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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.





Personal Computer

Article by: Luca Taborelli (monokoma)


To describe the PC gaming market is one of the most difficult tasks one could try to achieve. With its long history and multi-layered series of topics, from hardware evolution to digital distribution, the new wave of indie developers and cheap game bundles, in this book we can only give a light recap about what it means to play games on a personal computer. Once upon a time, computers were huge and expensive mainframes that only scientists, universities, governments or big industries were able to buy and manage.

Luckily in the ‘80s computers became much smaller and cheaper, consumers started buying them for their homes to keep working on files while not at the office, and for personal use or to help their children learn something useful for their future. And behind word processing and learning software, soon computer games took their place in entertainment as another way of using those grey boxes just for fun. Hardware such as the Atari 800 and ST, Apple II, Commodore VIC-20 and 64, IBM PC, FM-7 and Towns, ZX Spectrum, MSX, NEC PC-88, C-98, Sharp X1, X68000 and Amstrad CPC were just a few of the popular brands owned by people from all around the world, in the early days of personal computers.

Each of them had its own pro and cons, with more or less powerful tech, but even low res, janky 2D arcade games, RPG and text adventures were enjoyed as the most advanced interactive entertainment in those years. Such titles as Zork I (1980), Ultima (1981), King’s Quest (1983), The Black Onyx (1984), Elite (1984), The Bard's Tale (1985), Ultima IV: Quest of the Avatar (1985), Starglider (1986), Space Quest (1986), The Last Ninja (1987), Maniac Mansion (1987), Pool of Radiance (1988), SimCity (1989), Prince of Persia (1989) and Populous (1989) are some of the classic games that teens and adults played during that decade.

In 1981 Microsoft released DOS as the operating system for IBM PCs and it soon became the standard interface for working and playing on a computer. To run a game in DOS was still not an easy task, as you had to type different commands to config and start a program, something that was not suited for younger kids. Computers were not intuitive to use and most games were played with keyboards (and sometimes with a mouse), characteristics that helped to shape the PC gaming market towards teens and adults.

You had to be able to read, write, solve cryptic puzzles and organize complex strategies to enjoy the best games on PCs. After the American videogame crash in 1983, Nintendo were able to resurrect the console market by promoting their NES as a toy for kids, and even if adults played Super Mario Bros, Zelda and Duck Hunt too, the computer remained a more “serious” place for games.

You could easily put your DuckTales cartridge in a NES, press start and have fun for just a few minutes, but to enjoy something like SimCity you had to know how to run it on a PC and invest hours to understand how to best manage an urban simulation. In the ‘90s the computer gaming market had its own set of characteristic and classic genres that cemented PCs as the ideal platform for simulations, point and click adventures, strategy titles and first person shooters.

Those were the years with successful releases as Monkey Island (1990), Wing Commander (1990), Loom (1990), Sid Meier’s Civilization (1991), Alone in the Dark (1992), Wolfenstein 3D (1992), Sam & Max Hit the Road (1993), Star Wars: X-Wing (1993), Master of Orion (1993) and Day of the Tentacle (1993). And then came Doom (1993), taking computer games to a new high for graphic, style, gameplay and multiplayer modes, starting the FPS craze in full.

Doom also showed that a small indie studio could create a major hit: computers were (and still are) the main platform to develop games even without big budgets or support from a famous publisher. While to create games for consoles requires specific development kits, permits or contracts with the hardware manufacturers, computers are a free market where everyone with a great idea, time and talent can develop something good.

Publishing games online in digital form became a new way to sell products without the need of traditional shops and distributors, sometimes by letting people to try the first few levels of a game for free and then shipping them the complete version by post (with companies like Apogee Software making lots of money following this system). However, it was still difficult to run games on a PC through DOS or similar operating systems, but in 1995 Microsoft released Windows 95: the life of users and developers became much easier.

On PC people could play such games as Full Throttle (1995), Command & Conquer (1995), MechWarrior 2 (1995), Warcraft II (1995), Diablo (1996), Duke Nukem 3D (1996), The Elder Scrolls II: Daggerfall (1996), Age of Empires (1997), The Last Express (1997), Baldur’s Gate (1998), StarCraft (1998), Grim Fandango (1998) and Roller Coaster Tycoon (1999). Another huge technical leap was made with the introduction of CD-ROM, giving more space for games that could use full motion videos with digitalized environments and characters. Games like The 7th Guest (1993), Star Wars: Rebel Assault (1993), Myst (1993) and Phantasmagoria (1995) would probably not have been created without the more capacious CD format.

While the original Playstation, the Sega Saturn and Nintendo 64 allowed console gamers to play in new 3D worlds, with the arrival of advanced graphic processing units computers were also able to easily produce 3D games better than any console at the time. Titles like Quake (1996), Tomb Raider (1996), Carmageddon (1997), Half Life (1998) and Unreal (1998) made gamers want to buy expensive hardware to maximize graphics and have good frame rate.

More and more PC games became cult hits, such as Fallout (1997), Dungeon Keeper (1997), Grand Prix Legends (1998), Thief (1998), Homeworld (1999), Outcast (1999), Planescape Torment (1999), System Shock 2 (1999), No One Lives Forever (2000) and The Sims (2000), while online multiplayer games found huge success with titles like Ultima Online (1997), Unreal Tournament (1999), Quake III Arena (1999), EverQuest (1999) and Tribes 2 (2001). Fan mods like Counter-Strike (1999) shown that independent developers with interesting ideas could also create a new popular title out of an existing product and at the same time PC games had the potential of getting infinite updates thanks to the fan community.

While the 2000’s were seen by most publishers as the decade of consoles games thanks to such successful products as the PS2, Xbox and GameCube, PC pleased us with such important titles like Diablo 2 (2000), Deus Ex (2000), Black & White (2001), Serious Sam (2001), Dark Age of Camelot (2001), Max Payne (2001), Neverwinter Nights (2002), Warcraft III: Reign of Chaos (2002), Battlefield 1942 (2002), The Elder Scrolls III: Morrowind (2002) and Freelancer (2003). In 2003, Valve released the first beta version of Steam, initially as a way to easily patch games for developers and users, but it soon became a popular digital shop for AAA and indie games published on PC.

Since the early 2000’s, with the higher cost of development along with similar technical power of consoles and PCs, important games were released for all possible hardware, to maximize earnings and divide expenses. Even with a long list of great PC games, in the last 15 years there are not many PC exclusives from major publishers: Max Payne 2 (2003), Far Cry (2004), Doom 3 (2004), Half Life 2 (2004), F.E.A.R. (2005), Star Wars Battlefront II (2005), World of Warcraft (2005), The Elder Scrolls IV: Oblivion (2006), Portal (2007), BioShock (2007), Crysis (2007), Team Fortress 2 (2007), Left 4 Dead (2008), Fallout 3 (2008), Borderlands (2009), Dragon Age: Origins (2009), Mass Effect 2 (2010), Assassin's Creed II (2010), Fallout: New Vegas (2010), StarCraft 2 (2010), Crysis 2 (2011), The Elder Scrolls V: Skyrim (2011), The Witcher 2 (2011), Borderlands 2 (2012), Diablo III (2012), Bioshock Infinite (2013), FarCry 4 (2014), Metal Gear Solid V (2015), The Witcher 3 (2015), Elite: Dangerous (2015) and so on.

Is the PC market only a copy of what is released on consoles? No, that’s far from the truth. PC is still the main platform for indie developers that can create original and experimental games, making them available to download online to a huge number of users… after all, who does not have a computer at home? One of the most successful videogames ever was initially conceived as a small indie project by a swedish programmer: Minecraft, released in December 2009 and now available on all consoles, smartphones and tablets.

There are many development tools available on PC, easy to learn and cheap or even free to use. As it happened in the early days of personal computers, teens are learning how to make games and along with experienced developers there are more and more titles released every day on PC. Of course, most of them will never became popular and only a few will sell enough to permit their creators to make videogames their primary job, but it’s easy to understand how today everyone can find something new and interesting to play on PC.

Thanks to Steam, the new wave of indie devs found a viable platform to sell their creations and users are more inclined to buy something that will be listed in their Steam library. Digital games have found their right value, with Steam sales and indie bundles letting people own something only when the price is as cheap as they are willing to pay for. By comparison, traditional selling games through physical shops at full price sounds like a scene from a long lost era.

We can only name a few of the countless number of popular and original PC games released by independent studios in the last decade: Garry's Mod (2006), World of Goo (2008), Audiosurf (2008), Machinarium (2009), League of Legends (2009), Braid (2009), Super Meat Boy (2010), VVVVVV (2010), Amnesia: The Dark Descent (2010), Terraria (2011), LIMBO (2011), The Binding of Isaac (2011), Bastion (2011), Dungeon Defenders (2011), FTL: Faster Than Light (2012), Dear Esther (2012), Hotline Miami (2012), Torchlight 2 (2012), Mark of the Ninja (2012), Thirty Flights of Loving (2012), FEZ (2013), DOTA 2 (2013), Antichamber (2013), The Stanley Parable (2013), SpeedRunners (2013), DayZ (2013), The Talos Principle (2014), Nidhogg (2014), Octodad (2014), Killing Floor 2 (2015), Pillars of Eternity (2015), Undertale (2015), Duck Game (2015), ARK: Survival Evolved (2015), Stardew Valley (2016) and many, many more.

PC games sales are higher than ever and while we don’t know how the market will be in the next decade, we can assume that PC will keep its lead for core gamers. In 2015 the number of digital games released on Steam doubled compared to 2014, with about 3.500 new digital titles. In the same year there were less than 1.000 retail and digital games published on PS4 and Xbox One (source: EEDAR Insights @ GDC16).

With PC gamers expecting to pay less for games, with huge backlogs, free to play games and a wide selection of new titles to choose from, it’s easy to see how developers will have to create original, high quality or offbeat products that resonate with the right public, to be able to stand out and sell enough. Since the early ‘80s, developing software for PC was simple enough for individuals and big studios, if you also keep in mind that most game making tools are used through PCs, it’s easy to see how computers have the highest number of canceled projects that were once in development or just pitched.

It would probably be impossible to archive all the unseen PC games that were once conceived (how many unreleased RPG Maker titles are forgotten away in old hard disks?) but at least we’d like to remember some of the most interesting ones, planned by talented studios from all around the world. In the following pages we’ll see many canceled ambitious projects that could have become new PC classics, if not lost in the huge limbo of failed videogames.



Baldur's Gate III: The Black Hound

Article by: Felipe Pepe


Black Isle Studios, a divison of Interplay, was an RPG power-house in the late 90's, being responsible for developing Fallout 1 & 2, Planescape: Torment and Icewind Dale 1 & 2, as well as publishing BioWare's Baldur's Gate games. Sadly, it also became known for its cancelled games, such as Torn, Stonekeep II, Fallout 3 "Van Buren" and, the subject of this article, The Black Hound.

First announced in 2001 and commonly known as Baldur's Gate III: The Black Hound, the game actually bears no relation to the plot, location or characters of the previous Baldur's Gate game. It wouldn't even be developed by BioWare, or use the famous Infinity Engine. In fact, the name “Baldur’s Gate III” was a legal trick, as during its development Interplay lost the Dungeons & Dragons license to Atari but could still develop D&D games under the Baldur's Gate and Icewind Dale brands.
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Under code names like "FR6" and "Project Jefferson", The Black Hound began as its own game in late 2000, being developed by a small team as a side project. Full development would only begin in 2002, after Icewind Dale 2 was released. The team was led by Josh Sawyer, a History Major, and while it would still use the AD&D ruleset and be set in Forgotten Realms (like Baldur's Gate), it would be a more grounded, low-level adventure, with a heavier focus on role-playing.

What is known of the original plot is that you would be set in the Dalelands region of Forgotten Realms. There you would create a new character - not a child of gods or special in any way - that would run into the eponymous black hound being fiercely hunted by a cleric named May Farrow. More than just a mere animal, the hound was a physical manifestation of her guilt for allowing her husband to die and then failing to properly resurrect him. She would kill the dog, but it's spirit would bound to you, allowing you to see and interact with the guilt of others.
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The cleric would then begin to hunt you as well, and the game would be centered on your journey to understand what happened to you, interacting with factions like the Archenriders, the Church of Lathander and the Red Wizards of Thay, until eventually confronting May Farrow's husband - now a powerful abomination which feeds from guilt. Not much is know about the gameplay, other than it would be based on the previous Infinity Engine games - with multiple party members are real-time-with-pause combat - but updated to the recently released D&D 3rd Edition ruleset. Karma would be a central part of the game, as players would be able to explore the game's world in a non-linear way, but would face the consequences of their actions, including failed and incomplete quests.

To ensure this, a robust reputation system was devised, which would track your relationship with individual factions and locations, as well as your overall fame/infamy. Thinking the Infinity Engine to be overused and inspired by the Aurora Engine that BioWare had developed for Neverwinter Nights, Black Isle decided to create a new engine as well, code named the Ferguson Engine. This new engine would be built from the ground with the D&D ruleset in mind and would allow for 3D character models, instead of Infinity Engine's sprites. Unfortunately, the only two games designed with said engine were The Black Hound and the original Fallout 3 (codenamed Van Buren), and both never saw the light of day. Still, a tech demo of Van Buren was leaked in 2007, allowing curious souls to play a bit and imagine how these games would feel. While there were plans for a full trilogy of games, The Black Hound was cancelled in 2003, reportedly about 80% complete, when Interplay lost the rights to the Baldur's Gate brand as well and could not release a D&D RPG anymore.

Suffering from financial issues, Interplay would close the Black Isle Studios shortly after. However, that was not the end of The Black Hound. Black Isle Studios` former manager, Feargus Urquhart, gathered a few key developers, such as Josh Sawyer, Chris Avellone, Chris Parker, Darren Monahan and Chris Jones and founded a new studio: Obsidian Entertainment. Focused on RPGs, Obsidian would then develop titles such as Star Wars: Knights of the Old Republic 2, Neverwinter Nights 2, Alpha Protocol, Fallout: New Vegas and Dungeon Siege 3.
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Neverwinter Nights 2 came with a toolset for creating modules and in 2007 Sawyer began using them to work on a personal project: a The Black Hound module. He posted about the project for a few years, sharing screenshots and discussing his views on mechanics such a damage resistance, feats and classes, but the module was never finished. Another attempt at resurrecting the game would occur in 2008, when Obsidian pitched Baldur’s Gate III to Atari, holder of the Dungeons & Dragons license at the time.

Negotiations went far and designers worked for months on the project, but Atari was suffering financially, didn’t have the money required and the game was abandoned as well. In September 2012 Obsidian would crowdfund a spiritual successor the Infinity Engine games, a 2D isometric RPG titled Pillars of Eternity. The Kickstarter campaign was a success, raising $4,163,208 dollars, and the game was eventually released in March 2015 to critical acclaim. While Pillars of Eternity isn’t The Black Hound nor uses the D&D ruleset, it has Josh Sawyer as its director and features many similarities, being a party-based RPG with real-time-with-pause combat system and sporting a distinct visual style that combines 2D backgrounds with 3D character models.
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It also featured a nice Easter Egg to the days of Black Isle Studios, with one of the cities featuring an inn named The Black Hound. Meanwhile, Trent Oster, a former BioWare employee, founded a company named Beamdog and developed enhanced editions of the Baldur’s Gate and Icewind Dale games, adding features such as widescreen support and tablet ports. After the success of the re-releases, the company began working on Siege of Dragonspear, an expansion to Baldur’s Gate, and mentioned many times their ambition of one day developing Baldur’s Gate 3. While Oster stated that he wouldn’t follow the original design for The Black Hound, it might still be the closest thing to that mythical game.
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Citadel of the Black Sun


Article by: Luca Taborelli (monokoma)


Citadel of the Black Sun is a cancelled RPG that was in development in 1988 / 1989 for DOS PC by Golden Goblins, a team under Rainbow Arts, a less known developer and publisher founded in 1984 in Gütersloh, Germany. At the time Golden Goblins already worked on Grand Monster Slam, some kind of fantasy themed pong game released for Amiga, Commodore 64, Atari ST and PC, but they were asked to create a new role playing game for US based SSI (Strategic Simulations Inc), a company popular at the time for their wargames and titles based on the Dungeons & Dragons franchise.
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Rainbow Arts was the major publisher of SSI games in Germany and the two companies grew a great relationship that led them to work together on this new fantasy project: Citadel of the Black Sun. In late ‘80 computer RPGs were still in their early days, with some of the most popular ones being The Faery Tale Adventure (1987), Ultima V (1988), Drakkhen (1989) and Curse of the Azure Bonds (1989): the techs used to create such games left a lot to the player's imagination, using overhead 2D sprites or some kind of clunky first person visuals.

With most PCs at the time not having dedicated video cards to create more advanced graphic, it was not possible for developers to offer a vast, 3D open world to explore like today with titles such as SKYRIM, Fallout 4 or The Witcher 3. The worlds of late ‘80 and early ‘90 Computer RPGs were made of 16 color palettes and visual tricks to give some kind of illusion of being in an immersive environment. These are the foundations from which Golden Goblins started to create their own role playing game.
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The team was composed of just a few developers and designers: Jurgen Dolassek (dungeon implementation), Andreas Gortz (dungeon implementation, game design, graphics), Frank Lenzer (dungeon implementation), Hartwig Nieder-Gassel (concept, game design, graphics), Heiko Schroder (programming) and Teut Widemann (concept and producer). Previously, most SSI RPGs used turn-based group combat so Golden Goblins followed the same kind of mechanics with manual or auto-combat, EXP and a LV-UP system, but moving forward with graphics, characters customization, world interaction and controls.

They implemented a “Barbie Doll System” that was shown in-game on the characters’ portraits. This displayed the different armor and weapons equipped (at that time most games just had static sprites). The game was drawn in a full-screen isometric scrolling graphic to give the illusion of depth and multi-dimensional movements. The extensive world map could be freely explored as in modern open world RPGs and you could go anywhere you please with no barriers or story-driven limits to find new cities and hidden places to enter in.
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The engine changed to a different screen only when entering in towns, dungeons and combat. While these images could look simple for today’s standards, it would have been one of the best looking DOS games at the time. Many were the interesting and innovative features planned by Teut Widemann for Citadel of the Black Sun, such as a true “Line of Sight” and window / door functions on buildings.

You were able to enter all houses and to look inside if you had line of sight, by opening a door or peeking through a window. It was also possible to jump out of a window from the second floor of a building if you wanted to. Players could check wardrobes and chests to find new armor and weapons, talk to NPCs, trade items and interact with animals. The epic storyline would follow the traditional fantasy setting, with warriors, elves, dwarves, wizards, orcs, dragons, castles and dark dungeons.

On the right side of the screen there was a menu bar with all the available actions and the game was fully playable with a mouse which is something exceptional when most games at the time were keyboard control only. When Golden Goblins and Rainbow Arts showed Citadel of the Black Sun to SSI they were blown away and immediately wanted to put it under the AD&D license, planning to use its new isometric engine for all their future RPGs.
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For a small, obscure German team it would have been a life-changing experience and the history of computer RPGs could have been much different, if only Citadel of the Black Sun would have not been cancelled. What happened? Widemann shared some of his memories in a post on his blog: “First one employee of our daughter companies we acquired called Time Warp moved into our offices as we closed down their offices. That guy wanted my job, always working to criticize mine. He said openly he wanted my job, he can do it better, and he hated RPG's. He didn't believe in them. Second I fell in love with the girlfriend of my best friend Bernard. Remember? He was one of the three of us managing Rainbow Arts. She and I came together and she split from Bernard, not good when you think the three of us had to work together on a daily basis. Story short: I left the company due to private reasons (due to my girlfriend, later my wife, we married in 1992, but she died of cancer in 2010) and that one guy took over all my projects. Within three months he split the development team, made sure SSI hated mine and the team’s guts and the project was cancelled. Remember, he hated RPG's! The game was 70% finished.”

This was the end of an ambitious RPG by a now forgotten German team. It seems that Todd Porter, their first producer at SSI during early development (before Nicholas Beliaeff took over), was such a fan of Golden Goblins’ game that when he left SSI for Origin he put many ideas and concepts from Citadel of the Black Sun into their game Knights of Legends. The remaining people at Golden Goblins then worked on “MUDS - Mean Ugly Dirty Sport” (1990, Amiga and DOS), but Rainbow Arts was later bought by Funsoft and then by THQ in 1999.
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Deus Ex 3: Insurrection


Article by: Sam Batten


Deus Ex is a highly popular sci-fi first person action RPG set in a dystopian future on Earth. There are currently four games in the series: the first two were developed by Ion Storm, while the third and fourth games were developed by Eidos Montreal. However, it was Ion Storm who worked on two ultimately scrapped, alternative versions of the third installment, which were called Deus Ex: Insurrection and Deus Ex 3 respectively.
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Art Min was a programmer on the second game in the series Deus Ex: Invisible War on PC and Xbox, and as soon as development was finished on this he became project lead on Insurrection. There were at least four different storylines set out for this iteration of the game and many of the core concepts were thought out. In an initial design document submitted in February 2004, many of these concepts can be seen with the team vision for the game being to create an accessible and believable Deus Ex game with emotional depth and epic choices.

It was slated to be released on both the Xbox and PC platform but what is interesting is, it is noted that a PS2 version would be made if an external team could be found to make it, and the “Xbox 2” for launch if green lighting was approved as soon as possible. At the time of writing this document, the team were in pre-production and were ready to go to full production by July 1st, 2004, and it was written that they would have the game finished by January 2005.
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The game was to be based in 2027 and there were five superpowers in the world who would either rise or fall depending on the intelligence that you would give to them. The game setting was that America was falling into bankruptcy and the other rising superpowers like China and Russia were trying to utilise this and bankrolling insurgents on U.S. soil. The EU were also trying to bring the U.S. under the jurisdiction of international bodies like the UN. The U.S. was also split in two with patriots who want to keep the U.S. as it is and the globalists who want the EU control.

Insurrection was to take place twenty years before the events of the original Deus Ex and you would play Blake Denton, the father of JC Denton who was the protagonist of the first Deus Ex game. It seemed that there would be many avenues that you could take during the game, and that the fate of the world would be made by your choices. The game would be open-ended and may have multiple outcomes depending on what you decide. Blake Denton was described to be “The six million dollar man meets 2020’s Tom Clancy”, a biomodified secret agent who was ahead of his time. Blake was to have a superhuman set of abilities such as enhanced speed, nightvision, invisibility and tissue regeneration.

As a player you would be able to decide on where your allegiance would lie, with either the U.S. patriots or the EU globalists and this would dictate what would happen and the fate of the five superpowers ruling the world (China, the EU, Russia, Africa and America). The developers also wanted to bring the hard science of nanotechnology and its social implications, to make this more appealing to the player by having the game set in a near-future.
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By bringing the game closer to modern times and having large conspiracies in the game they were hoping to appeal to a broader market than just science fiction fans. Gameplay dynamics are of huge importance to Deus Ex and the developers wanted to make use of improved technologies to make this a new but recognizable experience for players. There were small tweaks that they wanted to make such as better AI, new combat tools and improved pacing of the combat.

This would also be the first time that enemies would be able to use biomods which would increase the challenge of combat. There were also larger concepts that they wanted to implement into the game and make huge improvements on the previous series. Factions were used in the previous game and they would allow you to ally yourself with a specific one. In Invisible War, it was easy for the player to change factions and the developers wanted to change this. Once the player had joined a particular faction in Insurrection it would become extremely hard to convince other factions to let you work with them and it was described as a significant decision.
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There was also going to be a home base which would be a hub world where the player would go in between missions and could store extra gear, equip new gear and heal. There would also be support characters that could be recruited throughout the game that would allow you to get special upgrades. They also wanted to vastly improve the dynamic lighting used in the previous game and better physics simulation. There is not much information on how they were going to do this but they obviously wanted to make their game more beautiful than the previous, an obvious choice. The concept document also goes into what the Insurrection team thought were the failings of the previous title Invisible War and why Insurrection would surpass it. They stated that they had analysed why the Invisible War would not meet its projected sales, and these were as following:




	The action shooter elements of the game did not live up to the mainstream shooter games.


	There was too much dialogue interrupting the game and resulting in slower paced gameplay.


	The story was not clear enough for players to get a clear direction.


	The game wasn’t accessible enough to the mass market player.


	The user interface weapon/biomod inventory selection was too cluttered.






This allowed the team to pitch what improvements they were going to make and why Insurrection would be a much larger success than Invisible war. They wanted to alter the gameplay so that the combat would be more like Halo and Splinter Cell, the roleplaying elements would be similar to Knights of the Old Republic, stealth more like Metal Gear Solid 3 and the AI from Farcry. Streamlining the interface was also of importance to them so that it would be more accessible and simpler for players to use.
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Epic choices and emotional depth were a large part of what they wanted to concentrate on with less dialogue that was more concise and gave players clear objectives and an emotional connection, and creating binding factional alliances that would clarify the player position in the game. Insurrection was not only supposed to target previous Deus Ex players but also the GTA3, Halo, Knights of the old republic, Metal Gear Solid and the Splinter Cell audience.

Min has said that Insurrection came to an end when Warren Spector left Ion Storm in 2004. Art Min left shortly after and they founded Junction Point Studios together in 2005. This was the end of the development of Deus Ex: Insurrection but it was not the end of development on a third Deus Ex game. Jordan Thomas (Lead Designer at Ion Storm for such games as Thief: Deadly Shadows) was already working on Deus Ex 3 while Insurrection was being developed and this is the game that they carried on developing after the departure of Warren Spector. Thomas’s vision for Deus Ex 3 was a different one to any of the previous games and was to be an open world game set in New Orleans.

It was still set to be a sequel but the player would be a failed biotech experiment and were forced to become a mercenary. The player would then perform missions for companies to become their mercenary of choice. Unfortunately most of this game was only ever conceptualised on paper and very little to none was ever put into an actual playable product. Eidos then closed the studio in 2005 due to financial difficulties and more staff leaving the company.
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Engalus


Article by: Felipe Pepe


Born in Germany to Turkish immigrants, brothers Cevat, Avni and Faruk Yerli were avid gamers. While in college they began to develop their own game engine (CrySpace), contacting other developers over the internet to share knowledge and experiences. Over time they gathered a team, and in 1999 they founded Crytek. In 2000, they took their new project - the CryEngine - to the E3 trade show and managed to impress NVIDIA with a highly advanced tech demo.
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NVIDIA licensed the demo to promote its new Geforce 3 graphics card, giving Crytek a spotlight amongst gamers and graphics enthusiasts. An ambitious team, the Yerli brothers went around trying to find funding for four distinct projects - X-iSLE (based on the tech demo set on a dinosaur island), Silent Space (a space combat game), Engalus (a sci-fi FPS) and a never-revealed fourth title - all aimed at a multi-platform releases on the PS2, Xbox, Dreamcast, GameCube and PC.

Engalus began development in 1999 via a Crytek team organized through the internet. Brain J. Audette was a Half-Life modder still in college when he was contacted by Cevat Yerli to work as level designer on an FPS project with them, and was to be payed with royalties. Brian worked for two years on the project, eventually becoming Lead Designer.
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The game would be set in the 22nd century, 50 years after World War III. The player would slip into the shoes of Jordain, an assassin sent by the government to investigate a remote research space station controlled by a radical group known as the Invisible. An early story overview and dialog script were leaked, which shows the game to be split into three Acts. The first has Jordain arriving at the station and dealing with a traitor; in the second, he uncovers the true goals of the Invisibles and its leader - Derek Lin; in the third act, he must stop Lin from activating the Engalus, a powerful alien artifact that can reshape the universe.

Not much is known about the gameplay beyond the fact that it would be an FPS with a heavy focus on exploration and story, presented in a "cinematic" style. Crytek described the game as "Half-Life meets Metal Gear Solid", while Brian says it "borne a striking resemblance to Deus Ex in both tone and gameplay, except exceedingly more sci-fi in its presentation." The completed Engalus tech demo was shown behind closed doors at the European Computer Trade Show in 2000, with Crytek searching for backers to fully develop the game. Brian had graduated by then, needed a paying job, and felt unprepared to move to Germany to continue development, so he left the team and went to work at Turbine on Asheron’s Call 2.
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By this time, Ubisoft had agreed to fund Crytek to develop X-iSLE - which would eventually become the first FarCry game (released in 2004). As the entire company focused on the game, the other three projects were abandoned. Crytek would eventually sell the FarCry license to Ubisoft and create the Crysis series, while Brian Audette would work on Turbine and Mythic Entertainment until he landed his current job at BioWare Austin, as Content Lead for Star Wars: The Old Republic.

However, around 2003, Brian would revisit Engalus, creating a Deus Ex mod based on a mission from the game's second act, where Jordain must evade a security lockdown in the Space Station and continue his investigation with various approaches at his disposal. Unfortunately, both the Deus Ex mod and the original Engalus tech demo are no longer accessible, as the servers used to host them are long gone.
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Fallout 3: Van Buren


Article by: Matt Redmond, Luca Taborelli (monokoma)


Before Bethesda Softworks acquired the Fallout franchise in 2004, the main series was always been developed by Black Isle Studios while the IP was owned and published by Interplay Entertainment. After releasing Fallout 1 & 2, Black Isle and Interplay started working on the third chapter of the saga under the codename “Van Buren.” The plan was to use the new 3D engine but replace the first-person action with a traditional top-down view.
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This 3D engine made by Black Isle, dubbed “Jefferson Engine,” was created to develop Baldur’s Gate 3: The Black Hound, the other infamous lost game of this studio. As far as we know, work on the two games was about 95% completed before they were canned. Most of Van Buren’s story and dialogue were already made and at least half of the world was already modeled.

Full work on Fallout 3 was started when Interplay and their parent company Titus extended the license for D&D games on consoles; for some reasons this made them to lose the same license for PC iterations, forcing them to cancel The Black Hound. The Baldur’s Gate 3 team was then moved to Fallout 3, but unfortunately Van Buren was canned as well when Titus and Interplay decided to focus their resources on console games and move the team to work on Fallout: Brotherhood of Steel 2 (never completed) and Baldur's Gate: Dark Alliance 2 (released in 2004 for PS2 and Xbox).
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Even if Black Isle Studios’ version of Fallout 3 was never released, we know a lot about its planned plot and gameplay. The game would have taken place in the year 2253 in the American southwest (Arizona, Nevada, Colorado, and Utah). In an interview with Damien Foletto (former Game Designer at Black Isle) by the Winterwind Productions, he talks about his memories on the main storyline for Van Buren:

“I’m sure I’ll miss a lot, but I’ll try. The overall story involves the player discovering he is a carrier of a nasty virus that if it does not kill you, it makes you sterile. After “escaping” the prison because of a strange assault by what looks like NCR soldiers, the player immediately has the freedom to go where they want. During the course of his adventures, the player discovers that in order to get the prison robots to cease their pursuit, the player must hunt down and retrieve several escaped prisoners and return them to their cell, where the prison computer checks off the prisoners from its list. The player later discovers that returning the prisoners conveys to the computer where the prisoners went to and how far the virus has been spread throughout the wasteland. Once enough prisoners have been tallied, the computer unlocks an orbiting nuclear missile station and begins a countdown to “cleansing” the land. As it turns out, this is the situation the main bad guy wants, because he wants to “cleanse” the earth’s surface (at least the American portion) so he can start the human race anew. The player is then tasked with finding a way to the orbiting station to stop the bad guy – or help him, if he so chooses.”
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One major side plot in this lost version of Fallout 3 consisted of an ongoing war between two major factions: The New California Republic (NCR) and the Brotherhood of Steel (BoS). The player could influence the war, like in previous titles, which would influence the region as a whole. While following the general gameplay and mission structure of the first two Fallout games, Van Buren was designed to have two different combat system: real time or turn based combat.

The player would have the ability to switch between the two on the fly or stick with their preferred style throughout the entire game. A playable tech demo for the game was leaked online in May 2007 to the website “No Mutants Allowed.” The “plot” of this prototype had nothing to do with the main storyline, instead taking place during the Great War in the Great Midwest Commonwealth or Pacific Time Zone. The player character is not the protagonist of Van Buren, but is referred to as “The Citizen”.
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The family of this protagonist ignored the air raid sirens and were incinerated in a nuclear bombardment, leaving only the Citizen alive. The goal of this short tech demo was to reach one of the Vaults, and it was used to show how the final game could have looked and played. After Bethesda acquired the Fallout IP, they developed and released a new, completely different version of Fallout 3, published in October 2008 for PC, PS3 and Xbox 360.

Several Black Isle staff members that worked on the lost version of Fallout 3 founded Obsidian Entertainment andy worked along with Bethesda on Fallout: New Vegas, using some of the themes, factions and characters originally conceived for Van Buren. New Vegas was then released in October 2010, acclaimed with great reviews by fans and the press. In December 2014, InXile Entertainment (a company founded by Brian Fargo, former founder of Interplay) filed a new trademark for the name "Van Buren” and many fans speculate that they could somehow revive the original Black Isle project. After all, InXile already resurrected some old classic IPs with their Wasteland 2, Torment: Tides of Numenera and The Bard's Tale IV, so we can only wait and see what they plan to do with the Van Buren trademark.
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Into The Shadow


Article by: Jade Avis, Luca Taborelli (monokoma)


Into the Shadows is a cancelled action RPG that began development in the fall of 1993 and was due to be released on the PC, with a rumored Sega Saturn conversion (that was never started). At the time, the project received many exciting previews in the pages of gaming publications, thanks to its beautiful 3D graphic engine, but gameplay details were scarce.
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Into the Shadows was the first game announced from Triton, a promising Swedish demogroup who were active from 1992 until 1998, while Scavenger Inc. was their parent company and potential publisher. Triton had previously released graphic demos called Crystal Dream and Crystal Dream 2 (in 1992 and 1993, respectively) which consisted of showing off the company’s programming, musical and artistic skills. They also released the Fast Tracker tool in 1993 (a multi-channel MOD composer) and the Fast Tracker 2 (a XM module composer) in 1994.

Before fully working on Into the Shadows, Triton was also developing another cancelled game titled “Huntdown”, a sci-fi exploration adventure in a procedurally generated voxel planet. In Huntdown players would have landed on an alien world, exploring space stations and underground tunnels, while flying around using jetpacks and spacecrafts. This sci-fi project sounded promising for sure, but in the end it was scrapped to focus on the development of Into the Shadows.
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Scavenger Inc. was the main studio and publisher for Scavenger’s games, composed of many young, independent coders, designers and musicians from the Amiga Demoscene - In the ‘90s they worked closely with GT Interactive to release their titles in Europe and US. The collaboration between Triton and Scavenger had the potential to show to the world what the Swedish developers were capable of in terms of 3D engines, a technology that was still in its early days.

A rolling demo for Into the Shadows was released in 1995 showcasing the 4 out of a possible 20 characters within the game, as well as Triton’s revolutionary 3D engine – it showed real time shadows and fluid animations. Triton aimed at running the game well on lower spec hardware - a 486 processor - compared to the Quake engine which required a Pentium to run at a playable speed. This early demo shows a dungeon environment and in the final game, players would have been able to go through a huge medieval castle that unlocked more floors, the more the player explored.
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The team had their own motion capture system to record animations in their small apartment in Sweden, manually creating and placing each model into the environment. As one of Triton’s former developers told us: “All 3D objects were done by hand, by writing decimal numbers for all vertexes and then filling the vertexes with polygons in hexadecimal numbers. Same for UV coordinates. All polygons had to be sorted by hand, by doing sorting groups. All this was done in Triton’s own 3D editor. All graphics went through a renderer, where it prerendered lights and shadows. Realtime shadows were done by using a simplified 3D mesh that cast stencil shadows in real time.

The game was programmed in Turbo Pascal and assembler.” Triton was a team of young devs with no prior experience on developing videogames, so it was not easy for them to work on Into the Shadows. They took on a massive workload, developing not only the game but even all the complex tools they needed to create it. The effort put into developing indie games today was far greater than it is now. They wanted to make the best game possible, with tight and responsive controls, beautiful 3D graphics along with a great story and puzzles: it was hard task, but they were determined to succeed.
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Unfortunately, despite its promising team and development, Into the Shadows was cancelled in 1997 because of missing payments and lawsuits between GT Interactive and Scavenger, that lead to the bankruptcy of the latter in 1998. Triton went inactive in the same year, however some members successfully founded another game company called Starbreeze Studios, who went on to develop such loved games as Enclave, The Chronicles of Riddick, The Darand BTwo Sons.
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Myst IV: Adventure Beyond the D’ni Ultraworld

Article by: Andrea Ritsu


In 1998, Cyan Worlds Inc. and Mattel decided to outsource the work on future Myst game to other developers. This would let Cyan work on their upcoming project Uru while still keeping the Myst main-series afloat during said development period. Various developers were given a chance to pitch their idea for a story and soon enough Presto Studios was working on the next game in the series, Myst III: Exile. However, they were not the only developer to be assigned the Myst license.
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DreamForge Intertainment, the developers of the horror themed adventure game Sanitarium, started work on the fourth Myst game one year after Presto Studios effort. The game, known internally as Myst IV: Adventure Beyond the D’ni Ultraworld, would never be released or shown to the public during its development. After having worked on the game for two years (June 1999 to June 2001), it was canceled as the rights to the Myst franchise transferred from Mattel to Ubisoft.

Myst III: Exile was released the next year and the next game in the franchise was to be developed internally at Ubisoft and was released in 2004 as Myst IV: Revelation. Patrick Fortier, the creative director of Myst IV: Revelation, opened up about the unreleased version of Myst IV, hereby referred to as Ultraworld to avoid confusion, in 2004 on the Uru Obsession community. According to Fortier, Ultraworld’s development was only about 20% finished, but the designs themselves were completely done. The game was presented in realtime 3D, a first for the series at that point.
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Some ideas from Ultraworld even managed to carry over into Myst IV: Revelation. Specifically the inclusion of Sirrus and Achenar, the two brothers from the original Myst. Shortly thereafter Areth and Gadren, two users from Uru Obsession community, were able to unearth concept art, screenshots and even video showing off Ultraworld in motion. The game ran at a low framerate but featured some very beautiful visuals for its time, having complex environmental design that rivalled, if not outmatched, Cyan’s own 3D project, Uru, at the time.

The standard Myst-cursor was still present, stationed in the center of the screen as the player walked around and interacted with the environment. The concept art shows us a look at Atrus, Catherine as well as Sirrus and Achenar’s 3D models. What’s the most interesting about these models is that Sirrus was bald and without facial hair. In his appearance in the original Myst, as well as Myst IV: Revelation, he had well combed hair and a goatee beard. Two original characters were also featured in Ultraworld, Kervis and Merinia. The purpose of these characters are unknown, as is most of Ultraworld’s story. A sketch showing off an “Ice Locall” age is also featured among the concept art, showing a mechanical panel controlling some sort of platform.
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After Ultraworld was canceled, DreamForge Intertainment was soon gone. Their last known project was an unfinished Werewolf: the Apocalypse game that eventually led to the shutdown of the company. Not much else is known about Myst IV: Adventure Beyond the D’ni Ultraworld and the Uru Obsessed community has since closed down. Ubisoft’s Myst IV: Revelation would be released in 2004 for PC and Xbox, but the resume for Ande Gaumond claims a prototype was made for PC, PlayStation and Gamecube. Whether or not this potential prototype was another unknown attempt at Myst IV or an early version of Myst IV: Revelation is unknown.
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Prospero


Article by: Philip Dempsey


Prospero is a canceled massively multiplayer online game that was in development for PC by Valve Software, the studio behind popular games like Half-Life, Portal, Team Fortress 2, Dota 2 and many more. Prospero was one of the first projects planned by Valve when they were founded in 1996.

[image: prosperoproto02]


Along with a FPS titled Quiver, Prospero was to be a flagship game for the new company, but as Quiver morphed into the now legendary Half-Life and begun to take up more resources, Prospero fell by the wayside. Prospero was designed as a third person adventure game inspired by Myst and the works of the Argentine writer Jorge Luis Borges. The game was to have a focus on exploration and an intricate storyline.

Originally, it was going to be a single player game but while development went on it morphed into a multiplayer game. This shift came about due to many of its ideas for single player being moved over to Quiver / Half-Life. Players would take control of a character known as either “The Librarian” or “Aleph”, a female protagonist with psionic powers. The game would focus around a “Library” that served as a hub world to the levels. From what can be seen from prototype screenshots, platforming and exploration would have been the focus of gameplay.
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From the Library, players could access official levels made by Valve as well as user-created levels from people all over the world, with an editor to create and share their own levels. Prospero was also planned to have friend lists and a server browser with each game acting as its own server, to play levels online with other gamers. Long-time Valve employee Mark Laidlaw was originally hired to help with Prospero's story which he called "a science fantasy epic". However as development progressed on both Quiver and Prospero, it became clear that the team couldn't cope with two projects at once and the evolution of Quiver into Half-Life made it their main game that had to be completed at all cost.

Prospero was put “on-hold”, and in the end it was never completed. Thanks to an interview with Marc Laidlaw by François Aymes for Jeuxvideo.com, we can read some more details on the project:

"François: Prospero's development was halted in 1998, was it because of Half-Life?

Marc: It was halted because some of us went to game shows and saw things that looked like Prospero, and felt that we weren’t doing anything that was going to make us stand out in the crowd. The project was flailing, struggling for identity, and there wasn’t a sense of great confidence. It was a natural thing to move more of our attention to Half-Life. Prospero was dead in the water well before Half-Life 2 came along. *François: Was Prospero supposed to feature a single player adventure ? Can you give us an idea of the plot?

Marc: It straddled the line between single player and MMO, which was not something we could have pulled off back then. There were all sorts of possible plots, but we never got far enough to have to decide which one would work for what we were building."
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However, this would not mean that all the work spent on Prospero would go to waste. Screenshots from Prospero show off levels that have a striking similarity to ones found in the Black Mesa and Planet Xen sections of Half-Life. A handful of music files found in the Half-Life sound folder also have the name “Prospero” in their filenames and fans speculate that they could have originally been composed for the lost game.

Perhaps Prospero's biggest contribution was that its server browser service and friends list concepts would return as the basis for Valve's successful digital distribution platform: Steam. Even though Prospero has been canceled and many of its ideas used by other projects, Valve CEO Gabe Newell has said multiple times that they could return to the project at some point: “Nothing ever really dies here, it's just a question of how long until we get around to doing it”. Who knows, maybe a new version of Prospero could even be released before the most-wanted Half Life 3.
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Revolver (Jade Empire 2)


Article by: Luca Taborelli (monokoma)


Revolver is the codename for an ambitious action RPG that was in development for PC, Xbox 360 and PS3 by BioWare with the help of Big Sandwich Games. The project started around the same time as they were working on the first Mass Effect for Xbox 360 (announced in October 2005). While Mass Effect would have been their major exclusive for Microsoft’s home console (PC version of ME was released 6 months later), Revolver was meant to be their new multiplatform series and many resources were put into the project, taking about 5 years to develop.
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Unfortunately, in 2009 the game was canned for a series of complex reasons and Bioware never officially announced Revolver to the public without showing any images or releasing any info. While it's already unfortunate that we will never be able to play an original BioWare title, the story behind Revolver becomes even more tragic when one finds out that the project was initially started as another, most-requested-by-fans game: a sequel to cult-following, martial arts RPG Jade Empire.

To understand better what happened to Jade Empire 2 and the importance of Revolver in Bioware’s market strategy, we have to dig down to remember what the studio was doing before becoming a company owned by EA with 3 major ongoing series (Mass Effect, Dragon Age and Star Wars: The Old Republic). In the mid '90s BioWare became a favorite team to western RPG fans thanks to cult classics such as the Baldur's Gate and Neverwinter Nights series. At the end of the ‘90s they wanted to enter the console market and developed MDK2 for Interplay (published in 2000 for Dreamcast and PC), creating a quality third person action-shooter loved by fans and the critics, but that did not set the market on fire as they could have dreamed for.

The real console success for Bioware arrived in 2003 with the help of LucasArts, when they released Star Wars: Knights of the Old Republic for the original Xbox. Still, part of the success was because of the popular Star Wars series, not for a proprietary IP, and BioWare wanted it all. To try to create a new successful IP and to be able to win the average console owner, Bioware decided to embrace a more action oriented combat system suitable for controllers. The results was one of the best action RPGs to be released on the Xbox: Jade Empire, published in April 2005.
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Only a few months later Microsoft released their Xbox 360 and Bioware was already working on 2 exclusive titles for the new hardware: Mass Effect and Jade Empire 2. As reported by Gamespot in November 2005, BioWare co-founder Ray Muzkya told to the press: "BioWare definitely plans to continue the Jade Empire franchise [...] The Jade team did a great job with the first game in that series; we have great teams working on all of our games here. We've also said in the past that we're working on not just one, but two Xbox 360 titles. Enough said."

We don’t know what exactly happened after that, but it’s possible that the not-as-high-as-expected sales for the original Jade Empire on the Xbox made the team rethink their Xbox-only strategy and the future of their Jade Empire IP. Bioware decided to develop this new project for PS3 too, creating a new role playing experience that could have matched the titles from their golden age of Baldur’s Gate and Neverwinter Nights. While the first-person-RPG-shooter style of Mass Effect sounded like the best type of game to sell to the Xbox / Halo crowd, Jade Empire 2 was chosen as the core to develop a new action RPG series for both consoles and PC.

After only a few initial concepts, the mythical chinese martial-arts setting of Jade Empire 2 was dropped in favor of a more urban, near-future sci-fi settings. With the Jade Empire IP removed from the project, Bioware labeled it with the codename “Revolver”, a title that seems to have not had any particular meaning if not for the same initial letter of the R: drive on their shared network in which files for the game were stored. Other rumored codenames considered for the project were Rainbow, Razor and Riverdance.
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Even if Revolver was never officially announced by BioWare, in the last few years the internal codename was revealed through many different resumes, articles, interviews and demo reels, allowing the world to find out about this lost title. While Revolver was already in development and Jade Empire 2 canned, in 2007 Eurogamer asked BioWare co-founders if they had plans to create a sequel to Jade Empire: "It's an IP, it's a setting that we were really passionate about, and we still are. Both Greg and I were big believers in the IP... We're just looking for the right way to deploy it.”

The studio really wanted to create the greatest western action RPG ever conceived and they started brainstorming ambitious features that could evolve the genre into a new standard. It seems that they exaggerated those ideas as while Revolver was still in its early stage, many of those features were already being cut. As wrote by an anonymous developer that worked on the game:

“While still working on Mass Effect, I'm included in some of the Revolver meetings. Revolver is at that interesting point where things start getting cut. This is good. The project had a whole lot of things up in the air, a ton of features that were each individually doable but way beyond the scope of the project when taken together (unless we had more funding than any other project and weren't planning to ship until 2012).”

Even with many of its features removed, the game was still too big for just BioWare. To be able to fulfill their vision for Revolver they soon hired Big Sandwich Games to help with the development, a team funded by ex-Rockstar Vancouver employees. This could not have been just a coincidence as Revolver was meant to blend sandbox open-world urban games like GTA and classic action RPGs, using “super powers” (such as the ability to jump from one skyscraper to another) to move around the city, as in Crackdown, Prototype or Infamous.
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Players would have explored the game’s world using exaggerated parkour movements, jumps and climbing as seen in the Assassin’s Creed series, while fighting enemies with the over-the-top, responsive combat style of Devil May Cry and Ninja Gaiden. All of this while keeping the same story-focused narrative of classic BioWare titles, but in non-linear branching paths. Writers and developers soon found out that merging a free roaming open world game with a complex narrative was not without problems:

“So we're trying to figure out how flight messes up plots - which plots can be broken by you being able to fly into an area that you'd ordinarily have to walk through (and thus run into encounters that advance the plot). [...] In Jade Empire, there were encounters that you could skip, definitely, but there was no way you were gonna skip an entire dungeon -- the dungeons were just too expensive and too few in number. [...] Right now, we're focusing on making dungeons (where here, "dungeon" means "an enclosed area with a bunch of combat in it") that give the players multiple reasons to go inside - so the player doesn't have to make the choice between getting content or missing content for roleplaying reasons.”

Revolver wanted to allow players to enjoy story focused RPGs in a sandbox world by giving them multiple ways to receive important quests from different people. If we would miss (or kill?) a character with a key-quest, the game system would offer the same or a slightly different quest from another NPC, giving more freedom on how to freely explore the world while still following the main storyline that writers wanted to tell. A similar conversation system to the one used in Mass Effect was also planned, with dialogue to resolve as some sort of “puzzle” and different answers for different “morality alignments”.
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A lot of time was spent on creating concepts and prototypes to better understand what the team would have been able to do. At some phase of development the team also experimented with a cell shading engine, similar to what happened to Borderlands. Before it was canceled in 2009 it seems that Revolver was close to the end of pre-production, meaning that the core gameplay, story and features were set. “We have a demo that looks better than many finished games and gives a pretty good look at the directions we intend to go on look and feel.”

What happened to Revolver? While the game was never officially announced or canceled, there are a series of possible reasons for its demise. Mass Effect became a HUGE commercial and critical triumph and every doubt about being able to be profitable with a new IP were wiped out: now BioWare had its own Star Wars series. They did not need to experiment with another new IP as Mass Effect was already more popular than they could have dreamed. Mass Effect 2 was later released on Playstation 3 too and it soon became a consolidated multiplatform franchise.

If that was not enough, in October 2008 the studio announced another big project that in the following years would have taken a lot of their resources: Star Wars: The Old Republic, a MMORPG set in the Star Wars universe. To be able to keep up with SW:ToR’s development, BioWare had to open a new studio in Edmonton and they even asked for help from Big Sandwich Games. As they already had a strong collaboration with BSG, the team could have moved from Revolver to The Old Republic.
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We also have to remember that in October 2007 BioWare was bought out by Electronic Arts and they had the final word on which games had to be completed or not. When the financial crisis of 2007 - 2009 hit USA and Europe, lots of gaming studios closed down and many projects were canned. It was not a time for experimental, overly-ambitious games and EA decided to cut funds for Revolver and for another original BioWare project for next gen consoles, titled “Agent”. It made more sense from a marketing standpoint to focus on proven franchises rather than on expensive, still unfinished projects that could have failed.

After about 7 years of difficult development in late 2009, BioWare were also finishing their work on Dragon Age: Origins, finally released in November of that year. The game became another huge success for the studio, with more than 3.2 million copies sold in just a few months. Unfortunately, Revolver did not have the same chance to prove its original open world gameplay and ambitious features. People that were working on the project were moved to more profitable games at BioWare, such as the money-making sequels for Mass Effect and Dragon Age.
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Sex ‘n’ Drugs ‘n’ Rock ‘n’ Roll 


Article by: James Alan Griffiths


Video games and controversy have always been linked. There are too many games that have fallen foul of the mainstream media to mention, but we can all name many, across many gaming eras. Sensible Software’s Sex ’n’ Drugs ’n’ Rock ’n’ Roll (also known as SDR, which I will hereby abbreviate to from here on in) would undoubtedly have fallen foul of such outlets, committed to warning consumers off the game in the name of good taste and in protecting the purity of young and influential children who make up the computer game playing public in the eyes of parents and classic journalists.

[image: sex-n-drugs-n-rock-n-roll-01]


Intended as a PC point and click adventure inspired by the Leisure Suit Larry series, as well as Lucasarts’ seminal Monkey Island series, about one man and his experiences in rock and roll, SDR’s beginnings date back to the mid 1980s. Jon Hare and Chris Yates, childhood friends and eventual Sensible Software co-founders, bedroom coded a title called Drugged Out Hippy and this is where the project began in 1985. The genus of the idea, Drugged Out Hippy was ultimately dismissed as being too uncommercial - more of a pipe dream.

The success the pair achieved with Sensible Software and most notably its flagship Sensible Soccer series would eventually in 1996 allow the company to do anything they wanted under a publishing deal with Warner Bros. It’s easy nowadays to forget quite how popular Sensible Software were in the 1990s. They developed 16 bit favourites, including popular military themed strategy shooter Cannon Fodder, and Mega-Lo Mania, a similar title released across many formats. Their biggest success, however, came from the Sensible Soccer series, which helped cement the company’s major success. These football games are still today remembered as cult sports favourites.
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Riding high on the popularity of these games, Hare and Yates decided the time was right to resurrect Drugged Out Hippy, along with other previous game ideas with Warner Bros, who became their new publisher, keen to listen to game ideas, the general consensus being that Sensible Software could become a household name outside of Europe. The game would make the best use of cutting edge technology and become a brand new experience unlike anything released before it. When development started on what became SDR - the game’s title being inspired by a proto-punk hit by British rock band Ian Dury and the Blockheads - its sheer ambition and scope were huge.

It was originally envisaged to feature 150 characters, all painstakingly modelled in then-state of the art 3D rendering, as well as many different in game locations. The art style - huge exaggerated features and shiny, plasticine style character models - is reminiscent of adult-orientated British comic books such as Viz, and the game promised to offer players a similar, vulgar humour that clearly was not intended for children. Playing as Nigel Staniforth Smythe, a character you’d probably see in a This is Spinal Tap prequel, the proposed plot involved a loan taken from a Hell’s Angels biker gang, which our protagonist used to fund the purchase of a van to take his rock and roll band - the Subverts - on tour.
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Of course, the fact that it’s a loan implies that the money needs to be paid back, and this would be the player’s task - to earn funds by playing gigs and trying to break the big time (probably at an alarming rate of interest - such is probably the way with motorcycle loan sharks). If your exploits didn’t yield profits, your black market creditors would be round to get you, and it would be game over. Sadly Nigel is easily distracted, (which likely explains why he doesn't have good credit) and money was otherwise spent on women and drugs. Not just one particular type of narcotic, either. In fact, gameplay mechanics would be altered to simulate the kind of effects attributed to the misuse of the substance Nigel had ingested.

The sheer size of the game meant it was originally planned to occupy a massive 15 discs. This was due in part to the sheer scope of the project, but also because of the complex 3D models that made up the world of SDR, and of course a rock-heavy soundtrack that made up the fictional band’s repertoire. These songs were professionally written and recorded at London’s Pinewood studios, with the expectation being that the game would not just be a punk-style middle finger salute to the gaming world, but also a respectable musical project it its own right and, during development stages, discussions were held as to how SDR could possibly traverse other types of media to create a multi-faceted experience.
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The project was set to become Sensible Software’s most ground-breaking game, but a series of unfortunate setbacks eventually called time on the game. Firstly, delays to the game were caused by a lack of knowledge in how to program 3D titles. While the project was coming along nicely on paper, it was lacking in terms of being a playable game .The company’s success in the 16 bit era, and the demand for their games on these systems meant they weren’t used to working with graphics found on the next generation of consoles and computers. In fact, the jump from 16 to 32 bit was something of an epoch at the time, certainly the biggest advancement in video games ever seen. Having to adapt quickly while maintaining stringent deadlines was not easy for the company, and the game’s engine, the promise of a game in playable form completely stalled.

Music was recorded, playable scenarios were formed but because of a bottleneck in translating this to screen, advancement was extremely slow. Then in 1997 Warner Bros sold the video game publishing arm of their business. This was purchased by GT Interactive. Apparently no stranger to computer game controversy themselves, games in their back catalogue included adult first person shooters such as Duke Nukem and games in the Doom series, which had both attracted attention from detractors both in the United States and the UK. However, they seemingly drew the line at SDR. References to the gratuitous use of drugs and other adult content in the game were just too real for them.
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Being an American company, their main interest was in the U.S. market, where the British humour - much of the content was tongue in cheek - would be lost on such an audience. Sensible sought legal advice and found that the content expressed within the game was entirely legal, save for one blasphemous reference which was promptly removed. The objection to what SDR contained was purely moral even if it didn't contravene any actual laws. In order to appease their new publisher, Sensible tried to add more multicultural elements in an effort to make it presentable in other territories. This could not persuade GT, and it swiftly became clear that the only way to save the project was to find a new publisher.

Despite approaching several big names at this time, it was extremely hard to convey how the game would actually play, due to the issues with getting it into a something representing a game, and it became clear that they couldn’t sell the game on Sensible Software’s name alone. The situation became risky because Sensible Software founders Jon Hare and Chris Yates were in a position where they would have to bankroll the project themselves - dangerous territory, and something they ultimately refused to do. The setbacks experienced with SDR caused a knock on effect with other games offered in the now defunct Warner Bros publishing deal. Sensible Software laid off a large percentage of their staff, and this once revered British developer ceased to operate, eventually being sold to Codemasters.
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In true rock and roll sentiment, Hare and Yates are today no longer in contact. So, the general consensus with SDR is that its controversial content was the cause of its cancellation, but this is only really half the story. In truth the project was just too ambitious. Something born from a joke became too ambitious for its own good. Even compromises in the sheer volume of content was not enough to create a viable game. Years ahead of its time graphically, and in sensibility, its uniqueness would mean that sadly it wasn’t to be.

Had it been released today it's a pretty fair assumption that SDR wouldn't have encountered the same issues as it had when it was languishing in development hell in the 1990s. Many titles released today seemingly advocate the use of drugs, sex and other adult activities with little or no backlash from mainstream media. These activities are not the main focus but always peripherally within the make-up of said game. But in its stunted form, with its quirky, arguably dated art style it remains a strange and enduring prospect.

Even though we can't experience this piece of rock and roll satire from start to finish, fittingly we can view it and listen to it as the medium it served to emulate so well, in a series of music videos that would have featured. SDR was a brave act of defiance. The fact that it misfired is, in the grand scheme of things, not hugely important. However, the game lives on as a 52-minute concept album that utilises its diverse rock soundtrack, along with accompanying videos that encapsulate the kind of graphics the game would have presented. A fitting encore, and the next best thing for a failed game that was years ahead of its time.


References:



	www.eurogamer.net/articles/sex-n-drugs-n-rock-n-roll-article


	metro.co.uk/2012/10/23/jon-hare-sensible-software-interview-theres-only-one-person-thats-better-than-me-606298/


	www.unseen64.net/2009/04/19/sex-n-drugs-n-rock-n-roll-pc-cancelled/







Sleeping Giants


Article by: Luca Taborelli (monokoma)


Warren Spector entered the video game business in 1989 when he joined ORIGIN, co-producing Ultima VI and Wing Commander, then producing two games in the Ultima Underworld series, Ultima VII: Serpent Isle, System Shock, Crusader: No Remorse and many others. His name soon became a legend for PC RPG fans. In 1997, after a year as General Manager of Looking Glass Austin and producer on Thief: The Dark Project, Spector received a call from John Romero: it was the start of the new Ion Storm Austin team and the conception of another classic title, Deus Ex.
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As studio director, Spector later oversaw development of Deus Ex: Invisible War, released in December 2003, and Thief: Deadly Shadows, released in June 2004. After such a massive number of well received games, he wanted to create something even more ambitious. During an interview with Games Radar in June 2012, he recalls the time when he quit working at Ion Storm: “Here’s the thing: I left Ion Storm and Eidos in the spring of 2004, frankly because I felt out of place at that company. I was at E3 that year, and I remember looking around at all the games - I was showing Thief: Deadly Shadows, which I thought of as a slowly-paced, cerebral, genuinely mature sort of game. And I looked around and there was Crash ‘N’ Burn, the racing game about how big an explosion can you create, there was Hitman: Contracts, a game where this time you get to kill with a meathook, and over there was 25 to Life, a game about kids killing cops. I was like, oh my god, I can’t do this. So I left. I had six months off, but really, all I was doing in that time was planning my next thing”.

In March 2005 Warren Spector officially announced his new company: Junction Point Studios, a team named after a cancelled online RPG he was working on during his last months at Looking Glass. He founded the studio with the help of another former employee of Looking Glass and Ion Storm: Art Min. Art worked on System Shock and Terra Nova, before leaving Looking Glass in 1996, to co-found Multitude and heading up the creation of FireTeam, the first online-only, voice-enabled, squad-based tactical game. Following the release of FireTeam, Art joined Valve Software as Online Content Group Project Manager, where he managed the acquisition of the Counter-Strike IP. In 2003, Art joined Ion Storm Austin to work as project director on the third, lost installment in the Deus Ex series (a project you can read more about in this same book), before following Warren Spector in his new adventure.
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From this short introduction, it’s easy to understand how the hype was huge for Junction Point Studios: with such important names gamers were waiting to see what they could conceive as their first project. During the early days of Junction Point, Spector and Min conceived a few original games to pitch to different publishers. One of these pitches was titled “Sleeping Giants”, an ambitious open world RPG in the vein of The Elder Scrolls: SKYRIM, set in a fantasy universe originally proposed for DC Comics by Spector and his wife.

As told by Spector to Variety.com in November 2009: "[it was] a big, BIG fantasy game that I had been wanting to do for about 15 years. My wife and I created a world and a whole story arc for DC comics. They decided not to pick it up. I loved this world and the characters we had created.” As stated in the Sleeping Giants proposal document, their main objective was to create a fantasy game that meld the best elements of some of the most successful and innovative games of the mid ‘00s. Imagine the ethical choices of Fable or Knights of the Old Republic combined with the freeform gameplay of Grand Theft Auto, a pinch of immersiveness and wonder from Thief or Underworld. Wrap it up in a story as sophisticated, adult and relevant as Deus Ex. That was the ambitious plan for Sleeping Giants, wanting to offer state of the art freeform gameplay with myriad of choices and unique consequences as players explore deeply simulated cities, towns and dungeons however they choose.

With Sleeping Giants, Junction Point’s goal was to hit the heart of the Bioware and Blizzard audiences, taking inspiration from the Diablo, Neverwinter Nights and Baldur’s Gate series. By looking at the game today, we can say that it looks a lot like SKYRIM, but it was created more than 5 years before Bethesda’s popular action RPG, in a time when Oblivion was not published yet. Dragon Age: Origins and Dragon’s Dogma, two other similar titles, would only release respectively in November 2009 and May 2012. Sleeping Giants could really have been a revolutionary RPG for its time, if only completed.
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The project’s potential did not go unnoticed by publishers and soon Junction Point signed a deal with Majesco Entertainment, when the company was trying to heavily enter into the AAA market, with projects like Advent Rising (released in May 2005), Psychonauts (released in April 2005) and a lot of movie tie-ins. It’s not clear when full work on Sleeping Giants was started, but initially a series of concept arts were created using talented freelancers, to show the feeling of the game. After a while Junction Point were able to hire more developers and they developed an early prototype using Unreal Engine 3, a tech needed to run both indoor and outdoor worlds, from cramped, claustrophobic dungeons to city and countryside locations.

Their plan was to develop the game on PC along with the two (at the time yet unreleased) “next-gen” platforms: PS3 and Xbox 360. Dragons would have had a major role in Sleeping Giants’ lore and Junction Point took notes from other dragon-focused games as Drakan, Panzer Dragoon and the Breath of Fire series. The team wanted to create a powerful, adult story featuring a unique central character - a young man, born of a dragon mother and a human father. The blood of dragons flows through his veins, giving him great power, at the expense of his humanity. He finds himself torn between human and dragon forces at war with one another and must choose who to befriend and who to oppose. The survival of one or the other species hangs in the balance of Sleeping Giants’ world.

Reading the backstory featured on the game’s proposal gives us a quick look of the main settings and characters promised for the game: 

“For nearly fifty years, man and dragon battled for dominion over the world. Dragon aeries were razed. Dragons were killed in vast numbers. Nests were torched. Infant dragons were cut down and left for scavengers. But mankind’s losses were worse - the number of human dead was staggering. With defeat seemingly at hand, the mages of the world came to mankind’s leaders with a terrible plan. They could, they claimed, bring an end to all dragon life by conjuring a great magick - The Great Fire. This was humanity’s only hope. The destructive spell did end the dragon threat, as promised - but not without cost.
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The effort depleted the world’s magical energies almost completely and spawned a winter from which the world has yet to recover, despite the passage of time. The world may well never see summer again. For 200 years, no human had seen a dragon. Though not quite the stuff of legend, the ancient enmity between man and dragon was hardly the stuff of everyday life. Many years have passed since that great and grave moment in human history and, recently, some in the outlying territories claim to have seen dragons in flight once more. In point of fact, the magical event that supposedly killed the dragons - The Great Fire - did nothing of the kind. Yes, it destroyed many of them but its main impact was to consume so much magical energy that many dragons - being dependent upon magic for their existence, the way humans depend on air and water - simply went quietly, secretly dormant.

A handful of dragon eggs, hidden in the most inaccessible dragon nests, survived the events that killed their parents. Adults in the later phases of life - a time when dragons isolated themselves from their own kind and the rest of the world - were locked in sleep in places so remote no human could find them, no human magic touch them. Most intriguingly, a handful of hatchling infants were enchanted by their elders, changed into human form. Their memories were stripped, leaving them unaware of their true natures. These few were left to be raised by humans until a time when the world would be safe for dragons once more.

As the story begins, two things are happening - human mages have noticed noticeable upswings in the level of magical energy in the world, a natural result of the passage of time and of strict controls on the expenditure of magical energy. Mages, mostly descendents of once powerful men and women, are making a push for renewed political power. Ancient magical artifacts, long useless, are once again sought after and fought over. The second impact of a magical resurgence? The surviving dragons are waking up.
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In the Northlands, where the Great Fire was unleashed, a hatchling has reportedly been captured, butchered and burned. In the Disputed Lands, a full adult dragon is said to have razed a town before disappearing. It’s unclear whether these events really took place but that they are being reported at all is disconcerting. Antonio Balthasar, the player character, is the offspring of an enchanted dragon mother (the Lady Tecla) and a human father, now dead. Early in the game he is unaware of his true nature, thinking himself a normal human - an adventurer in the employ of the wealthy Tecla.

During the course of the game, he learns that Tecla is his mother and that she is one of the dragon hatchlings, enchanted years ago into human form. From that moment on, he finds himself increasingly enmeshed in the growing conflict between humankind and the dragons. Will Antonio work to restore dragons to power? Will he fight for humanity, even if it means an end to magic and to dragonkind? Or will he take the middle path and bring peace to the two warring factions? Each player will make his or her own choice.”

The story was planned to be told in a series of self-contained episodes through the whole game, taking anywhere from 30 minutes to three hours to play to completion. Each episode, though self-contained, would be part of the larger, overarching plot. The world of Sleeping Giants drawn inspiration from Renaissance Italy, notably Venice, with its distinctive canals and bridges. The central city in the game would feature notable landmarks of the real Venice, with its canals, the Doge’s Palace, the mysterious cemetery island of San Michele, St. Mark's Plaza… now, imagine dragons wheeling overhead and magical lamps reflecting off the ice of frozen canals.
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This was meant to ground the experience for players: one of the most popular elements in Deus Ex was the opportunity to explore places like the Statue of Liberty and the Paris catacombs. The outlying areas of Sleeping Giants would recall Tuscany, with its magnificent villas and vineyards, or Rome, with its ancient ruins and enduring majesty. Junction Point also wanted to integrate Eastern European influences into the mix, with that region’s confluence of Occidental and Oriental art styles, as the moorish Spain, itself a blend of Western European and Muslim culture. Even the frozen northlands of the gameworld would draw from real world references, notably the desolate Siberian Steppes, the majesty of St. Petersburg, the mystery of the Kremlin in Moscow.

Just as the game’s world was inspired by the real world, so were its human races. The team hoped to offer a diverse set of characters, with racial and cultural diversity, with Caucasian and Black characters, Asians and Arab. The protagonist, affected by his awakening dragon blood, would also change his physical characteristics that, when angered, let slip glimpses of his heritage. Under certain circumstances, it becomes apparent that Antonio is not entirely as he appears on the surface.

The gameplay would have also used the dragons’ lore for character development, choosing between human talents or dragon abilities. Players could choose different approaches to resolve the game’s quests and the gameworld would respond differently depending on their previous acts and demonstrations of dragon powers. There would be missions to help humans and ones to help dragons: we could become a slayer of dragons or a dragon-savior, an enemy of humankind or its most noble champion. Skilled players could play the rogue, taking missions that suit their fancy regardless of who they help or harm.

[image: sleepinggiant16][image: sleepinggiant18]


Junction Point’s concept of “open-ended” gameplay extended to the creation of a living, breathing world, with cities, towns, dungeons, wilderness areas and dragon aeries full of both story-specific and secondary quests. During an interview with Gamasutra in March 2007, Spector said:

"The key for me is creating linked sandboxes and letting players explore those little narrative chunks on their own. I'll determine why it's important that you get through a door, but how you get through it, what happens and whether you kill, talk to or ignore everyone on the other side belongs to the player. That concept of sharing authorship is where the sweet spot of game narrative is. There are some things that I think we can do to take that to the next level, and things that can be done a couple of years from now that can take it to yet another level. The end goal for me now isn't for me to allow players to play a movie, ride a roller coaster ride or provide a sandbox so they can do what they want, but is to find the compromise where I can have a dialog with each player virtually. That's what's exciting to me."

Sleeping Giants was meant to be a fully sandbox experience, in some ways like GTA or Deus Ex but set in an (at the time) unprecedentedly interactive and reactive fantasy world. The cities, towns and dungeons would be open to freeform exploration and structured in such a way that let players to choose, plan and execute their own missions, from recovering quest items to destroying towns and dragon aeries, from deliveries to thefts, from protecting NPCs to killing them, from protecting wild creatures to killing rampaging monsters. Many of the wilderness areas and dungeons would have been auto-generated by a “Dynamic Gameplay System” that would fill them with new enemies, items and events to experience each time players would access to them.
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With a planned budget of about $20 million and an estimated shipping date in early 2008, the team knew that their project was an ambitious and risky one. At first Majesco was supporting the project with their resources, but after Advent Rising, Aeon Flux, Bloodrayne 2 and Psychonauts heavily flopped, the publisher abandoned Junction Point and cut off Sleeping Giants. Majesco’s previous investment in expensive projects and tie-in games made them to lose a lot of money and (false) rumors about the company’s bankruptcy started to spread in July 2005. Their stock fell down more than 50%, their CEO Carl Yankowski resigned and the company was sued by shareholders.

Their net revenue in 4Q 2005 was about $50 million less than the previous year, they cancelled the planned Taxi Driver and Ghost Rider tie-in games, canned Terminal Reality’s Demonik and 20% of their staff had to be laid off. A huge game like Sleeping Giants, still in early development with a few years and millions of dollars to invest to complete, did not have a chance to survive to Majesco’s economic collapse.

Junction Point were able to re-acquire the rights for Sleeping Giants and kept working on it while they were searching for a new publisher. In 2006 they worked for a while on a new Episode for Half Life 2 thanks to a deal with Valve. As explained by Spector in a Reddit AMA: "Junction Point had a project cancelled. There was no money. Basically, Valve came in like a white knight and offered us some work on a Half Life episode set in a part of the Half Life universe that hadn’t been explored deeply". Unfortunately Junction Point’s Half Life Episode did not last long, but luckily in the meantime they found another collaboration.
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In March 2007 the studio was composed of about 24 people and during an interview with Eurogamer Warren Spector said that they were working on two IP: "One of them we're working in collaboration with a fellow you would have heard of out of Hollywood and one of them is based on a game-world that I created about 15 years ago with my wife. I've been waiting for the technology to catch up with the ideas in there". The “Hollywood IP” was a project titled “Ninja Gold”, a modern-day ninja action adventure in collaboration with movie director John Woo: another Junction Point game that never seen the light of day.

During another interview with Gamesradar in June 2012, Spector recalls what happened during that time: "Nine months of work and the publisher goes away, six more months and another publisher goes away, a year after that and another publisher goes away. And so I’m going, what the heck? I never took any time off - I was always out talking to publishers to get a deal. [...] It was interesting, because I had a bunch of publishers interested in Sleeping Giants, my epic fantasy game, and in Necessary Evil, my near-future science fiction Deus Ex-with-the-serial-numbers-filed-off game, but my agent told me to talk to Disney. Now I’m the biggest Disney fan in the world, but I said no. They’re not going to be interested in Ninja Gold, they’re not going to be interested in Necessary Evil, they’re not going to be interested in Sleeping Giants. They’re just not. And he said “Just talk to them. They’re changing.” And they weren’t at all interested in what I was trying to make at the time, but they asked me if I was interested in doing a Mickey Mouse game. So picture yourself: huge Disney fan, sitting in a room full of Disney people surrounded by Disney-ish stuff, and they say “How would you like to play with the most recognisable icon on the planet Earth?” And I said no, because I don’t make games for kids - Disney, in my view, had done a very good job of positioning Mickey as a character just for kids. And they said “We want you to make the Mickey game that you want to make. Make Mickey a hero for the twenty-first century.”
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Most of you probably knows what happened next. In July 2007 Walt Disney Co. officially acquired Junction Point Studios, to make them work on the Epic Mickey project. Spector’s vision for Epic Mickey was way different and darker than what was released in November 2010 as the final Wii game, but that’s a story for another time. With the acquisition of Junction Point, all their previous IP were canned, to switch their efforts on the Mickey Mouse game. Sleeping Giants was lost and forgotten to make space for a more popular franchise.

After releasing Epic Mickey 2: The Power of Two in March 2012, Disney decided that they did not need Junction Point anymore and closed down the studio in January 2013. Unfortunately it seems that this time Spector was not able to reacquire the rights for Sleeping Giants or their other concepts. In May 2016 Spector wrote on Twitter: “Since Disney acquired @JunctionPoint they own my near-future action, modern day ninja & epic fantasy concepts. It'd be nice to get 'em back”.
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Sorcery


Article by: Branislav Mikulka


History of Starbreeze Studio's’ debut game can be traced back to the early 90’s. There, in Sweden, a group called Triton (known for the development of the musical tracker FastTracker 2) started developing a fantasy action game. This game was called “Into the Shadows” and a short demo was released in 1995, though it was scrapped two years later due to financial difficulties.
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Magnus Högdahl (creator and main programmer of Into the Shadows) decided to start his own project and began developing a completely new engine. His friend Gustaf Grefberg joined the project and began working on gameplay and design as soon as. They planned to create was a first-person action RPG, a mashup of Ultima Underworld, The Elder Scrolls, and Quake, under the name of “Sorcery.”

During 1998, Starbreeze presented a Sorcery demo along the game design proposal at E3 in Atlanta. They have caught they eye of Gremlin Interactive, who were immediately interested in what Sorcery had to offer. The official publishing deal was signed by the end of 1998, causing Starbreeze to hire more employees and officially begin development. Since the beginning, Starbreeze was a very technology oriented company. Magnus Högdahl, once quipped as the Swedish John Carmack, worked on the amazing proprietary OpenGL 3D engine.

The engine both fast and highly detailed, something that was unheard of at the time. It had curved-surface capability that gave level designers variability in creating complex architectures. Included was also a support of recursive and movable mirrors and portals, volumetric fog, illuminated volumetric fog, skeletal animation, animated multi-texturing materials, dynamic lighting, day/night cycles, and many other features. To allow a certain level of adaptability of graphical and processing power demands, the user had the ability to adjust tesselation. Quite revolutionary for a small Swedish team in 1998.
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When it came to gameplay, Sorcery was designed as non-linear open world role playing game, using first person combat with heavy focus on spell-casting and innovative magical system. The in-game world was supposed to be extremely large and full of a variety of sidequests and optional missions for the player to explore. The game also had fully working network multiplayer component that focused on the frantic action elements of the modern FPS. This included Capture the Flag and arena death-match game types, which drew heavy influence from Quake 2. One might say it was Quake with spells in medieval settings, but the game had much higher ambitions than a simple multiplayer clone.

The story of the Sorcery followed a young magician whose goal was to stop the impending doom of the whole world. However, this was the part of the game that didn't progress as originally planned. Most of the story, dialogue, and quests were only on paper. Multiple spells were created, but skill, level, and inventory systems were all missing from the game. It is apparent that Starbreeze had strong technical and artwork skills, but their game was too ambitious for the size of the team. Morale at the time was very high and all employees were working hard towards creating a viable product.
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Mikael Walkhberg, a level designer, remembers how he was so motivated and inspired that he worked 3 days in a row without any real sleep. He just survived on milk chocolate drinks and sandwiches! But even with all the hard work the team put into the game, the lack of experience creating and shipping an actual AAA product took its toll. Game development had was delayed over and over again due to the constant addition of new features to the game at a variety of different stages of development.

In 1999, Infogrames acquired Gremlin Interactive and they soon terminated the development contract for Sorcery. As one the developers explains it seems that Sorcery was competing against a similar project that Infogrames already had in it's development pipe (possibly Crusaders of Might and Magic, released for PC and Playstation in late 1999/early 2000). No company wants to have 2 competing products for the same consumers, so Sorcery had to be canned, even if it would have turned out to be a much different game.

The whole team was crushed at this announcement and morale suddenly reached its lowest point. They still had high hopes for their project and continued to work on Sorcery for about 3 months without a publisher until the company was near bankruptcy. To avoid it, Starbreeze decided to merge with another nearby developer, O3 Games. O3 was at the time was working on real-time strategy game Outforce and, as a part of the merge, Starbreeze staff moved to their office in Uppsala to help. Sorcery had to finally be scrapped in order for Outforce to be published.
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Starbreeze eventually worked on another action RPG titled “Enclave,” originally published for PC and Xbox in mid 2002. The game was still a fantasy action game focusing on first person multiplayer combat (like Team Fortress 2) but less ambitious than Sorcery’s open world concept and complex magic system. While some of the concept art looked similar, the game was heavily cut and rushed by their new European publisher Swing! Entertainment; in the end, Enclave was changed into a single-player third-person hack ‘n slash, received with average reviews and low sales. The failure of the first game, along with legal troubles with their publisher, forced Starbreeze to cancel the planned sequel.

While this had the potential to end the studio, salvation arrived in the form of a successful and acclaimed tie-in game: Chronicles of Riddick: Escape from Butcher Bay, released in 2004 by Vivendi Games. After the success found with Riddick, Starbreeze was able to revive its finances and enhance their portfolio with well-known games like The Darkness, Chronicles of Riddick: Assault on Dark Athena,an action reboot of Syndicate, Brothers: A Tale of Two Sons, and the Payday series.
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The Fallen


Article by: Branislav Mikulka


Picture an open world game with huge areas to explore. A game where you can drive any of the vehicles, enter any building or talk to any NPC by creating actual sentences. Imagine a futuristic gang war where your actions decide the outcome and you can do so with a variety of different approaches. Imagine a mashup of Deus Ex and Grand Theft Auto in the year 1996. Congratulations, you pictured the world of The Fallen! The Fallen was a game in production by Sensory Deception and to be published by Psygnosis during 1996/1997.
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It was a brainchild of David Anthony who founded Sensory Deception in 1994 with two of his childhood friends, Ste Pointon and Pete Smith, and an artist Leon Warren. The company never made it past its guerrilla days and the biggest headcount they ever had was only 6 people. Shortly before establishing Sensory Deception David Anthony finished a game for Psygnosis called Theatre of Death. During a meeting with the founder of Psygnosis, Ian Hetherington, David pitched his idea of The Fallen.

David recalls from the meeting how Ian put a great deal of faith in him and how he was willing to take a risk in pursuit of a great title: “He really didn’t have to offer me the contract but he did because he wasn’t afraid to take a risk, like all great businessmen.” The story told a futuristic tale of a corrupt government and its special police force called the Lords. On the other side of the spectrum were Angels. Angels were criminals specializing in the synthesizing of an electronic drug like implant called Angelica. These two factions were at constant war with each other causing a big strain on civilians. As civilians always took the biggest toll in damages and lost lives they are being referred to as the Fallen.
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The Fallen was originally supposed to be done from a 2D isometric point of view, in the style of Theatre of Death. However, the decision to also release the game on Playstation put a mandate on the development team to make the game in 3D. Dave didn’t have any experience with 3D programming so he spent a lot of time gaining knowledge in the area. Retrospectively, he sees this as one of the many obstacles of development: “I wasted so much time trying to get up to speed on 3D programming, when really I should have hired a top notch programmer.”

Another big blocker causing delays was just the sheer amount of ambition that Sensory Deception had planned for their game. As described by David: “It was basically like a GTA V in terms of the ambition of its design, except there was also a dialog system where you could construct sentences to talk to characters”. The concept behind The Fallen was to provide a basic framework where the player can do a lot of various tasks and game would react appropriately. The player was supposed to buy things in various shops (weapons, ammo etc.), drive various vehicles and encounter NPCs who are going about their daily life.

As a sample situation, the player could witness a murder and decide to pursue a killer, report the incident or lie about the whole thing. As this design was incredibly ambitious for a handful of team members, especially as it was 20 years ago, almost nothing worked as it was originally intended. David’s drive and determination pushed his abilities to the limit, but it was design that was just not implementable. They wanted to create an interactive open world game with much more freedom than what we can really play today in a standard sandbox title made by huge teams with higher technology.
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The final demo version of The Fallen right before the project cancellation allowed the player to enter vehicles, drive around, shoot random people, enter stores and do basic trades. According to Dave’s own words, “…it was so full of holes it would never have held together, again because it was stupidly ambitious in scope.” However, Sensory Deception also achieved a few little wins along the way. The sentence creation system that they developed actually functioned to nearly its design specs, with conversations with NPCs to compose of words chosen by the player: it was pretty cool and innovative. It was apparently “stupidly clunky to use”, but it is a shame it never saw the light of the day.

Coincidentally, shortly after the demise of Sensory Deception David moved to Psygnosis Chester. At the time, they were working on a game called Sentient. This science fiction adventure game had a very similar conversation system that allowed the creation of sentences and NPCs behaved accordingly. David knew nothing about their system until he saw it, but noted it was shame there was not much cooperation and sharing between developers in the old days.

There were also a few unreported features developers were exploring. These were probably deemed too futuristic even for the magazines to report about them. Namely one stood above everything else. Dave was actually thinking about implementing a speech recognition system. The reasoning behind it would be to actually speak the sentences instead putting them together manually, exactly like Siri does only 20 years sooner. After investing time in researching plugins and trying to leverage the technology he abandoned the idea.
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When asked if there was also a consideration of multiplayer David candidly said: “That’s the one feature even I wasn’t insane enough to try and pull off back then. But if I’d thought of it, I’d probably have added it to the list!” As every development team, even Sensory Deception had their fair share of crazy stories from behind the scenes. Sometime during the development, artist’s hard drives failed and they lost a lot of work. Of course, everything was backed up on the server, but by a bizarre coincidence the server also failed and about 2 months of work were lost. No wonder the developers had to occasionally release some steam with some harmless experiments. One such experiment was emptying water cooler and pouring inside bottled Becks beers. This way they created a crude version of a beer dispenser and were ready to spend the night playing Micro Machines.

In the end, The Fallen never made it past its initial single level demo and was cancelled after 2 and half years of development. The reasons why the project was cancelled are pretty obvious from the previous paragraphs. Even though the guys at Sensory Deception tried everything to make this project a reality they were just in over their heads and got lost in the enormous scope and ambition of the whole project. “I was completely out of my depth and too arrogant to throw my hands up and admit defeat. I worked relentlessly, 7 days a week, long days, but there was no way that game was going to make it. I learned a lot by going through that, it’s just a shame that Psygnosis (and Mr. Hetherington) had to foot the bill for my lack of humility.” – David about the project cancellation.

Shortly afterwards Sensory Deception was no more. The development team split and they went their separate ways. You might wonder if after spending 2,5 years on a cancelled project developers had the energy and guts to continue working in the video game industry. If you check a list of titles Ste Pointon, Pete Smith and Leon Warren worked on you will notice they worked in any possible production position up to management levels. Their portfolios include such famous franchises as Wipeout, Need for Speed, Battlefield, Killzone, Little Big Planet or Lego video games.

Last but not least, David Anthony eventually moved to Santa Monica, Los Angles and worked on a “small” game called “Call of Duty”. Eventually, he became a director at Treyarch and his video game career peaked with writing, producing and directing of Call of Duty: Black Ops II that grossed over 1 billion dollars in 15 days. He has since set up a production company to develop movie and TV projects. What is the moral of this doomed enterprise then? The story of The Fallen is a story of the fall. Fall of a development house that tried to perform such a radical step in video gaming that it was decimated by its own ambition. Lack of experience, resources and progress must have had a great toll on everyone involved. But we should not forget, it is also a story of the phoenix rising.

David and his team became prolific names in the videogame world. From his comments you can clearly see how he retrospectively sees his ambitions and how he built his experience, learned humility and worked towards delivering one of the best selling game ever produced. The Fallen is a testament that every now and then we have to face and endure personal failures and rise above them.
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The Witcher


Article by: Tony Peters


The Witcher was a PC action RPG that - unlike the game series currently enjoying worldwide popularity - was not developed by CD Projekt RED for an October 2007 release. This version of The Witcher game for PC shares only the Polish country of origin and the source material of Andrzej Sapkowski's Wiedzmin book series with the widely known Witcher games series.
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Initially developed by Metropolis Software in 1996 and 1997, The Witcher was intended to be a 3D action / adventure title starring the books' protagonist: a Witcher known as of Geralt of Rivia. While never officially canceled, the game was eventually abandoned and the developer was eventually acquired by CD Projekt RED in 2009 during the development of The Witcher 2: Assassins of Kings.

Metropolis Software was formed in Poland in 1992 by two school friends, Adrian Chmielarz and Grzegorz Miechowski. They found initial success with their first release in 1993, the point-and-click games Tajemnica Statuetki (1993) and Teenagent (1995). Though these titles are rather unknown outside of their home country of Poland, they were highly successful in their home market, which helped Metropolis carve out a spot as one of the premiere Polish development houses.

Riding this wave of success, Metropolis began looking toward their next projects. Four games made the cut: a shoot-'em-up named Katharsis, a role-playing game named Gorky 17, a beat-'em-up named Human Blood, and an action/adventure game based on a local book series named The Witcher. Metropolis co-creator Chmielarz served as lead on The Witcher, as well as being the primary creative force for the game during its development. Chmielarz was a huge fan of the Wiedzmin books and had become a casual acquaintance of Sapkowski's, thanks to their shared attendance of Sci-Fi conventions throughout the ‘80s and ‘90s.
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In an interview with Robert Purchese of Eurogamer, Chmielarz explained that the approachability of fellow convention attendees was atypical of the normally formal Polish culture. To be able to speak with a notable creator such as Sapkowski not as a celebrity but as a person, and to be treated the same in return, was a big deal to Chmielarz (not to mention other Polish fans). This familiarity allowed him to reach out directly to Sapkowski via a letter to discuss his desire to create a game based on the book series.

The deal came together swiftly and a significant amount of money changed hands for the licensing rights in 1997 - a “good money for Poland [at the time],” Chmielarz noted. During this process, Chmielarz was the first to coin the term “Witcher,” thus creating the first English translation of the term “Wiedzmin.” Understanding the connotations of bringing up such an accomplishment, Chmielarz ruefully explained, "I don't want to sound like 'heyyyy, I'm that guy.' All I know is that at least he claimed that I was the one who proposed the title."

Among the few remaining pieces of evidence, the lost Metropolis’ Witcher game existed is Chmielarz's record of this correspondence. But while the use of the Wiedzmin stories in a video game was discussed, the extent of the author’s proposed participation in the project was left to assumptions. This did not pan out well for Chmielarz, as his assumption that Sapkowski would show some level of interest in game development proved false. He sent the author many letters (as Sapkowski refused to email his correspondence) and received nary an answer in return.
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As it became abundantly clear to Chmielarz that the game was nothing but a cash grab for Sapkowski, he was left feeling like Sapkowski didn't care much about the game. “All it was, was extra money to him, which is fine - totally fine,” said Chmielarz. “I don't blame him. That's actually pretty smart." Development kept chugging along despite this initial annoyance and Chmielarz's Witcher began to take form. “The focus was on making it this 3D action / adventure that was, as we called it at the time - and again, I hate to use this term because it sounds pretentious - for adults.” His sentiment is not without merit as the gaming landscape at that time did not possess a marketplace that had found a way to consistently monetize mature, story-driven games in the way that today's marketplace seamlessly does. Such games were exceptions long before their current position atop the throne. The Witcher game was to be a graphical tour-de-force, as plans were in place to push for dynamic 3D environments over pre-rendered backgrounds. The visuals were prioritized to set the game apart from other 3D offerings on the market at the time to bring to life the journeys of Geralt, protagonist of The Witcher series, in verbose detail. Chmielarz remembers it fondly, saying, "it was actually quite impressive for the time."

In the few screenshots that exist, this attention can be best seen in the shot of the inn. Candles illuminate a room full of wooden tables and chairs and adorned with various coats of arms on the walls. Three visually distinct enemies surround Geralt as he begins swinging his sword in retaliation. Game play was to be a linear action / adventure style with light RPG elements - the exact opposite of the way CD Projekt Red’s game balanced the two genres. Chmielarz explains that there was going to be an experience point system, limited branching choice system, and powers to learn and upgrade. The narrative, a retelling of Sapkowski's stories, was intended to keep the mature roots of its source material with featured moments where the player would make moral choices and interact with complex characters. "I know it sounds a little cliché or funny in 2014," Chmielarz says, "but in 1997 - 17 years ago - it wasn't really obvious. These things like moral choices or hard choices or slightly darker storytelling - it wasn't common. But that was the goal and it was all because of the quality of the source material - it inspired us to do something very special."
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Development, however, derailed before the game could come together. Despite finding a publisher in TopWare and releasing screenshots to press (such as Edge Magazine), The Witcher would find itself fighting against doubt from both parties. TopWare was unsure of the game's potential profitability, while Metropolis was struggling with technical hurdles and - possibly - Chmielarz's concerns over the international appeal. But truly damning was the simple fact that Metropolis had bitten off more than it could chew. Despite being a team of no more than 15, the developer was simultaneously working on 3 other games (Catharsis, Gorky 17, and Human Blood).

Designing and developing a 3D action / adventure game when the company hadn't yet released anything but 2D games was an enormous undertaking, especially in the late ‘90s when 3D graphics were still in their gaming infancy. Throwing in the other factors, it was amazing the game got as far as it did. When push came to shove, The Witcher was a victim of the chopping block and was pushed aside. "There wasn't any drama," Chmielarz recalls. "It just kind of died." The game would find a chance to get back on the development horse a year later, and from this, a playable first chapter would emerge. But again, Metropolis' overflowing plate would pillage The Witcher of its workforce as it was moved to behind the schedule Gorky 17. What was supposed to be a delay of a few months would balloon to nine and The Witcher was left to lone wolf dust collecting.

There would be no third chance for Chmielarz and Metropolis, as he would leave the company in 1999 and the developer never looked back. "With each passing year, The Witcher gathered more and more dust until it became clear it was never going to happen." The Witcher would remain untouched until 2002, when CD Projekt Red came knocking. Chmielarz remembers joking about being difficult in regards to giving up the license, but after CD Projekt Red's Marcin Iwinski tracked down the rights after contacting a rather clueless Sapkowski on the matter, Metropolis signed the rights over. Today, Metropolis' The Witcher exists merely as a thing of legends.

Chmielarz found the CD-ROMs containing the code and tried to use them only to find they were dead upon gaining access. "As it turns out, CDs actually don't hold all your data for 100 years." Outside of the memory of Chmielarz and the others who worked on the game with him, as well as the aforementioned press screenshots, Geralt's first digital adventure is now nothing more than digital sand lost under the ocean of gaming. While CD Project closed down Metropolis Software in 2009 when they were working on the now cancelled FPS “They”, Adrian Chmielarz is leading hiss own indie studio “The Astronauts” and in 2014 released the acclaimed adventure game ”The Vanishing of Ethan Carter”.


References:



	www.eurogamer.net/articles/2014-06-16-the-witcher-game-that-never-was


	www.mobygames.com/company/metropolis-software-house


	www.eurogamer.net/articles/2013-11-06-seeing-red-the-story-of-cd-projekt


	www.unseen64.net/2010/09/17/the-witcher-1997-version-pc-cancelled/







Torn


Article by: Philip Dempsey


Torn is a cancelled RPG that was being developed by cult-studio Black Isle Studios for the PC. Torn was a surprise announcement at GDC 2001, which was unusual at the time. Black Isle was riding high from the the critical successes of Planescape Torment and Icewind Dale and was looking to create a new fantasy RPG. Unlike those games however, Torn was going to be a new IP rather than a licensed game based off the Dungeons & Dragons franchise.
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The plot of Torn would have taken place in the Kingdom of Orislane and would follow a wanderer cursed to bring misfortune to any place they lingered in or any person that they stayed with for too long. After traveling through the continent of Agathe for several years, the wanderer heads towards Orislane trying to avoid his curse only to get swept up in the multiple plots going on in the kingdom. Character creation would have used the S.P.E.C.I.A.L system from the Fallout franchise. Like Fallout, Torn would not have character classes. Instead the player would be given the freedom to improve their character to their preference.

The player's race would give them added bonuses, with races being the standard fantasy races: Elves, orcs, dwarfs, etc. However, Black isle promised to put a spin on them to make them stand out from the norm. Leveling up would give the player points which could be spent on improving skills ranging from weapon training to trap making and crafting. Perks, another element found in the Fallout franchise, would also be unlocked every few levels, adding another level of customization to the character building. Combat would be a mix of real time and turn-based combat with an option to pause to get better control of the situation. Party members would have action points which would dictate what they would be able to do and would refill over time.

[image: torn-3]


The percentage of action points used would determine the rate of attack. Moving wouldn't use up action points but would stop regeneration until movement stopped. Switching weapons or using potions would reset the current pool of action points. Magic would have used five elements (Fire, water, earth, air and time) and then split into 4 types of magic: Order, Chaos, Alchemy and Summoning. Order magic focuses on healing, protecting and status buff type spells. While a lot of order spells were defensive in nature, it also included abilities like stopping time and petrifying an enemy in place to aid in combat. Chaos magic on the other hand would have more of a focus on offense with elemental spells, status ailments and the ability to charm and turn invisible to get an edge in combat.

Alchemy would allow players to combine spells with items to power them up or with other spells to cause devastation. Alchemy would also allow the ability to repair damaged items, find hidden objects in the environment and the ability to create golems. Finally, Summoning magic was broken down into two types: Call spells and Gate spells. Call spells summoned a creature to do your bidding until it is killed, banished or uses up its power. Gate spells open a gate that allows something unnatural to come through. Summoning magic could be some of the most powerful in the game, but came at a heavy price of taking some health points along with magic points in order to complete the spell.
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Torn represented a brave new step for Black Isle as it was going to be their first fully 3d game with full camera controls, rather than the 2d fixed isometric view that had become the company's signature style. The companion system was intended to be one of the most complex Black Isle had ever worked on and would have been an expansion of the system found in Fallout 2. Allies would have been semi-autonomous, each with their own personality and skills that could improve or damage the makeup of the party. They could be given a variety of orders which could be modified, for example a healer helping the whole party or just one member. Since each companion had their own personality, finding the right members who worked together and pull off battle plans the most efficiently would be a constant consideration.

An Interview with with one of the developers, David Maldonado, in April of 2001 stated that Torn had been in development for 14 months. Torn was playable at E3 2001 and while it was reported to look unpolished due to a recent change to the LithTech 3.0 engine, the game had a very positive reception. At the time, the team felt that the change of engine would only be a minor road bump towards completion. A release date of sometime in the 4th quarter of 2001 was planned, however rumors were circling that Torn had run into problems. By July it had become clear that the rumors were true and the game was canceled, and some of the Black Isle team were let go as a result.
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The reason for the cancellation didn't become public knowledge until a year later in 2002. According to Feargus Urquhart, the game was still 8 months away from completion. The issues with the LithTech engine turned out to be much larger than first believed and even with support from LithTech engineers they couldn't solve the problems. With problems growing within Black isles's Parent company Interplay, it was decided that extra time could not be spared to finish the game.

Problems for Black Isle and Interplay would continue to grow over the coming years until Black Isle was forced to close in 2003 during the development of Fallout 3 (Also known as Van Buren at the time) leaving the game unfinished. Many members of Black Isle studios would go on to create Obsidian Entertainment, who would work on games such as South Park: The Stick of Truth and Pillars of Eternity, a 2015 game that is a nod to Obsidian's past games like Planescape Torment. In 2013, Interplay revived the Black Isle brand name and announced Project V13, a project that started its life as Fallout Online, but it’s currently unknown if V13 will ever be completed.
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Ultima Worlds Online: Origin

Article by: Daniel Fox

Since the release of the first game in 1981, the Ultima series has been one of the most groundbreaking and influential in the realm of western role-playing games. Under the direction of renaissance man Richard “Lord British” Garriott, the series eventually grew to span nine main games and numerous spin-offs. Of these many entries, few were as far-reaching and world-changing as Ultima Online. Released by Origin Systems in 1997, Ultima Online helped bring into reality a dream that had captivated the minds of game designers since the medium’s inception: that of a truly living, breathing online game world.
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Though not the first massively multiplayer online game, (that honour arguably goes to 1978’s “Multi-User Dungeon”) it is credited both with popularizing the genre and creating the term “Massively Multiplayer Online Role-Playing Game”, MMORPG for short. Together with Neverwinter Nights, Everquest, and The Realm Online, the game revolutionized the landscape of social play and paved the way for several future generations of highly-profitable services such as Blizzard’s ubiquitous World of Warcraft. Ultima Worlds Online: Origin, which was known as the more straightforward Ultima Online 2 during early stages of development, was set to be the true sequel to Ultima Online.

This anticipated follow-up was announced in 1999 and set to be released within two years of its formal reveal before its cancellation on March 21, 2001. Rather than the isometric two-dimensional graphics of its predecessor, Origin was set to feature a fully three-dimensional interactive world for its players to explore. Starr Long, longtime right-hand man of series creator Richard Garriott, was tasked with leading the development team. Long had previously worked at Origin Systems, doing quality assurance for earlier titles in the Ultima series before working his way up to larger roles. He began to gain significance both within the games as the character “Lord Blackthorn” and as a lead producer on Ultima IX before being promoted to lead director for the original Ultima Online.
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Long and his team had many ambitious plans for Ultima Online’s successor. Aside from the vast graphical improvements, it was set to feature steampunk aesthetics and themes of industrial revolution made possible by a plot in which the past, present, and future of the world of Sosaria are brought together through fantastical magic. This broadening of scope would have made it possible for players to play as two distinct fantasy races - the technologically advanced Juka and the mystical Meer - in addition to the standard human warriors. Non-player characters were also planned to incorporate very early motion-capture animation intended to bolster the lived-in atmosphere of the game’s three fantasy realms. Between the impressive preview footage, which made use of edgy music courtesy of the underground band Grim Faeries, and the pedigree of the design team at Origin Systems, enthusiasts’ anticipation was at a fever pitch by the time the project’s cancellation came to light. Electronic Arts, which had recently acquired Origin Systems, did what they usually do to a new influx of talent: cut large swaths of jobs, leaving an in-name-only husk behind.

After nearly 200 positions were eliminated, said husk went to work supporting the main Ultima Online game. Shortly after the ambitious sequel was put on ice, Richard Garriott and Starr Long jumped ship to work on competing game Tabula Rasa. This dynamic duo has collaborated several times since, in between Garriott’s surprisingly-frequent space voyages, and have enjoyed success on Kickstarter with their pitch for a spiritual successor to the Ultima series known as Shroud of the Avatar. As for Origin Systems, supporting the main Ultima Online game would be their primary focus for several years after the demise of Origins. However, they took a stab at a sequel one more time with Ultima X: Odyssey, the cancellation of which proved to be the final nail in the studio’s coffin in 2004.
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Of some consolation is the fact that many of the ideas planned for these games managed to see the light of day; the gameplay elements intended for the follow-ups were incorporated into Ultima Online which has continued to evolve up to and including the present day. Meanwhile, the story elements from planned in-game scenarios were converted into the a trilogy of novels dubbed The Technocrat War by Austen Andrews. Fans of the series were even treated to cross-pollination between the two, as elements from these books were tied into Online via an expansion known as Lord Blackthorn’s Revenge. Meanwhile, MMORPGs had become the new hot thing in the games industry. Juggernauts like Square-Enix and SEGA were expanding into the online space with social versions of Final Fantasy and Phantasy Star.

By the time this gold rush saw the green hills of MMOtown mined bare, Ultima Online was left standing on very little of the ground it had once helped break. Blizzard’s release of World of Warcraft brought irrevocable changes to the online gaming space and thusly holds the distinction of being synonymous with the genre, much like Ultima in its glory days. Though Electronic Arts keeps the Origin Systems legacy “alive” by utilizing its name for their digital content distribution service, the actual talent within the studio was largely scattered to the wind.

[image: ultimaworldsonline4]


Ultima Worlds Online: Origins ultimately serves as a reminder that even the most high profile series can collapse under the pressure of bureaucratic blunders and overinflated project goals. Its death even heralded the modern-day modus operandi at Electronic Arts, in which talent and intellectual property are treated as toys to be bent and broken at the whims of its myriad stuffed suits. From these perspectives Origins serves as an extremely important plot-point in the overall history of games as an artform. It’s impossible to tell if, in the alternate universe where it saw release, the finished game would have been as interesting as the tale of its death. Sometimes, the most interesting things in life and art are the unseen.
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Urban Decay

Article by: Matt Redmond, Luca Taborelli (monokoma)

Urban Decay was an ambitious and controversial action game that was being developed in the mid-90’s by Andrew Spencer Studios and was planned to be published in 1996 by Psygnosis for PC. At the time, the studio was mostly known for their fantasy adventure game, Ecstatica (released in 1994), developed with a particular graphic technology that used ellipsoids, instead of polygons, to model 3D characters, making them to look like balloon puppets.
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Urban Decay’s gameplay would have been focused on gunplay combat and reckless escapes from enemies in a modern urban setting, exploring mean streets, warehouses and rooftops. This was a major change from Ecstatica and its medieval setting with survival horror gameplay and puzzles. The team declared that movies by such directors as John Woo and Quentin Tarantino were the main inspirations for the game: fast paced action and over the top violence, with splatter effects and gruesome death animations.

They also wanted to add some stealth elements by letting players kill enemies from behind without being noticed. The plot of Urban Decay would have focused around a hard-boiled man being chased by the police and various criminals, while having to violently defend himself from attacks by both factions. The team planned to create a 3D open world city to explore, filled with danger and neutral or friendly NPCs to interact with. Players had to pay attention to move around open areas, as the main character was a wanted man and could have been hunted down by SWAT teams at any moment. If only released in 1996, Urban Decay’s free roaming 3D world with violent, realistic gameplay would have been revolutionary and highly controversial for sure.
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Popular urban sandbox games, such as the first GTA, would have not been published until 1997, and we had to wait until GTA3 in 2001 for a 3D incarnation. It’s easy to understand how Urban Decay could have changed the history of videogames and why it was so hyped by PC gamers at the time. Unfortunately, development of such an ambitious project fell into troubles: while ellipsoid models were quite impressive in the early ‘90s, polygons took the lead as the main form of 3D entertainment.

After a good amount of work was already done with ellipsoid, the studio decided to switch the engine to a polygonal one that could have modeled more realistic characters. That was probably the first mistake in a long series of problems that destroyed the project. Soon the main creative designer behind Urban Decay left the team and the studio relationship with Psygnosis became hostile. The open world concept was much more difficult to create than what the team originally thought, and their publisher was more interested in seeing a sequel to an existing product (Ecstatica 2, released in 1997) than a new, controversial game that could have cost too much and easily fail. Unfortunately, Ecstatica 2 did not sell as expected and Psygnosis probably decided to not publish other games made by the studio.
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The best way to describe what we have lost with the cancellation of Urban Decay is to allow the people that worked on, or played it, share their memories. Ken Doyle, former developer at Andrew Spencer Studios, explained to us by email: “The ol memory’s a bit dim but basically various issues assailed and eventually sunk the project. Firstly the main creative and design force behind the game, a guy called Eamonn Butler left to pursue a successful career at Disney. He became frustrated with endless requests for design and style changes. It was originally due to be an ellipsoid game but later changed over to a more regular poly look for the sake of realism. Urban Decay was shelved so work on Ecstatica 2 could begin. We returned to Urban Decay but the studios relationship with Psygnosis soured and that was that. Studio closed and we all moved on. That’s about it.”

Former Psygnosis' composer Mike Clarke wrote a comment about Urban Decay on the old “PC Games That Weren't” website: “Ah yes, Urban Decay. [...] There were loads of tech demos done and the game looked amazing. It was still a bit “Alone in the Dark” in parts with fixed camera locations, but was very good. It was pretty much the first proper adult game I’d seen, with swearing and “proper” violence in it. The stuff I saw was character anims synced to voice overs, some rag-doll demos (guy would fall down a set of stairs after you shot him), and a warehouse scene where you could stealthily walk up to someone from behind and slit their throat, or lean out from behind crates shooting with a gun in each hand. The only thing that I remember hearing was that they couldn’t make a good enough game out of it. They had all of these bits and pieces of “cool stuff”, but took too long to get anything together into a coherent whole. It was a great shame because it was the game that I was looking forward to the most out of all of the games of that era.”
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Kirsten Van Schreven, former layout and background designer at Andrew Spencer Studios, worked on Urban Decay along with her husband, Eamonn, and remembered that in the end, the project was definitely canned in favor of a third, lost chapter in the Ecstatica series: “Andrew was a very talented programmer but didn't necessarily have a great business or creative head. He wanted a very open ended game without structure and Psygnosis weren't keen on this. We worked on it for over a year and it was very exciting...we were being touted as the next big thing, unofficially it was given game of the show at the very first E3 by the trade magazines when a playable demo level was shown at an invitation only event. Eventually my husband and I left as we were headhunted and went to work in L.A… my husband as Head of Animation at Walt Disney Feature Animation and I ended up as production designer on the Spyro the Dragon for Insomniac. [....] so basically Andrew lost the core team when we went as I was production / layout and background designer and my husband, Eamonn Butler, was animation designer… we both, along with Alain Maindron, worked on the game design. [...] We were a very small team initially… Andrew, Alain and my husband and I. We did expand just before we left for the U.S, hiring three junior Irish animators - Ken Doyle, Dave Lowry and Colin McEvoy. We had worked with Alain before in feature animation so we were a great team… it was lots of fun. [...] Eventually the game Urban Decay was abandoned in favor of another sequel to the Ecstatica franchise, which was also cancelled. The studio was disbanded shortly thereafter.”

After working as Animation Supervisor at Walt Disney on such films as Chicken Little, Dinosaur, and Fantasia 2000, in 2006 Eamonn Butler left Disney to join Double Negative VFX in London and today he works as Head of Animation at Cinesite for such movies as Harry Potter and the Order of the Phoenix, Iron Man 2 and Edge of Tomorrow. Kirsten Van Schreven-Butler worked globally in pre-production and design in both the feature film and video games industry, along with her own painting exhibitions at the New Metropole Arts Centre, the Bankside Gallery and the Fairfax Gallery. Ken Doyle still works as an animator and artist on games such as Reign of Fire, Terror Strike and Hearthstone: Heroes of Warcraft.
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Alain Maindron went to work with such studios as Shiny Entertainment, Arkane Studios and Zoink AB, creating art for such titles as Messiah, Arx Fatalis, Dark Messiah: Might and Magic and Stick it to The Man. Andrew Spencer is currently working as a programmer at the Dynamics Research Group of the University of Sheffield: he had left game development after the closure of his studio.
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Warcraft Adventures

Article by: Brendan Hesse

In 1996, just a few months after shipping Beyond the Dark Portal, the expansion pack for the fantasy RTS game Warcraft II, the development team at Blizzard Entertainment began work on a follow up title, Warcraft Adventures: Lord of the Clans. The team was headed by Bill Roper - who had worked as producer, designer, and executive producer on Warcraft I, Warcraft II, and Warcraft II: Beyond the Dark Portal, respectively - and Chris Metzen, a creator of the Warcraft universe.
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The duo had also worked together in creating the Diablo universe for Blizzard North as well. The team got to work outlining the story for the game. Unlike the previous games in the Warcraft series, which were fantasy real-time strategy games, Warcraft Adventures was set to be a point-and-click style adventure game following a young Orc character named Thrall. Players would have controlled Thrall on his quest. Gameplay would have unfolded in a similar fashion as Lucasarts and Sierra’s adventure games, where items are collected and used to solve obstacles and puzzles.

In leaked footage of the near-completed game, an example of such a puzzle involves Thrall utilizing steam from a hot spring to melt a block of ice housing the battle axe of his father, Durotan, warchief of an Orc clan known as the Frostwolves. Blizzard's primary contribution for the game was story development. The scenario and plot were constructed by Metzen and Roper, and a script was written. Blizzard also recorded the sound for the game, including sound effects and dialogue. Interestingly, Bill Roper had previously been producer on all voice acting for the Warcraft series prior to Warcraft Adventures.
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However, due to Roper not being a union actor, he could not contribute voices to the game -- at least not the main voices. Instead, voice actors such as Clancy Brown, Peter Cullen, and Tony Jay were tapped for the roles of main character Thrall, Ogrim Doomhammer the Orc warchief , and Drek'Thar the Shaman, respectively. Meanwhile, main development was outsourced to an outside company. The lion's share of development was taken up by Animation Magic, an animation studio located in both Cambridge, Massachusetts America, and St. Petersburg, Russia. Animation Magic had over 100 artists and animators create the art of the game, including over twenty two-minutes worth of 2nd animation sequences.

The studio was also responsible for coding the game engine and implementing the sound effects. Animation Magic is also the studio known for the Legend of Zelda spin-off CDI games, Link: The Faces of Evil, and Zelda: Wand of Gamelon, two ill-fated titles that garnered negative reaction due to low quality and major departures in tone, gameplay style, and aesthetics from the main Legend of Zelda series. Warcraft Adventures: Lord of the Clans is said to have had the same darkly comedic tone as the series, melding the brutal realities medieval combat with the whimsy of its high fantasy setting.
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The storyline of the game was going to cover Thrall's rise from lowly slave for Lord Blackmoore to Chieftain of the Orc horde. This story is quite important to the broader Warcraft lore, as Thrall is a prominent character in later Warcraft games including Warcraft III and World of Warcraft. Following the defeat of the Orcs and the source of their demonic powers in the previous Warcraft games, the massive green-skinned barbarians were rounded up and enslaved by the Alliance - a coalition between Men, Dwarves, Elves, and Gnomes. Thrall, a young Orc slaved from a tribe of exiled Orcs who chose not to indulge in the demonic magic of their brethren, finds himself on a quest to find his fellow tribesmen and united the clans of the Orc Horde under his leadership as Warchief.

After the announcement of Warcraft Adventures, fans were looking forward to playing the next entry in the Warcraft story and learning the story of Thrall. Blizzard originally had slated the release of the game in the fourth quarter of 1997. However, as development progressed, the release date was delayed by nearly a year to late 1998. The cause for the delay came in part to unforeseen technical difficulties with the project. In addition, communication between Blizzard and Animation Magic was proving difficult. Despite these obstacles, Warcraft Adventures: Lord of the Clans was nearly complete after over a year of development.
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The engine was built, art and animation were complete, the puzzles and gameplay designed, and the dubbing recorded, but Blizzard was concerned about the quality of the game. In an effort to ensure high quality, Blizzard hired Steve Meretzky to work with the design team in reviewing Warcraft Adventures' puzzles so that they better fit the flow of the storyline. Meretzkey had designed the adventure games A Mind Forever Voyaging, The Hitchhikers Guide to the Galaxy, and the Spellcaster series. After two weeks, Meretzky and team has come to the conclusion that large sections of the game needed to be reworked or completely rewritten, which would require new animation and and voice acting. Compared to competing adventure games from Lucas Arts, such as Curse of Monkey Island 3 and Grim Fandango, Blizzard ultimately decided that Warcraft Adventures was lagging behind the competition in terms of gameplay and visuals.

Thus, after well over a year of development - including magazine spots, massive fan hype, and a nearly complete game - Warcraft Adventures was officially cancelled just the day before E3 of that year. Immediately following the game's cancellation, fans took to the internet, creating an online petition for Blizzard to release the game anyway. Fans were disappointed that the game was cancelled, and many were nervous this meant the end of the Warcraft universe. On May 1998, Blizzard sent out an official statement regarding the cancellation of the game. Blizzard explained that the choice the cancel the game was difficult, but that in the end was the correct choice, as the high standard of quality Blizzard was known was the main factor in terminating the game's development.
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Blizzard assured fans that they would be returning the the Warcraft series soon, and that the story of Warcraft would continue. Considering the story of Warcraft Adventures: Lord of the Clans to be an important part of the Warcraft canon, Blizzard had all written material for the game handed over to author and Star Trek novelist Christie Golden to adapt into a book. Golden was given just six weeks to write the novel, but the story was written on time, and published as Warcraft: Lord of the Clans. The book covers the storyline of Warcraft Adventures. Four years later in 2002, Blizzard would continue the story of Thrall and the world of Azeroth with Warcraft III: Reign of Chaos. While the development may have been frustrating, and the decision to cancel difficult, Warcraft Adventures in many way brought about the success of Blizzard's later games.

The course of events played out in such a way that Blizzard created the successful RTS game Reign of Chaos and it's expansion pack Frozen Throne, the games that provided the narrative groundwork for Blizzard's juggernaut MMORPG, World of Warcraft. Just a few days before this book was completed, someone leaked online the pre-release version of Warcraft Adventure.
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Zoiks! (Pandemonium)

Article by: Branislav Mikulka

Ocean Software, the Manchester-based company best known for its movie license games and ports, stood before a turning point during early to mid-1990s. With the emergence of 32/64-bit gaming, there was a need for a more professional approach to game development - Gone were the days of bedroom developers. To survive in the modern games industry, Ocean decided to create Tribe; a concept that supported small internal independent development hubs.
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The role of these hubs was to break the constant cycle of ports that Ocean produced and instead, focus on original titles and unique experiences. Unfortunately, before Tribe’s work could bear fruit, Infogrames stepped in and bought Ocean Software. All of their projects were cancelled except two - With only one of those (Silver, a European take on the Japanese RPG genre) actually ending up on store shelves. Some say that the Tribe concept was just the marketing ploy used to inflate the value of Ocean assets before the acquisition, which may be nothing more than a rumour.

Sadly, we will probably never know the truth. What we are left with is a legacy of ambitious, albeit unfulfilled projects, with one of the most promising projects being based on the animated works of Hanna-Barbera. Project Pandemonium, later renamed to Zoiks around the time of E3 1996, was originally conceived as an edutainment title for children. Since its inception, the project hit a roadblock almost immediately. While the design team wanted to create an edutainment title they realised that they had no real experience in developing them. It turned out that they had no real idea of what was involved in developing a good edutainment title and only a few of the team members actually had kids.
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It was a difficult concept to grasp: What would kids find entertaining? What age group should they reach out to? Many questions without good answers led the team to a make the decision to focus on creating a traditional 2D Point & Click adventure game for everyone. As for this game’s moniker, Zoiks was actually a mistake, a word that was lost in translation. The whole development team thought that “Zoinks!”, the popular phrase of Scooby-Doo’s Shaggy, was actually spelt as Zoiks. But as production progressed, the name stuck and became part of a marketing plan.

In the spirit of Tribe’s approach of standardising processes, a lot of time was invested into the project’s pre-production. Before a development team was assigned to work on the game, a design team created concepts and fleshed out the ideas months before any actual coding took place. Once development teams became available, storyboards were created and work on the engine started. Zoiks, being an adventure game, was a scene-based title and therefore pretty easy to storyboard. A basic coding framework was created that allowed developers to describe the scene, placement of the objects and define interactive paths and concepts.
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Of cousre, the main selling point for the project was supposed to be the usage of Hanna-Berbera characters, alongside the multimedia possibilities available, thanks to the advent of CD-ROM technology. The main team consisting of Gerald Weatherup (Project Lead), Sam Evens (Game Designer) and Nichola Whitworth (Project Manger), who put together a plan that was supposed to utilise the Hanna-Barbera license as best as possible. When the storyboarding was done, a 300 page script was written, complete with branching dialogue. The main story involved almost all major characters from Hanna-Barbera’s beloved cartoons, Fred Flintstone, Scooby-Doo, Shaggy, Barney, Mutley, Penelope Pitstop and as the main antagonist, the scheming Dick Dastardly. Dastardly invents the machine that sucks up all sound from the cartoon land and players have to stop him by saving cartoon characters and bringing them together to create the ultimate team of animated heroes.

Hanna-Barbera were heavily involved in the develpment process, and insisted on seeing everything upfront and having approval for every aspect of the game. To the developers surprise, even some questionable scenes were approved, including a scene where one of the characters was sitting at the sharp point of the metal torture pyramid, with weights tied to each leg that slowly pulled them down. When the script, storyboards, and usage of assets were all confirmed work on the game started in full capacity. To keep visual fidelity of the original cartoons, Ocean decided to use traditional 2D animation techniques.
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They hired a team of artists and animators who had extensive experience in the animation industry. Many of them worked on classic British cartoons like Count Duckula and Danger Mouse and one of the artists also previously worked at Disney. All backgrounds and items were created by hand painting on canvas and then scanning, while characters were animated with the standard cinematic frame rate of 24 frames per second in mind. Animators then created pencil outlines using light boxes and other animation techniques, which were ultimately scanned and imported into computer animation packages so that these hand-drawn assets could be brought to life. To match the visual presentation the development team borrowed heavily from Hanna-Barbera’s sound library. Musicians and sound effect engineers were granted access to this massive library, but as sound effects and music were last things to be added to the game, they were never fully implemented.

Finally, to create an authentic Hanna-Barbera experience, about 3 weeks voice recording took place at Hanna-Barbera Studios in California, Paris and Berlin to record the dialogue in multiple languages. The team worked on Zoiks! for over a year. While the engine needed a few tweaks, all scenes were drawn and work was steadily moving forward when eventual layoffs struck. Three quarters of Tribe were let go at the time of the takeover by Infogrames, while Ocean were also in the middle of financial troubles in the lead-up to the takeover, massively reducing the morale of the team.
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Just a few months after the acquisition, Zoiks! was cancelled. However, it was not all gloom and doom for Tribe, as there were good times to the development process at Ocean. Gerald Weatherup recalls a funny story back from the days he spoke of meeting with Tony Blair: “The team met Tony & Cherie Blair and presented them with some artwork designed for them by the animation team. It was part of the Labour tour of Britain before Tony became Prime Minister. It was a press extravaganza, and Ocean created a fake office in an empty building to fit all the press and cameras in. I remember Tony playing a football game with one of the testers, and much to the testers delight and the laughs of everyone around the tester was playing to win, Tony didn't stand a chance.“

After the fall of Ocean Software and Tribe, Gerald became a software engineer in the Telecom sector, while many of Zoiks! artists used their knowledge in and out of the animation and video games industries. At the time, they invested their time in learning Lightwave and 3D modeling as next logical step for nurturing their talents in bringing the next generation of entertainment. As for Zoiks!, somewhere out there in the wild are complete and fully fleshed out storyboards, as well as a version of the game with a majority of graphics already done, featuring a complete voice over. With just a few additional months of development, and it might have been completed. But cost-cutting measures and managerial decisions can kill any project, even the ones that have the highest hopes behind them.

References:



	Edge Magazine, May 1996


	www.unseen64.net/2010/03/23/zoiks-pc-cancelled/


	We would like to thank Gerald Weatherup for sacrificing his own free time and providing invaluable information about this forgotten project.






How to help Unseen64

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



	Email us: info@unseen64.net


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


	Like us on Facebook:facebook.com/unseen64


	Follow us on Twitter:twitter.com/unseen64






Here are five ways you can help support Unseen64:


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


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


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


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


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


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


Are you a developer?

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



	Are you a game developer?


	Did you work on a canceled game?






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


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


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


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



Authors & Editors: Unseen64 Collective




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





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

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




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

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

Online: @allan_paxton




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

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

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




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

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

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




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

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

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




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

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

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




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

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

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




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

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

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




Name: Cage Arthurs | Date of birth: June 1994

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

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




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

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

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




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

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

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




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

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

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




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

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

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




Name: Evan Gowan | Date of birth: 1982

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

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




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

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

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




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

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

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




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

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

Email: fhpgarcia@gmail.com




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

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

Email: unknownmr.m@gmail.com




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

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

Online: @GamerAngel_301 | gamerangelsblog.wordpress.com




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

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

Online: @ottospooky




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

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

Online: jeffwheaton.weebly.com




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

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

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




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

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

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

Online: www.gaming.moe




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

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

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




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

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

Online: www.youtube.com/user/LiamRproductions




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

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

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




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

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

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




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

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

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




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

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




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

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

Online: @OaklandKao




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

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

Email: larringtonl@yahoo.co.uk




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

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

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




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

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

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




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

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

Email: ragnarok1516@gmail.com




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

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

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




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

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

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




Name: Sam Minnich | Date of birth: 1997

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

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




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

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

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




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

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

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




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

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

Online: viciousundertow.wordpress.com | @ViciousUndertow




Name: Tony Peters | Date of birth: 1982

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

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




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

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

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




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

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

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




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





We would like to thank




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




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





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




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




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

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

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

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