a collaboration with them to develop this concept into an original GameCube exclusive title.

As soon as gaming websites and magazines found out about the deal, rumors started to circulate about a possible new GameCube first person shooter, authored by the lead director of Goldeneye and Perfect Dark. That was so far away from the truth. Probably most journalist did not know the main reason why Martin decided to left Rare in 1998, or they would have easily debunked such rumors. Zoonami wanted to create something original, not just duplicate Goldeneye.
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To give their fans some hints about what they were really working on, the team published a curious “censored pitch letter” on their official website in 2002, with a short description:

“We are currently working on a game, but we're not at liberty to reveal very much about it yet. You might want to check out some of the unfounded rumours about it. Meanwhile here is the project proposal, from our files”.



There are some key concepts that should be noted in this image: esoteric taste, small planet, telescope, device. After this letter, nothing more was announced about Game Zero, no screens or videos were ever released and Zoonami has gone quiet for a few years. Then in 2004 they announced another pitch named “Funkydilla”, an original one-button music game - that unfortunately never found a viable publisher. In July 2004 they updated their Website posting a placeholder image with a “spy-themed” desk, showing a gun, a pair of glasses, a briefcase and some top-secret documents. This rendering fueled rumors about Game Zero being a new espionage or hitman-themed FPS for GameCube, but both the press and gamers did not know that the project was already been canned since 2 years at that point. Zoonami disappeared again until 2006, when they finally released their first commercial game, Zendoku, for Nintendo DS and PSP. The studio only released 2 other games before closing down in 2010: Go! Puzzle for PSN and Bonsai Barber for WiiWare, both in 2009.

What exactly was Game Zero, how would have it been played and why was it cancelled? The main cause for its cancellation was that the concept they were trying to develop was too complex for its time, due to technical and marketing reasons. Game Zero would have been an original sandbox action platformer set in destructable voxel levels: players would have been able to mine rocks and terrains, gaining items and resources to build new structures. Does it sound a bit like Minecraft?
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We asked to Martin if Game Zero could have been a sort of ancestor for Notch’s popular sandbox game:

“Ancestor isn't quite the right word. After all I believe nobody connected to Zach of Zachtronics (Infiniminer) and to Notch of Mojang saw any part of GameZero. There's a connection. Minecraft has created its precursors.”



Unfortunately the destruction and building of voxels in Game Zero were too RAM-intensive to be suitable for consoles or PCs hardwares at the time. Zoonami did not want to continue working on something that was not keeping pace with their plans. The console gaming market was also one of their concerns as the most popular GameCube titles in 2002 were examples of traditional gameplay experiences (Resident Evil, Eternal Darkness, Super Mario Sunshine, Metroid Prime and Star Fox Adventures) in contrast with the sandbox, open-ended gameplay design planned for Game Zero.

In 3 years Zoonami did many experiments and created a playable prototype, but in the end they decided to cancel its development: it was not the right game and not the right market.

“At the time we stopped the project, we had developed a handful of levels with something of a platformer feel. The avatar and vehicles had antigravity movement mainly constrained to the ground, and the player discovered their goals were to navigate, to rescue a few characters from the level, and to collect items partly from the rock. The levels were fairly tightly circumscribed in space, much more like Mario 64 than an open world game.”



As it happened with Perfect Dark, Game Zero’s protagonist would have been a female character. But this time the game was set in a fantasy alien planet inhabited by strange yellow creatures. Players would have been able to explore different areas of the planet using vehicles and laser guns, in a cartoony graphic style created with simple voxel geometries.
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As they wrote in Zoonami’s original company profile:

“We know that the key element of a video game is fun. The most important thing for a game is not the number of features or objects or weapons or levels, or the special effects, not story, not sound, not graphics, not even characterization. All these are important and crucial to success, but subordinate to fun. We think it is important to provide new experiences for the player. Old games don't get played much, not because they are bad games, but because they are old. To fulfil the player's desire for variety we strive for creativity and originality.”



Unfortunately players never had a chance to have fun with Game Zero on GameCube and the project was later forgotten with the release of the new Wii console. When asked if it wasn’t “a bit depressing only to have released one game in seven years” in that same Gamasutra interview from 2007, Martin replied: 

“If some of your projects don't fail, that's evidence you're not taking chances. We are taking chances and a lot of our projects end up being cancelled or put on the shelf. I make the decision in most cases. Not every daring idea can be bought to fruition. [...] This sort of thing happens in movies and TV all the time, although they don't call it research. For every movie that comes out, there are hundreds of scripts. There's a lot of work goes on behind the scenes that no one ever hears about.”



Although Game Zero was never released, we are happy we had the chance to hear a bit more about this interesting lost project and we could take a look at a few images of the unfinished prototype. Today Martin Hollis is still working on experimental concepts, as in 2013 when he designed an interactive project called "Aim for Love", available to be played during GameCity festival of that year. Using cameras and big screens set in Nottingham's Market Square, people from the crowd could play by “aiming” at other people and interacting with each other, in a strange mix between an alternative reality game and a social experiment.
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Kirby Adventure

Article by: Jeff Wheaton


In 2005, during the Electronic Entertainment Expo, Nintendo revealed a trailer for a new Kirby game that was to be released for the Nintendo Gamecube. The game shown in the trailer was a side-scrolling game with 3D environments, similar to Kirby 64. Kirby was shown copying enemies' abilities, and then giving up those abilities to create helper characters that could be controlled by the AI or another player, similar to Kirby Super Star for the Super Nintendo.
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In Kirby GCN, as the game would come to be known, this could be done with up to three other players, as opposed to the one player limitation in Kirby Super Star. Details on the game were limited afterwards, and the game would be absent from Nintendo's showings in events that followed. In late 2006, Nintendo Power magazine no longer listed the game on the upcoming releases list for Gamecube, and nothing would be heard about it until six years after its announcement.

There are a few elements from Kirby GCN that would survive and appear in later Kirby games. The most notable of these was the massive robotic DeDeDe boss seen in the trailer. This enemy would make its official debut in Kirby Mass Attack for the Nintendo DS as HR-D3, a boss in one of the included sub-game modes, and would make a second appearance as a boss in the Extra Game mode in Kirby's Return to Dreamland. Additionally, the music heard in the trailer would later be used as the music for Return to Dreamland's Arena and True Arena sub-game modes, as well as being used as the music for one of Kirby: Triple Deluxe's extra stages.
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Kirby's Return to Dreamland would see a release on the Nintendo Wii in October of 2011 as the result of development on Kirby GCN. It was revealed in an Iwata Asks interview with Shigefumi Kawase (and several other developers of Return to Dreamland) that Kirby GCN evolved over time and actually became three separate Kirby games, all of which would eventually be canceled.

The game shown in the trailer was the first of these games, and was to be built around the concept of four people playing together at the same time. Kawase revealed that difficulties arose in making the game fun as both a multiplayer and single-player game, which led to its cancellation. The second project was to take place in a full 3D space, instead of being a side-scrolling game like most other games in the series, with the player controlling Kirby from an isometric perspective. However, complications arose in bringing the game up to a level of quality expected by Nintendo, and it was canceled as well. The third one was to be a side-scrolling game with the art style of a pop-up book. It was to have all-new copy abilities and have more in-depth mechanics than previous games in the series.
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According to Kawase, these three prototypes were in development for much of the time between the initial showing of the trailer and the release of Kirby's Return to Dreamland. It should be noted that Kirby GCN wasn't ever an official title for the game, but is rather an unofficial title used to refer to any of the three canceled Kirby games for the Gamecube console. However, there were two official names associated with the game: Kirby: Legend of the Stars, and Kirby Adventure.

Each of the three canceled projects wouldn't remain forever unseen, though, as elements from each of these three canceled projects would make their way into Kirby's Return to Dream Land, which, according to information contained within the Special Edition of Kirby's Dream Collection, was meant to be a successor to the Kirby GCN trio of unseen games.
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Picassio

Article by: Matt Redmond, Luca Taborelli (monokoma)


Picassio is a cancelled stealth game that was in development by Promethean Designs, a company originally founded in 1994 under the name "East Point Software" to create conversions of popular games as Worms, The Lion King and Disney's Aladdin for PC and consoles. In 1997 the team decided to change its name to Promethean Designs to focus on new original games and released a few racing games as Speed Demons and Renegade Racers.
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In the same years Promethean started working on Picassio, their ambitious project that was originally supposed to be released on the Dreamcast, only to be moved to GameCube (and later PS2) due to development delays and technological limitations of Sega’s console. Picassio would have let players become international thieves, to sneak into real museums across the world to steal precious paintings and jewellery, using technological equipment and stealth tactics.

The game was to be powered by a proprietary 3D engine that allowed for dynamic lighting, skeletal animation and volumetric fog. The basic plot of Picassio centered around two thieves: Picassio (a male thief) and a rival female thief named Kaito. The main protagonist had entered a deal with a wealthy businessman to acquire (steal) as many major artworks as possible, for their personal collection over the course of about a week. Gamers would have to steal those artworks paying attention to guards, cameras and competing against the rival thief to gain more loot.
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Using a first person or third person perspective the game would have incorporated mechanics familiar within stealth titles as Metal Gear Solid, Splinter Cell and the Thief series. Available during the different missions there would have been many special gadgets such as dart guns, mini cameras, night vision optics, stun-gun darts, chloroform, a crossbow, shadow holograms and a sound indicator to allow players to know if the amount of noise being made could compromise the heist. Players had no offensive capabilities but only defensive traps and devices: being caught by guards would have failed the mission.

Ross Ritchie, project manager and lead artist at Promethean Designs, talked about Picassio during in an interview with Gamespot:

"There are 12 missions, each complete with its own backstory, key factors, and plot. The 3D environments are based on famous museums. There'll be private homes, which will have every conceivable type of deterrent, both human and electronic. Each mission will require different tactics. However, every mission will put you up against Kaito (the other main character) and time."
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We would had to begin each mission with a planning stage, follow a briefing and looking at blueprints of the area, choosing which devices to brought in that area, as the thief could only carry five gadgets at one time (though bonus gear would have been hidden within the level to be retrieved at any time). Picassio’s levels would have been filled with various enemy types, as explained by Ross in the same interview:

"There is a high number of enemies, ranging from guard dogs to robots, and they'll all have several levels of AI. Your rival cat burglar, Kaito, will be as intelligent as we can make him. We are encapsulating the AI in a run-time scripted language, which enables the game designers to play with the AI without having to explain to the programmers exactly what they are on about. The artists will be using multiple motion path, which the code will modify in-game as necessary. Higher AI levels incorporate some learning, so that the game to a certain extent will adapt its difficulty to the player's skill levels."



Also, the rival thief Kaito could incapacitate the player and steal all of their equipment for their own use. Kaito could have also discovered where the rest of the player’s gear was and use it for herself. Picassio would have also had several multiplayer modes, such as a head to head against another player, team based cooperative versus mode and another option called “capture the art”, that we can speculate could have been similar to classic “capture the flag” mode in FPSs but with paintings to steal.

Unfortunately the project got radically changed halfway through development when the company boss saw Shenmue and decided that Picassio needed to be more similar to it. The game then turned into a half adventure, half stealth type game but this new version didn’t get any further than some character / level designs before getting cancelled. Unfortunately Promethean Designs fell into severe financial difficulty and employees weren’t being paid for months. Subsequently they all left to work elsewhere and Promethean Designs went bust, filing for bankruptcy: their last released game was Aqua GT for Dreamcast and PlayStation in 2000.
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Raven Blade

Article by: Sam Batten


Raven Blade was a RPG adventure developed by Retro Studios, where work on the game started back in 1999. It was planned to release on the Nintendo GameCube on an unspecified date, though it never quite made it to the final stages of development. The game was conceived by Steve Barcia and designed by David Cook, and it was said to be inspired by Michael Moorcock’s fantasy book Elric of Melnibone.
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The two main designer behind Raven Blade had some great experience in creating story driven adventures prior to Raven Blade. Steve Barcia originally founded Simtex Studios Inc., where he developed such games as Master of Magic and Master of Orion. When Nintendo restructured Retro Studios, Barcia was brought in to replace the former founder-turned-president. David Cook started his work in the gaming industry in the 80’s at TSR, where he worked primarily on Dungeons and Dragons. He then moved on to video games in the mid 90’s with titles like Fallout 2.

Even though Raven Blade was conceived in 1999, it was first showcased to the public at E3 in 2001, with a short video and a few screenshots of its world and characters. It was said to combine RPG style magic with real time battles. On top of that, they also announced that all sword fighting would be modelled after real sword combat and martial arts.

Not much of the plot of this game was released to the public other than a short and very generic synopsis. The player would play as an unnamed hero who wielded the legendary sword “raven blade” in an adventure to rid the world of evil. The main antagonist was the evil BeastLord, and as you can probably imagine, they would have been the final boss of the game. The game underwent a few name changes before they finally settled on Raven Blade. Originally, the game was called Retro Studios RPG, then it changed to Rune Blade, and then once more to its final title. The title wasn't the only part of Raven Blade to change throughout development.
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The gameplay itself followed the typical turn based JRPG format, though that was altered later to the real time combat that was showcased. When the game was shown at E3, it highly impressed both critics and fans alike. Many viewers found the game to be exceptionally beautiful, stating that the in-game character models were extremely detailed for the GameCube. Unfortunately, the footage shown was not in-game, but mockup of the full potential of the game created by the game engine (like most ‘gameplay’ advertisements today).

What was not shown at E3 was the real state of Raven Blade: a fragmented game that lacked most of its planned features. The project was plagued with technical issues, specifically in the battle system department. Insider sources said that Retro Studios had diverted a large amount of time to the in-game combat and still struggled to get a decent battle system working. These same sources explain that the battle system was planned to be only a small part of the game, but the amount of time diverted to it resulted in a lack of development in all other areas of the game.

It seems that Retro had been finding it very difficult to convert their awesome character and level art into an actual playable product. Despite all these issues in developing Raven Blade, there were actually a lot of other things happening between Nintendo and Retro Studios. As stated before in this book, when Retro was founded they immediately started work on four games: Action-Adventure (Working title), NFL Retro Football, Car Combat / Thunder Rally and Raven Blade. Only later did Retro started working on Metroid Prime. The working environment was described as chaotic by Nintendo executives and many complained about the progress of the games that were being made.
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After some time and changes in the development teams at Retro Studios, Nintendo decided to cancel development on most of the games; there were about twenty layoffs and any remaining people moved on to the Metroid Prime project. In a quote to IGN from Nintendo:

“Retro, along with Nintendo, has decided its most effective approach as a videogame developer is to focus on Metroid and give it the attention the franchise deserves, to do that, they refined staffing and are laying off 26 people, mainly the team that worked on Raven Blade. Raven Blade is now cancelled."



This was no secret and Nintendo was very upfront with their reasoning for cancelling the game, as can be seen in another statement form an NOA representative:

"Raven Blade has been cancelled, it was a business decision and was made clearly based on the need to focus on Metroid and to ensure that it is a great game. We wanted to consolidate the resources that would have been needed to finish Raven Blade."



This move by Nintendo would turn out to be a very successful endeavor; Metroid Prime released in November 2002 and was a critically acclaimed hit. It sold over two million copies worldwide and earned more than $50 million in revenue, while receiving numerous game of the year awards in the process. As unfortunate as it may be, we do have all the canceled Retro games to thank for the success of Metroid. By looking at the quality of Metroid Prime we can only dream about what Raven Blade could have been if Nintendo gave it the same attention and resources.
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Skies of Arcadia 2

Article by: Luca Taborelli (monokoma)


The original Skies of Arcadia (AKA Eternal Arcadia) was released in late 2000/early 2001 on Dreamcast, and soon became a cult hit among JRPG fans. The game was developed by Overworks, a SEGA team composed of numerous legendary developers and designers, including Rieko Kodama, Shuntaro Tanaka, and Noriyoshi Ohba; all of whom worked on notable RPGs, such as the Phantasy Star series, Magic Knight Rayearth, Wonder Boy in Monster Land, and the Sakura Taisen series.
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Hype was high and the final game was one of the best Japanese RPGs released in the '00s. Unfortunately, though, it did not sell well enough on the Dreamcast (only around 100,000 copies), due to the console's early discontinuation in 2001, and its small user base. Sega was still confident about their sky-pirates project, though. They developed enhanced ports of the game for PS2 and GameCube with added features in an attempt to sell more copies and earn back some of the money spent to create the game.

The GameCube version was released in December 2002 in Japan under the title “Skies of Arcadia Legends” but the PS2 port was canceled, causing many RPG fans to miss out on the game. As with most Nintendo consoles, third party titles saw little success on the GameCube, and few owners of the system had an interest in RPG titles. As a result, the GameCube re-release of Skies of Arcadia bombed even harder than the Dreamcast original.

Before losing all faith in the game, Sega and Overworks were planning a sequel to Skies of Arcadia, as stated in interviews with developers from the original team. In June of 2001, IGN asked Noriyoshi Ohba about Skies of Arcadia 2. In response, he stated that “We’re considering a sequel to [Skies of Arcadia]. Regarding which platform, we’re still evaluating it.”

In September 2002, before Skies of Arcadia Legends was published, Rieko Kodama told Gamespy that work on the sequel was still not yet started, but they really wanted to do it in the future: “I would love to make a sequel, but we're really not working on it yet. […] We don’t know what platform we would make a sequel for, but GameCube has priority since Legends is coming out for it.”

In March 2004, Ohba announced that they started some planning on the second game: “The Skies of Arcadia sequel is in the planning stages at the moment”. In late 2004, Rieko talked again about Skies of Arcadia 2 in an interview with the German magazine Man!ac (issue 1 / 2005) in which she said: “We had plans, but the other team members are currently working on other projects such as “Sakura Taisen” – this means Skies of Arcadia 2 is currently on hold. Anyway I would be very glad about a new episode with the sky pirates”.

In 2003, Overworks was absorbed into SEGA WOW, and only a year later the team was split again because of another Sega company restructure. People that worked on Skies of Arcadia were scattered across multiple different studios. As far as we were able to gather, not much was ever done for Skies of Arcadia 2, but at least a few ideas and concepts seem to have been brainstormed by the team, who were still hoping to release a sequel on GameCube or Playstation 2.
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In 2006 Nintendo and Sony released their new consoles (Wii, PS3), and any plans Sega had for a new Skies of Arcadia RPG on GameCube or PS2 would never see the light of day. Even without a sequel, love for Skies of Arcadia is still strong at Sega. The game's three main protagonists: Vyse, Aika and Fina, were added as bonus characters in Valkyria Chronicles, originally released in 2008 on PS3. Vyse is also a playable character in Sonic & All-Stars Racing Transformed, released in 2012 for various consoles and PC, and one of the game’s tracks, Rogue's Landing, is based on Skies of Arcadia’s world.
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Too Human

Article by: Luca Taborelli (monokoma)


Too Human may not have been the best game on the Xbox 360 when it was finally released in 2008, but it remains one of the most interesting projects because of its overly long, ambitious and troubled development. The game was created by Silicon Knights, a team that became popular with Blood Omen: Legacy of Kain (PlayStation, 1996) and Eternal Darkness (GameCube, 2002), it was originally announced at E3 1999, and planned to be published for the original PlayStation.
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Early concepts of the project had already been created way before Blood Omen, in 1993: as said by Denis Dyack, former leader of Silicon Knights, the “Soul Reaver” was actually a weapon in Too Human before they decided to move it over to Legacy of Kain during its development. Too Human on the first Sony console would have been a massive project, spanned over 4 CD-ROMs, with an intricate storyline, a complex gameplay mix of action, adventure, stealth and RPG, hours of full motion videos to tell its story and a 3D graphic that would have took the PlayStation to its limits.

Actually Too Human started as a 3/4 top down shooter, somehow similar to Blood Omen: Legacy of Kain, but with 3D characters on 2D pre-rendered backgrounds, much like Resident Evil. When insiders saw this early version of Too Human in 1998, they said that it looked beautiful for its time. Unfortunately Silicon Knights never published any screenshots from the 3/4 top down version of the game, but at some point during the development they decided to go full 3D and basically start again with a new engine.

A few former Silicon Knights developers remember that Sony was impressed with the project, and they were sending funds to the company to make sure that Too Human would have been released as a PlayStation exclusive. It’s possible that they were hoping for a new Metal Gear Solid. Unfortunately, Too Human was never seen again on the PlayStation: soon Nintendo announced an exclusive partnership with Silicon Knights and all their future projects would have been released on Nintendo consoles. After investing money in Silicon Knights and with only a year of development on the new, fully 3D version of Too Human, without a formal contract Sony had to say goodbye to the game.
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Too Human made a new debut at Space World 2000, when it was shown with a FMV as one of the first titles announced for Nintendo’s GameCube. The project was still similar to the original 32 bit version: an ambitious sci-fi, cyber punk videogame, which would have merged together titles of the calibre of Deus Ex and Metal Gear Solid. Silicon Knights wanted to create an open world sandbox game with a never seen before freedom of choice.

Gamers would have been able to fully choose how to play by improving the protagonist’s body and mind. This would have been done with cybernetic enhancements: upgrading his speed, strength and firepower one would have been able to play Too Human as an exciting action game, killing even the most dangerous enemies with only a few shots and moving heavy objects to open new passages, while upgrading hacking abilities, charisma and stealth. One would have been able to silently explore the world without even being noticed by enemies or to convince them to switch sides simply by talking.

Too Human’s story was set in a distant future, 2450 AD, and from the few 3D renders published during its life as a GameCube project we can see that it would have had a pretty interesting style with dark and mystical characters and technology, something that could have been inspired by the classic pen and paper RPG Cyberpunk 2020. The main protagonist was John Franks, an undercover police officer that would have found himself with the same doubts and questions that were risen in movies such as Blade Runners and Ghost in the Shell: how can we define what is human and what is not?
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In an interview with Denis Dyack by IGN from 2003 he said “The status of Too Human is good. We're not going to make any announcements on Too Human until the time is right. When we can, you know I want to talk about that more than anything else, but it's just not the time yet. Sorry.” Unfortunately neither Nintendo or Silicon Knights ever shown any in-game screenshots or videos from the GameCube version of Too Human and in 2004 they ended their exclusive collaboration, probably because of the low-than-expected sales of their released games (Eternal Darkness and Metal Gear Solid: the Twin Snakes).

In mid-2005 Silicon Knights announced a new partnership with Microsoft, and they would have published a new Too Human trilogy for Xbox 360. The released version of Too Human is nothing compared to the ambitious project it was on PlayStation and GameCube: it became a linear action RPG, set in a strange sci-fi Norse mythology instead of in a cyberpunk world, and John Franks was nowhere to be found. The game was poorly received by gamers and critics, and it was a commercial failure, especially with an estimated cost of 60-100 million dollars.

Even more problems were waiting for Too Human, as Silicon Knights decided to develop it on the 360 using Epic’s Unreal Engine 3, a choice that make them to fall into a not-fully-clear hole of lawsuits, landing on a fine of $4.45 million against SK. The court told Silicon Knights to destroy all unsold copies of their games built with Unreal Engine 3, meaning that Too Human could not have been sold ever again and the planned trilogy was never completed. This was the end of a company already damaged by various financial issues: in May 2014 Silicon Knights filed for bankruptcy and closed down. All prototypes of Too Human for PlayStation and GameCube have probably been lost forever.
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UNITY

Article by: Luca Taborelli (monokoma)


Jeff Minter is the founder of Llamasoft, and he’s an old-school indie developer that started his career creating demos on his Commodore PET computer at the end of the 1970s. He’s the designer of many weird, psychedelic shoot ‘em up and cult games from the early days of home computers (Sinclair, Commodore, Spectrum), such as Gridrunner, Attack of the Mutant Camels and Iridis Alpha, other than the popular reboot of Tempest and Defender for Atari Jaguar. Jeff is also a lover of light synthesizers and he created some of the most lisergic music visualization softwares with his popular Virtual Light Machine series that was pre-installed as the default CD-player / music visualization program in Jaguar CD Rom, Nuon and Xbox 360.
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In January 2003, Llamasoft and Lionhead Studios announced a partnership to create the most ambitious abstract shoot ‘em up ever for Nintendo GameCube. Somehow similar to what United Game Artists did with REZ on the Dreamcast, but using what Minter learned from years of developing light synthesizers, to design a true “musical trip shooter” in which levels and enemies would have evolved in real time following its electronic soundtrack. This project would have been called Unity, because Jeff Minter wanted to bring together his biggest loves: light synthesisers, music and shoot'em ups.

It was Pete Hawley, fan of Llamasofts psychedelic shooters and Head of Production at Lionhead Studios at the time, who introduced the concept of working with Minter to Peter Molyneux. As we can read in the February 2003 issue of Edge Magazine (which had Unity on its cover and a 8-page special about it), during a meeting to decide if there were any interesting original games to fund. Pete said "Well, Jeff Minter, we'll buy him some hardware, we'll pay him a certain amount, and give him a year to see what happens". The Lionhead board voted yes and that was the start of the Unity project.
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Jeff worked on Unity for about 2 years, in which he shared many images and videos from the early prototypes with the Llamasoft community in their forum. This abstract GameCube shooter would have been a mindblender color and light trip, with the game’s level that would have moved and transformed following the music rhythm and psychedelic enemies this would have then evolved in someway through the different areas. As we can read in an interview by Gamasutra with Jeff:

“Not only did we have the light synthesis generator -- which was actually working -- but the whole idea was going to be genetic evolutionary algorithms controlling everything, and it was just too huge, really” [...] “ It had this whole idea of evolution going on, and the way you played it would change the way the enemies were constructed and how they behaved. It didn't know whether it wanted to be Defender or Spore, and you know how long it's taken that guy to develop Spore, so if we'd stuck with that I'd still be doing it now.”
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From some of the released videos we can see jellyfish-like enemies and an in-game light synthesiser editor (called Virtual Light Machine 3) to change the style of the level while playing, even by multiple people at the same time. As wrote at Llamasoft official website:

“With VLM-3 I returned to my roots, and made a completely user-performed light synthesiser, rather than the primarily audio-driven "visualizer"style of VLMs 0, 1 and 2. The Gamecube's fast 3D hardware enabled me to take effects generation out of a strictly 2D plane, as it had always been before, and enabled me to map it onto 3D environments. The major innovation of VLM-3 was that I made the lightsynth *multi-user* - for the first time a group of people could work together to orchestrate and create the display. [...] Over the following year VLM-3 became more refined - I intended for it not only to generate textures and environments for Unity, but also to be unlockable in the game as a usable lightsynth in its own right.”



Unity’s gameplay would have had players to shoot enemies in tube-on-rails level somehow similar to the ones seen in Tempest, open-range levels to fly around freely in an abstract planet, side scrolling levels as in old-school shmups and other types of camera perspectives to differentiate the feel of the game in different situations, for example during boss battles. The soundtrack for Unity was not finalized yet, but from what it was rumored at the time and from the songs used in a few tech demos, music from British electronic group Underworld could have been one of the choices.
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Unfortunately in December 2004, Llamasoft and Lionhead officially announced Unity’s cancellation, because they would have not been able to complete it as they wanted to, in the required timeframe (GameCube was near its ending, Nintendo’s new console, the Wii, was announced only a few months later). As posted by Minter on Llamasoft’s forum:

"It's been a horrible decision for us to have to make, but in the end we've had to make it. Basically, although I've built a shedload of stuff for Unity in the past couple of years it's become clear that getting it all together into something that I'd be happy to call Unity and put my name to was going to take a lot of time and effort both from myself and the guys at Lionhead, and realistically it was becoming unlikely that it'd be finished in time for anyone to want to publish it on Gamecube. The alternative would be a rush job and we simply didn't want to do that. Best to call it a day. Obviously I'm disappointed -- I've put two years of my life into this and I was as desperate to play Unity as much as you were, and I understand fully just how disappointed you all are. All I can say is that I was doing this for you guys more than anyone and I'm sorry if you feel I've let you down."



Pete Hawley, Minter’s original supporter, had also left Lionhead Studios in September 2003 to became Development Director at Sony. Jeff carried on for a while in Pete’s absence, but by the end of 2004 it was clear just how close Microsoft and Lionhead Studios were becoming; Microsoft was giving ideas of what they'd like Lionhead to develop for them and how they'd fund those games, but unfortunately a psychedelic shoot ‘em up didn't fit in with their market plans.
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Microsoft still loved the look of this abstract project so they decided to support Jeff Minter to evolve all the works he made with the Virtual Light Machine 3 used in Unity to create a new music visualization software to use in their new console, the Xbox 360. That’s how the Neon light synthesizer installed in each Xbox 360 console was born, from the ashes of Llamasoft’s cancelled GameCube shooter.

Virtual Light Machine 3 was also used to develop another Jeff Minter’s game, Space Giraffe, released in August 2007 for Xbox Live Arcade. Unfortunately Space Giraffe was a much more linear game than what Unity would have been, following the usual Tempest 2000 formula. Recently Llamasoft has released TxK for PlayStation Vita in 2014 and a “Minotaur Rescue” tech demo / game for Oculus Rift VR: we can only hope that one day Jeff could be able to fulfill his “unity” dream.
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Buciyo 5 (The Bumbling 5)

Article by: Luca Taborelli (monokoma)

In only about 4 years of existence, United Game Artists managed to became one of the most original and beloved Sega teams ever existed, especially for Dreamcast fans. Originally founded as Sega AM9 and lead by Tetsuya Mizuguchi, they had a portfolio of released games composed of just 2 new Dreamcast titles and a sequel (Space Channel 5 - 1999, Rez - 2001, Space Channel 5 Part 2 - 2002). UGA were for sure a talented and inventive studio. Blending catchy music with beautiful, sometimes abstract 3D visuals, both Space Channel 5 and Rez are now considered cult classics and often used as examples to show how games can really be art.

Synesthesia, the phenomenon felt when multiple senses are activated after the stimulation of a different one, was an inspiration and a game design objective for the United Game Artists team, mixing graphic, audio and gameplay so to suscitate an abundance of feelings and sensations. It’s easy to imagine how new games from UGA would have been acclaimed by their fans, but unfortunately things did not go as planned.

[image: buciyo5-01]


After Sega discontinued the Dreamcast on March 2001, United Game Artists and the other Sega teams started working on the competitor’s consoles, creating new titles and porting their old classic or unfinished games to Xbox, Playstation 2 and Gamecube. In the following months UGA also released ports of Rez and Space Channel 5 for PS2, while they started developing two new projects: Rez 2 and Buciyo 5.

Buciyo 5 was the new, original project by UGA planned to be a Gamecube exclusive, but not much was ever revealed about it. Sega quietly announced the game in January 2003 as a "New Project by United Game Artists" along with other titles such as F-Zero GX by Amusement Vision and Skies of Arcadia Legends by Overworks. At the time Jake Kazdal was the only American working directly at UGA on Space Channel 5 and Rez as an artist, animator and designer, and he was the only one from the Rez team on the early prototype of Bukicyo 5, before a bunch more staff came on for the full gameplay prototype.

Jake was featured in an article published in January 2014 by Edge Magazine “After completing Rez, Kazdal worked on a GameCube adventure for a year, a prototype that was never released”. Still without knowing much more about Buciyo 5, we tried our luck and got in contact with Jake, who after getting full permission from both Mizuguchi-san and Yuda-san to openly discuss the project, helped us to preserve some more memories about this UGA’s lost masterpiece.

Jake told us that

“After Rez shipped, the rest of the Rez team went into a sort of discovery mode on what they would do with a Rez 2, and if that was even going to happen, they wanted to wait a bit and see how sales were. I was a big fan of my first director at Sega, Takashi Yuda, who was the creator and director of Space Channel 5. I had worked under him for my first year at Sega in Tokyo on that project and was just a big fan of his game design theory and style in general. He was starting a small team to prototype an idea for an action / adventure on Gamecube, so I asked to join him for a time, while the Rez team figured out what they wanted to do for the next project.”
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According to the information we managed to gather, we imagine Buciyo 5 (which roughly translates to “The Bumbling 5”) as a mix between Mega Man, Metal Gear Solid, Pikmin, Tokobot and Ape Escape 3. Sounds interesting? It sure does. Players would have been able to choose between 5 red robots, visually somewhat in the vein of Mega Man in terms of cute robotic characters with human-like faces. Each robot had a different peculiarity: voice, eyes, nose, ears, and brain. This would have allowed different gameplay mechanics and approaches to the game’s levels, as explained by Jake:

“So one [robot] could mimic voices exactly, one could see really well, one could smell really well, one could hear really well, and one was a genius. You would use these 5 together to infiltrate enemy bases and take on the enemies as carefully as possible. They also had plungers on their heads, and you could jump on an enemy head-first, and flip him around with your plunger head! Or jump onto the ceiling and hold still as enemies walked underneath you, etc. It was pretty slapstick, and really cute, had a jamming soundtrack and was Yuda-san’s brainchild that we cranked on for a while”.



These cute little robots could jump one on another to create some kind of robo-tower to reach higher places, using their plungers they could throw and stick themselves on a wall to create new platforms, shot different kinds of balls against enemies, create soap bubbles, rotate wood planks to fly or as a propeller for a boat, and much more. The Buciyo 5 team first created a concept video to internally pitch the game to Sega HQ - and it was a success: the project was greenlighted and they started working on a prototype.

Once Rez 2 was officially abandoned - as the first one didn’t sell enough to warrant a sequel - more developers switched to Buciyo 5 and in about a year they were able to create an awesome playable demo, showcasing the main features of the game and its unique style. Jake remembers:

“[...] working late nights, putting together a badass gameplay demo that was beautiful, super interesting and quirky, and designed by a bunch of *really* intelligent, talented game designers who really believed in the project. “ [...] “It was at this time that I decided to move away from animation and really start focusing on environmental art, and Yuda-san had worked on all these Genesis era classics like Castle of Illusion and others, and I was stoked to be able to study with someone of that pedigree. We looked at a lot of classic Disney films for lighting and composition reference, and I fell in love with pre-production and concept painting during this project.”
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Unfortunately, as it often happens with the most original and interesting games, marketing decisions were going to kill off the project. Mike Fischer, VP at Sega America at the time, went to Japan to evaluate new Sega games for the American market and was not interested in a quirky, cute adventure game, like Buciyo 5 definitely was. Sega Japan said they would have stopped financing the project if the American branch wouldn’t publish it in that area . So the plug was pulled: Buciyo 5 became another unseen game we’ll never play.

Of course United Game Artists were crushed when their last dream game was canned too. Rez 2 never made it past the pitch video phase, but Jake remembers “It was *sick*. Yokota-san, the art director of Rez, (and Rez 2, and Panzer Dragoon Saga) is a genius and it was an evolution of Area 5 from Rez. Insanity.”

It seems that, at the time, there was no place for such avant-garde, experimental games at Sega: not long after Buciyo 5 was cancelled, Tetsuya Mizuguchi, Katsumi Yokota, Ryuichi Hattori, Jake Kazdal and other key staff left the studio, and United Game Artists quickly ceased to be. Those that remained at Sega, merged with Sonic Team (and ended up working on the stylish DS games Feel The Magic: XY/XX and The Rub Rabbits!), and many of them are still there.

In October 2003 Mizuguchi founded Q Entertainment along with Yokota and other former Sega developers to keep working on interesting music game hybrids and creating projects such as Lumines, Meteos, Every Extend Extra and Child of Eden. In 2009 Jake Kazdal founded his indie studio 17-BIT (formerly Haunted Temple Studios), releasing cult-following games such as Skulls of the Shogun and Galak-Z: The Dimensional. United Games Artists will always be remembered for having continued - till the end - to create original games following their own creativity: today their unique style is still kept alive by UGA’s former members.
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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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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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