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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.





Forewords




Frank Gasking


(Founder of Games That Weren't)


The preservation of unreleased video games could be thought of as a thankless task - but luckily we don't see it quite like that. Why such an obsession for things that are unreleased? I'd say its the curiosity inside of us, but also simply because we love games and appreciate the work that goes into producing them. Often though, so much blood and sweat goes into a title, for it to never get experienced or appreciated by the public as intended - which is something that as preservationists we aim to rectify.

Luca has asked me to partly share my experiences with the Games That Weren't project, which has been an 18 year or so journey for me. Occasionally we cover other platforms, but primarily we are dedicated to the Commodore 64 and Amiga (with full digital archives). Preservation is involved work – it means scanning through countless magazines, websites, tracking down developers, doing interviews, establishing friendships, working with contributors and then having to preserve data from deteriorating and obsolete physical media. It's difficult, as often some developers do not wish to speak about their past, or don't see the value in preserving it - but luckily it is rare, and more often than not there is a willingness to make things available. Our biggest challenge (and shared with others no doubt) has been to beat the gradual degrading of disk and tape media, and preserve what we can before it is too late. Our task gets harder as the years pass - where we have been lucky with findings like Daffy Duck, we have tragically missed out with others like Parasol Stars. But, we preserve what we can – and we will keep on doing so until our dying days... all because we love what we do!

We're a small cog in the world of unreleased game preservation, working alongside many other projects such as Unseen64, Lost Levels, Atari Protos, Snes Central and more. The importance of having projects like these is vitally important, as it means more ground covered and potential for more games to be saved from complete oblivion. If it wasn't for all of these projects, then so much could be lost forever.

Unseen64, in particular, is simply stunning. What the team covers on almost a daily basis is staggering, with information across multiple platforms from the early 16-bits, to present day platforms. Very often I learn about games from platforms I never owned, or had never heard about – but also often prototypes of released games, showing major differences from the final retail version (which is another side that I find fascinating). It is thanks to them that so much gaming heritage has been preserved and documented for our future generations. Overall it makes perfect sense to bring all of this hard work together with a printed publication, which can properly celebrate the work achieved over the years by the team. Much of what you will be about to read is due to what these guys have spent hours researching and documenting, all for free and via their passion for all things game related. It's been an honour to contribute a foreword to celebrate their work, and I raise a large glass to Unseen64 and the wonderful work that they do!

Online:www.gamesthatwerent.com




Heidi Kemps


(Freelance games / anime writer, founder of gaming.moe)


I’ve been attending E3s and game industry trade shows for about sixteen years now. I can remember one of the first E3s I went to, where I was amazed to see a bunch of new Tiny Toon Adventures games being made. Tiny Toons! My favorite cartoon growing up! And these games were being made by TREASURE, of all people! What a match made in heaven - a property near and dear to my heart, and a developer who had made so many brilliant games. I played all of the TTA games, I talked to the staff of the publisher (Conspiracy Entertainment) expressing my enthusiasm, I went on my forums and my fansite and expressed my utter delight.

Unfortunately, the great Tiny Toons game revival was anything but. The Gameboy Advance title, Scary Dreams, barely got a North American release (I actually got a European copy years before anyone knew the US version existed), and the much-hyped PS2 game, Defenders of the Universe - which would have reunited the show’s entire voice cast for the first time in ages - was cancelled in an advanced state of completion. The world, it seems, was not deserving of more Tiny Toons, and for many years, I wondered if that sliver of gameplay I had experienced at E3 years ago would be all I would ever play of that game. Thankfully, somebody out there with near-complete code realized how important Defenders of the Universe was to some of us. The game is now floating around on the internet, complete save for a few lingering text issues.

Since then, I’ve gone to every trade show wondering which of the games I wind up playing will be cancelled (or, at least, heavily retooled) before their release. There have been several, some of which I’ve written about for this book (Psy-Phi, Dangerous Party). Sometimes, as in the case of Defenders of the Universe, preview builds or near-complete review code leaks out so we can get some hands-on with things that never were. Other times, all we have to go on are screenshots, descriptions, and vague memories that fade further and further as gaming events start to blur together in the minds of those who attended. (I had to dig up a lot of my old notes about Dangerous Party to jog my memory - I’d even forgotten the game’s name, remembering only “hey, what was that weird as hell Hudson party game I played several E3s ago?”)

For every game that makes it to market, there are many that never reached that point. Some were killed in the conceptual stage - pitches that couldn’t find a buyer, or were unsuitable for the current market or hardware specs. Some got a good way into development before plugs were pulled. A few very nearly made it to market before some manner of disaster struck - legal issues, problems with company finances, and sometimes people just looking at the finished product and saying “Wow, uh, this really didn’t turn out to be very good at all, did it?”

Even if these unreleased games never came to full fruition, there is an inherent value in the ideas and images they present. There’s stuff that’s wild and experimental to the point of being totally non-viable commercially - and, conversely, there are game ideas that were scrapped when a seemingly safe market suddenly imploded. There are games that were victims of developer and/or corporate hubris, testaments to internal conflicts and hideous mismanagement that killed many a skilled development team. Still others simply found themselves in the wrong place at the wrong time - Propeller Arena was famously all set to launch before the tragedy of 9/11 happened. So many of these cancelled games come with fascinating stories of their own to tell - many of which are harsh lessons about game development that modern teams could stand to learn from.

Every game in here has a story behind it. Sometimes the story ends happily, like with Defenders of the Universe. But most of the time, all we have are pictures, recollections, and occasionally tales from the trenches of the developers themselves. It’s up to us to discover and assemble those stories, learning what we can from them. I’m happy to contribute to keeping these unreleased games - good, bad, and ugly, - in our collective memories.

Online:www.gaming.moe| @zerochan




Joe Martin


(Games Journalist & Narrative Designer)


Two Thank Yous and An Apology

I can still remember the first time I read anything on Unseen64. I was a Staff Writer for Custom PC Magazine at the time and, while researching for an article about Half-Life 2, I stumbled through an Internet rabbit-hole that ended in Unseen's article on the game.

I can't remember everything that was in that article, if I'm being honest. It was a fantastic hodge-podge of concept art and story details that had been mish-mashed together from various sources into a somewhat disjointed timeline. It took me a long, long time to digest it all.

But I can remember how exciting it was. That article was a treasure trove of information about one of the best games ever made and I drank it up as fast as I could, pasting key quotes and links into my article notes as I went. I kept those notes for a long time after my own article was finished, using it as the inspiration for many interviews in the months that followed and returning to Unseen64 at least three times a week to broaden my knowledge of other games too.

Fast forward six or seven years though and here I am writing this and passing on my own research for Unseen to use in it's articles. The story has apparently gone full-circle.

So, that's my first Thank You - to the fantastic community of contributors who have kept me and many others informed, invigorated and inspired over the years. Many of the articles I've written wouldn't have been half as good or a quarter as fun to work on if not for Unseen64.

Yet, while the data gathered by Unseen64 and others is impressive, I have to be honest and say it isn't enough. Not for me. Once you've realised this data exists then your eyes are opened and you can't play a game ever again without wondering what it could have been or what was cut away. I can't even read a game announcement now without thinking of the 10 other games that got cancelled before that!

So, Unseen64 is a great community and it's accomplishments are incredible… but there's still more work to do. There always is.

Over the last few years I've tried to do my bit. I've written about cancelled games and abandoned pitches for sites such as Eurogamer and RockPaperShotgun and I've lectured about why other journalists should get involved too. In fact, the personal highlight of my decade-long career in journalism was working with Warren Spector to unearth original design documents for the Deus Ex series - something you can read more about later.

Of course, I could do more as well - and that's where the apology comes in. I feel very strongly that not only is this work important but that there's a great urgency to do it now, rather than later. The sort of content that makes up this book cannot survive in a vacuum; memories fade and even digitally stored data will eventually expire.

I'm sorry because I know that if I don't capture everything I can now then there may not be an opportunity to do it later.

This work isn't just important to me, either - it's important to all of us. Whatever your views on whether games are art or merely entertainment, I'm sure all of us would like to see more, better games in the future. We want to play great games and we want others to share our passion for them with others. The work done by Unseen64 and others is vital to that because it shows us how games are made in a way we don't usually get to see - and that in turn guides the games of tomorrow.

To put it another way: if those who don't learn from history are doomed to repeat it, then Unseen64 helps us avoid going round in circles.

That's why the second and most sincere Thank You is for you. By picking up this book you're helping to keep Unseen64 alive and you're inspiring the team. The work they do will inspire others like me, who'll then contribute their own work - and so the cycle continues.

To put it bluntly: by picking up this book you're helping to make gaming better. That means the world to me and I can't thank you enough for it - though I would remind you that you can always do more too...

Online:www.joemartinwords.com| @JoeThreepwood

Email: Joemartinwords@gmail.com




John "Sketcz" Szczepaniak


(Gaming historian, author of The Untold History of Japanese Game Developers trilogy)





I've researched and documented the history of games for over 12 years, and in that time my passion has always been for the obscure, niche, esoteric, forgotten, overlooked, and unobtainable. Some have argued this pursuit of the rare is pretentious or elitist, but in actual fact it stems from a fear of loss and the denial of something potentially wondrous. As a child I had been heartbroken learning of the destruction of the ancient Library of Alexandria, and a desire to provide permanence in an intrinsically impermanent world has always been on my mind. Of course nothing is as impermanent as that which never officially existed - whatever stage of pre-retail completion it reached, an unreleased game is the scarcest of games. Hence, this book on the unreleased, by Unseen64, is a joy to behold and one of the most significant books of the century.




Apart from being denied a unique experience, of being denied the limitless potential which is promised within something incomplete, an unreleased game also represents a tragic loss of years. If four friends work for over two years on a scrapped project, that is a decade's worth of creativity thrown away. If a team of 12 work for just over four years, that's half a century gone like tears in the rain. The material will be lost, their stories untold. When I interviewed over 80 developers in Japan for my own books, I made sure to ask all of them: "Do you know anything about any unreleased games at all? Your printed words could be the only historical record if aliens invade and destroy us all."




A topic as important as unreleased games requires such a blanket question because, ultimately, how does one research a topic where nothing is yet known - where you might not even be aware that there is an unreleased game? Unsurprisingly I discovered numerous games which no one even knew did not exist, and therefore no one would know to ask about or investigate. For example some of the staff that formed Game Arts at one time worked in a room provided by Taito, developing games which Taito paid for but never used. Until I asked my blanket question above, perhaps only five people on Earth knew of this secret Taito deal circa 1983.




This is why this book is so valuable. If the world can see the passion of Unseen64, then maybe developers will voluntarily come forth to share experiences. Look at the list of over 200 games in the index - multiply it by at least four (x4) and you still won't encompass all the unreleased games waiting to be known. Many in the index I wasn't even aware of. In my experience, every developer has at least two examples to recount. I'm looking over this list and several I have chased myself. My investigation of Akira still continues - a week before writing this foreword I received a phone call from Stewart Bell, claiming he not only worked on the Game Boy version, but that he had copies of the boxed retail release.




Hell, I even gave Unseen64 my notes on Andrew Whittaker and his unreleased Power Crystal for the unreleased M2, including phone number to his remote island home. We all need to work together to document these games before it's too late. For a rare game with low print run, you only need to find one garage, with one big box of games, which has one working copy to examine. There might be a few hundred garages with that specific oddity. But an unreleased game isn't as widespread. When a game is cancelled it is deemed not for your eyes; it is to be buried and hidden and kept from view, like a taboo act, a carnal treasure, or sacred offering to the Old Gods; it is the mysterious "Rated 18" symbol which stirs the inner child in all of us; it is the warning of Pandora's Box which says do not open, but which stirs a fire in us to breach that seal! Someone, somewhere, made the decision that none of us could experience this, and that is why the desire is so deliciously intense.




Our only sources of knowledge are from the people who made it, who won't be around forever, ancient magazines scans, or remnants of dev material. But everything works against unreleased games - the light-sensitive EEPROMs, burned CD-Rs, or magnetic floppies are in a constant state of biodegrading. In my 12 years of games research, interviewing over a hundred developers altogether, good archiving methods have always been the exception rather than the rule. In fact, if it wasn't for over-zealous collectors who dive in and rummage through the garbage of others (literally), a lot of prototypes of unreleased games would never have been saved. I love the pursuit of undocumented knowledge, I love the Unseen64 staff for researching all this, and I sincerely love this book you're holding right now - I only hope that you share my desire to stop Alexandria burning and help preserve our cultural heritage.




Online:www.hardcoregaming101.net/untoldhistory2/untoldhistory2.htm

Email: szczepaniak@hardcoregaming101.net






Kurt Kalata


(Editor-in-Chief, Hardcore Gaming 101)





Before the internet, the history of video gaming was in a murky place. The corporate culture surrounding them ensured that publishers only let the audience see what they wanted them to see, and communication between gamers was largely relegated to whatever whispers passed around the classroom. It didn't help that, through the 80s and 90s, much of the devoted audience consisted of children, who were often too involved with passing their own tests rather than recording current events. The only historical record we had were video game magazines.




Amidst the reviews and codes and previews, there were always games that were revealed but never actually released. They might've appeared as blurry screenshots, taken at a Japanese game convention or swiped from Famitsu, or as a quick mention in a rumor column, or even featured in advertisements. Back then, game releases were rarely tracked and not everyone lived by fully stocked retail stores - it could easily be assumed a game was released but just never hit the shelves by your area.




These titles slowly entered the realm of urban legend. Games like Bio Force Ape and Mother gained extraordinary notoriety over the years, thanks to being featured in a magazine with such a large distribution as Nintendo Power, but tons and tons of others were seen maybe once or twice and never heard from again, only recalled in hazy memories. "That game with the sword dude? Dando or something? What ever happened with that?"

As the internet grew and connected the world, old questions were answered and new ones were asked. Prototype cartridges of long-missing games were found at garage sales and arcade boards were discovered in forgotten warehouses. We learned of a whole generation of Japanese arcade games that were cancelled, due to failing location tests thanks to the Street Fighter II boom. The Japanese media, typically impenetrable to outsiders, often even has little mention of many of these games, with the only sources being half-remembered blog posts by gamers who happened to be in the right place at the right time.




And all of that is why Unseen64, and the contents of this book, are so important. The uncovering and preserving of these titles is the closest that the video game industry has to archaeology, and it's done almost entirely by enthusiasts - most game publishers are famously lax about the data retention practices and often have to seek out fans to reclaim their own work. There's also something romantic about it - each unreleased game has a tragic story behind it, giving a sense of endearment to even the most lackluster titles. And it's a historical record of things that never were, of games that might've been released had the fortunes of the developer (or the publisher) gone a different way. It's thanks to this website and its writers, along with the emulation authors and game preservationists, that have helped shaped this important but often overlooked area of video game culture.




Online:www.hardcoregaming101.net| @HG_101

Email: kurt@hardcoregaming101.net






“Guru Larry” Bundy Jr

(Game Journalist and Historian)





Video games, as a whole, have always been a great source of entertainment for us, (well, most of them anyway). 

But what always has been alluring to myself and many others is the process of how they’re made... We all know what’s approved, as we can play that. But what about the parts that aren’t and are thrown by the wayside? Those pieces that can’t be put in because of time constraints and inevitably are placed in the sequel, those games where all the reviews said it would have been better if it had multiplayer, and did have until some genius removed it, and ultimately, those games that are scrapped entirely.

Every single deleted piece is confronted with a “Why?” and uncovering that Why often leads to fascinating, tragic, or sometimes even downright hilarious stories.

So, thanks to Unseen64 and many other neurotic denizens of the internet, we finally have answers to a lot of those “whys”.

Well... that, or I’ve just been babbling a load of pretentious bollocks for the past few paragraphs in a desperate attempt to look smart and they were deleted just because they were crap :D

So sit back, pour yourself a refreshing glass of the finest vintage Mountain Dew and enjoy flicking through an Italian’s meticulous, obsessively researched chronicle of gaming history, and discover games you’ll sadly never get to play, Games you never even knew existed and games that’ll leave you scratching your noggin’ wondering: “What were they thinking?”




Online:youtube.com/Larry| @LarryBundyJr

Email: larry.bundyjr@btinternet.com






Daan Koopman


(Gaming blogger for Nintendo World Report | GoNintendo | NF Magazine | N1ntendo)






The thirst for information is becoming more and more in our lives. You want to know what the latest happenings are in the world of video games. You visit website after website, video after video and scrap the barrel for every little detail. In most cases, this ends in the release of a game that you couldn't wait to play. Now and again though, the stream of information just ends. Some projects just get cut short before seeing ever the light of day. Their unsung stories deserve to be told, equally to the games that make it to market. The constant struggle for survival in this industry takes its toll on even the best of developers. It is why Unseen64 is more important than you might think.

Their focus is not on the current, but on the forgotten. The scrapes left behind by time. The scrapes you have likely forgotten about. I remember well the first time that we really seen Super Mario Sunshine. It had a completely different look to it with huge legged enemies and the scene bursting with people. I always wondered what happened with that vision. Another Nintendo example are stories inside NST (Nintendo Software Technology). The changes within that company are strange from the outside, but Unseen64 made sense of it all. For me, it is a refreshing database that I love to dive into time and time again. This book will represent some of it, but I implore to spent a free day and go through every single piece in their archives.




Online:youtube.com/NintenDaan1| @NintenDaan






Shane Gill


(Owner / Operator of DidYouKnowGaming)






Roughly four years ago I hastily made a handful of images showcasing what I believed to be obscure but appealing video game trivia. Despite the images being poorly researched and showcasing my talent for making typos, they proved to be shareable and found their way to an audience far larger than I expected. The attention to my newly established blog, and what seemed to be a never ending stream of new faces, was jarring and exciting. Though I was taken back by the exposure, I knew a good thing when I saw it and took the only action that made any sense at the time: create more content. I ran short of tidbits that I could recall from memory, and even faster than expected. If I wanted things to continue, I had to look elsewhere and learn the ropes of researching. One of the earliest and most impressive resources I found in my search was a website called Unseen64.




Even as a rookie researcher, the importance of the site’s archives and preservation efforts were not lost on me. Within its records I found mock screenshots of Final Fantasy VII before it became a 3D title, Banjo-Kazooie in its infancy as Project Dream, and a cancelled 3D Sonic game I’d never seen before. I had a wealth of new material for my site and YouTube channel, but Unseen64 provided me with something even more valuable. It opened my eyes to the kinds of content that could exist online, and gave me insight to how proper research should be conducted. I’m sometimes fortunate enough to interview game developers about their work, and when I undoubtedly run out of meaningful things to ask them, I think back to those archives to help guide my questioning.




Discoveries from Unseen64 and the community of preservationists associated with it have helped me grow an audience of over two million subscribers on YouTube. When I saw that Unseen64 was producing its own quality editorial videos, I considered how I could repay the site and its supporters for all they’ve done for me through the years. After reaching out to one of the site’s contributors, Liam Robertson, we discussed bringing some unseen content to the DidYouKnowGaming channel and its two million followers. It was wonderful to see Liam’s videos get a positive reception and the attention they deserved -- and they even introduced my channel to a new crowd of gamers. One important fact I’ve learnt from seeing my blog grow is that the actions of individuals do make a difference. I would implore anyone reading this lovingly crafted book to introduce a friend to Unseen64 and its archives. It has the potential to reshape an individual's way of thinking, or at the very least, show them how captivating cancelled games can be.




Online:www.didyouknowgaming.com|youtube.com/user/DYKGaming| @_ShaneGill_




Pizza, Nerds and Lost Video Games: The History of Unseen64

Article by: Luca Taborelli (monokoma)

It all started in Italy in late '90s: me and a few of my Italian friends noticed that many of our favourite Nintendo 64 games were nothing like the old screenshots that were published in magazines before their release (different graphics, deleted areas and characters, etc.). In the mid ‘90s, internet was starting to become easily available with cheap connections in Italy, and once I got online around 1998, I hunted down more and more screenshots of those cancelled and beta N64 games, published on ugly Geocities websites.

[image: komastereoriviste]


I wanted to save all those images to find even more differences and to dream about how those lost games could have turned out. One game in particular had my attention - Zelda: Ocarina of Time. It was meant to be released for the Nintendo 64 Disc Drive, but after many delays, when it came out for the standard N64, most of its original features and places were removed. I searched through the web to find more and more early Zelda 64 screens from official websites and fansites. In one of those fansites, there was a nice section named “Unseen Zelda” focused on the beta content from Ocarina of Time.

It was cool to know that there were more people interested in the changes made to Zelda 64. In a couple of years I had already amassed a big collection of screens and videos for beta and cancelled Nintendo 64 games, but it was mostly a chaotic directory in my PC. In mid 2000, with the help of my friend Rosalex (Alessandro Rosa), we created a fansite for Perfect Dark, inspired by our love for its multiplayer mode. In that Perfect Dark website, I wanted to open a small section to organise all those screens with beta and cancelled N64 games, to share them with other nerds.

[image: unseen64pdx]


Taking inspiration from that interesting “Unseen Zelda” page, I named the section “Unseen64“, as it had many more Nintendo 64 games than just Ocarina of Time. It was late 2000 / early 2001 and the Unseen64 page in our Perfect Dark fansite (backup on Web Archive:goo.gl/DpnXRD) can be considered the first version of Unseen64. Gradually, I began finding out that there were even more geeks interested in beta and cancelled games, such as the wonderful Assembler Games Forum (assemblergames.com) filled with collectors of prototypes. Another great “unseen gaming” website from the old days was “The Strange (and Rare) Videogame Pics Page“ (backup on Web Archive:goo.gl/M6FW9X) made by another Italian guy, with lots of photos from obscure and unreleased consoles.


In February 2001, I became addicted with Phantasy Star Online on the Dreamcast, and looking back at the early videos and screenshots from the game, I came to the realisation that there were many elements that were changed or removed from the final version of PSO. Along with my blog / fansite dedicated to PSO, there was a page full of screenshots and concept art for the removed content, titled “PSO Unseen“ (backup on Web Archive:goo.gl/ENSvor).

Another game that took my interest at the time was “Virtua Fighter RPG” aka “Project Berkley”, that was later released as Shenmue, but they cut most of its originally planned 16 chapters. In the same years, it was announced that Eternal Darkness (developed by Silicon Knights) would be cancelled for the Nintendo 64 and released for the new Nintendo GameCube. Even Too Human, a Silicon Knights project that began as a Playstation 1 game in 1993, was then planned to be released in 2003 / 2004 for the new Nintendo console.

I was fascinated by Too Human: a game upon which development was still not finished after an entire decade. In that respect, Too Human is a real unseen gem: the final version was released in 2008 for the Xbox 360 (15 years after it was conceived), but the original concept was heavily changed and cut. At the end of 2001, I created a new fansite dedicated to the Too Human Project (backup on Web Archive:goo.gl/ClCZMw), with a gallery and details for the cancelled Playstation version.

[image: unseen64toohuyman]


In 2002, my collection of beta screenshots had many directories with N64, Dreamcast and Playstation “unseen” games, but I was too lazy to frequently update the “Unseen64” section in the abandoned Perfect Dark fansite. In November 2002, Eternal Darkness for Gamecube was finally released in Italy. After finishing the game, I created yet another website, “Eternal Unseen“ (backup on Web Archive:goo.gl/2ANuwn), dedicated to the cancelled N64 version and the removed content from the Gamecube version.

In 2003, we officially stopped working on the Perfect Dark fansite, but we still had some visitors just for the Unseen64 page. Meanwhile, I organised a new minisite dedicated to the development of Zelda 64 (which can now be seen atwww.unseen64.net/2008/04/16/zelda64-project-development/) because there was too much confusion surrounding the soon-to-be-released Zelda: Master Quest on the GameCube. Master Quest was viewed by many as Zelda URA, which was meant to be released for the Nintendo 64DD, but in reality, it was just a tiny part of the original 64DD expansion.

Later, I found many other websites and communities about lost games, such as Frank Cifaldi’s Lost Levels (www.lostlevels.org) and X-Cult (www.x-cult.org). It was nice to see so many gamers who shared my same interest and love for games that we’ll never play. It had become possible to talk with more and more people interested in finding and sharing documents about unseen games.

Still, there wasn’t a comprehensive archive to preserve all of my beta screens, videos and information in a single place. By the end of 2003, I had an “Unseen64” section on a dead Perfect Dark website, a “PSO Unseen” page, a site dedicated to the “unseen Too Human Project”, another site for “Eternal Darkness Unseen”, an article about the “unseen development of Zelda 64”, and many gigabytes of screenshots and videos of beta and cancelled games for various consoles saved in my PC. It became clear that it was time to organize all that mess into a single website.
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That is when the current “Unseen64” was born; initially as an ugly series of pages made in HTML with Office Front-Page. Even if the site harboured other consoles that were irrelevant to the “64” in the title, I decided to keep the original name “Unseen64” because me and my friends had grown attached to it. For each game to be archived in the site, I had to manually create a single page offline, insert all the images one by one, save everything and upload the files online. A few descriptions and articles were written in Italian by me and my friend Yota (Alberto Li Vigni). We worked on Unseen64 intermittently through 2004 and 2005, but as our free hosting was limited, we were not able to upload and archive videos.

However in 2006, I finally opened a Youtube Channel (youtube.com/user/monokoma) to share my collection of videos for beta and cancelled games. In late 2006, the third member of the main Unseen64 Staff finally joined our team: Blek (Damiano Bacci) was another Italian nerd that loved to read about unseen games and he offered to help with the site. Somehow, thanks to YouTube, Unseen64 became even more popular among gaming geeks, and in 2007, we received various emails from people that wanted to incorporate our little archive in their bigger websites. We were scared to lose our “freedom” so usually we replied with a “No, but thanks!”.

We were having a lot of fun updating Unseen64 and the feedback from readers was great. We also organized a Podcast (in Italian) to talk about the strange world of beta and cancelled games! During that time, another Italian gamer named Reno (Mathieu Renaudat) joined the staff to help with scanning old magazines and to participate in our podcast. There were quite a few fans of the Italian Unseen64 Podcast, and it was nice to know that people were interested in listening to a bunch of nerds talking about games we’ll never play.

In October 2007, I got into contact with Mai, a guy from the Netherlands that offered to host Unseen64 on his server and pay for a real domain name (we were still using free web hosting with a crappy subdomain), as well as leave us the freedom to organize the site as we please (in exchange he just wanted to add some Google Adsense banners). I chatted with Mai for some time, and he seemed reliable and crazy enough to start a good collaboration between Italy and the Netherlands.
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We worked together to upgrade the old HTML website into a better Wordpress-powered archive and translated most of the main articles into English (the site was mostly in Italian until that point). Finally in April 2008, the “new Unseen64” was online! Thanks to WordPress, it was faster and easier to write articles, so we were able to have daily-updates to preserve even more unseen games. During that time, we opened a dedicated Unseen64 forum and many people from all over the world joined us. With their help, the community started to grow more and more. Some new users even offered to help write more articles for the site!

In mid 2008, Tamaki (Liam Robertson) also joined the Unseen64 Staff to create video articles for some of the more interesting lost games we wrote about in the archive. A few more people offered to create videos for Unseen64 and different ones were made: my idea was to let everyone to freely create Unseen64 videos, a collective name to use by who would like to talk about unseen games. As I was not able to record videos in English, it would have been nice to see other english gamers making them. It was great to receive more help and we were super happy to finally be able to expand Unseen64 with an international staff. Edge Magazine even made Unseen64 their “website of the month” in December 2008!

Unfortunately, with the American and European financial crisis in 2008 / 2009, many software houses closed down and there were even more cancelled games to preserve in the Unseen64 archive. We had a lot of beta and unreleased games for old consoles still to be added to the site, so it was not easy to keep up with daily updates. Even with a few people helping with articles, most work was still done only by me, taking a lot of my free time away.
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Developers even started to directly contact us to send info, images and videos from lost games they worked on. It was like opening pandora’s box: for each unseen game archived, dozens more were found. That was a lot of work! In mid-2008, I started a full time job, and time to organize, research and write for Unseen64 diminished even more. If that wasn’t enough, many contributors that initially wanted to help with writing for the site or creating videos vanished after only a few articles. That was not good! How could we archive all of those new unseen videogames if we had no free time and there were no new people to help us?

In 2009, we struggled to update the site as much as we could. Articles were written in English by me and Yota, but as we are Italian, the quality was not very good. Still, even with a site full of Engrish descriptions, people were happy to see such an archive of unseen games and visitors kept coming. Another Italian gamer known as Celine became a huge supporter of the site, sending us lots of info, scans and images of cancelled games. In February 2009, Mai opened an Unseen64 Twitter account to share the news we posted on the main site. While we did not care much for Twitter during its early days, it later became our main channel to find and share news on unseen videogames and often it’s the only way to get in contact with developers that can help us to preserve more lost titles.
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In May 2009, we had a graphic redesign for the website to make it look better and easier to navigate. I had to switch to weekly updates instead of daily news, as I really did not have the time to do more. My backlog of games to add to the archive started to grow and even today I still have many contributions from 2009 and early 2010 that need to be added to the site! I am hopeful that one day we’ll be able to add them all.

Even with all the difficulties to manage such an infinite archive of unseen games, feedback from readers and other bigger gaming websites was getting better and better! We were super happy with all the positive comments and the interest from all around the world, and it made us proud to organize such a historical archive. It was hard, but we loved it.

In late 2010, we added a plugin to Unseen64 to make it more like a Wiki, allowing visitors to edit articles and add new ones, but it was a major failure: we received lots of spam, terribly written descriptions and copy / pasted articles from other websites. Only a few of the user-generated articles were good enough to keep without any editing. That system did not help to save time, as I still had to review each article before publishing it online. After a couple of years, we had to remove the Wiki system and return to a staff-based website, adding new contributions as soon as possible (meaning weeks or months before seeing them on the site).

In late 2012, there was another huge blow for Unseen64 when Google decided to ban us from using Adsense Banners in our site: we were writing about ROMs of prototypes and MODs for old 16 bit games (such as the Super Mario World Beta Remake). Even if we did not have a direct download of the ROMs on our website, Google cut us off from our only resource of money to pay for the server. It was really sad. We tried to explain our reasons to Google, but without luck. Mai had to find new ways to pay for the server and added some ugly / spammy banners to the site. We did not like them (at all), but we did not have any other option at the time.

Mai also had to remove the old Unseen64 Forum because it used too many server resources and it was difficult for him to pay to keep the database online without any issues. Even if we used a lot of energy and effort to keep the site updated and to archive lost games during the Xbox 360, PS3 and Wii generation, in 2013 we decided that Unseen64 would not cover new games for the 8th generation of consoles (WiiU, 3DS, PS4, Xbox One, PSVita) as we did not have enough free time for them.

The current situation of the videogame industry is much more complex than what we tried to follow in early 2000: there are games for consoles, there are games for handhelds, there are games for PCs, there are games for smartphones and there are hundreds of new indie-games announced every day. It’s impossible to keep up with so many interesting video games that could be cancelled or that could be released with changes from their early versions. We already struggled to cover all the most interesting beta and cancelled games for the “retro” consoles, that it made no sense to try to archive something else.

That’s still the current state of the Unseen64 website: as an archive for unseen games up to the 7th generation of consoles. Maybe in the future we could gather enough resources to quit some of our day-jobs and write more for Unseen64, finally being able to cover “new” games too: we’d love to do it for sure.

Problems for the site were not finishing yet. From the end of 2013 till the first half of 2014, Unseen64 remained offline because of a serious tech problem that Mai was not able to fix. That was a nightmare: all the work we put into Unseen64 became useless and we were not able to add more games to the archive, making our (already huge) backlog even longer. Hundreds and hundreds of unseen games to be added to Unseen64, and no way to do it. I started to lose faith in the project, and with Mai we were thinking of selling the site to someone else and get on with our lives. In just a few years, Unseen64 became a project too big for a small group of Italians with no free time.

[image: u64staffitalian2011]


When everything seemed lost, in July 2014, Mai was able to get the site back online, but he told me that he wanted to leave the team so that he could concentrate on his job and life. He offered to keep Unseen64 on one of his servers and to help with the technical problems, but only as external support to be paid, even if heavily discounted. I had to find a way to pay for the server, to add all the remaining lost games in the archive and to reply to hundreds of messages from fans and contributors.

It was overwhelming: I had to decide if keeping up with Unseen64 was worth it, or if closing it down was for the best. There were lots of readers that counted on Unseen64 to have a proper online archive of games that would never be, and there were even many developers that trusted us enough to share info and media from lost games they worked on. I still used part of my free time to research closed gaming studios and cancelled videogames, as it became one of my major interests. Unseen64 deserved another chance.

I gave Unseen64 a year to get back on track and to find a way to sustain itself with fan donations. Me and Yota once again started to write weekly articles. We found a better graphic template for the site and Tamaki was back with a new series of video articles to promote Unseen64 on Youtube. In November 2014, we opened our Patreon page to gather donations from readers and it was a success: even if we didn’t raise as much as the more popular websites, we were still able to reach our first goal in just a few months. The Unseen64 server was paid for a couple of years! We are super happy: seeing this kind of support from our readers makes us proud to continue working on Unseen64, even if it’s still not easy to keep up with life and all the effort needed for the site.
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Big gaming networks like IGN, Gamespot and Kotaku have the power and money to pay a team to work full-time on their websites, to publish daily updates and create detailed video insights. We don't have their resources, but we have something better: we have you, a community of gamers that know why it's important to archive beta and cancelled games. Together we can keep making Unseen64 a better online museum for all those lost games that could be forgotten.

Donations from Patreon go up and down (as people can remove their support at any time), but even if we did not reach the goal of 250$ a month to write a book about cancelled games… we started to work on it anyway! In early 2015, I organized the book content, and with Yota and Blek we began to update articles and plan interviews with developers. We would have never been able to do an entire book by ourself, so we asked for help from the Unseen64 community and many people answered the call by volunteering to create and proofread articles.

A few of them, like LazyFace (Sam Batten), also joined the main Unseen64 staff to contribute to the website too. It took almost 2 years to write this book in our spare time, we put a lot of love and energy into this project and we hope that people enjoy it and help raise awareness for the importance of remembering unreleased games that could be forgotten.

In November 2015, one of the biggest gaming channels on Youtube offered to host Unseen64 videos made by Tamaki, helping us reach a wider public audience: thanks to Shane Gill, Did You Know Gaming became one of our major supporters, and thanks to their huge number of followers more and more people are now able to learn about games that will never be.

[image: u64-dykg]


In the last few years, Youtube became the primal source of insight for gamers. Detailed video-articles can spread the memories of cancelled games wide and far, giving seemingly forgotten games a new chance at being remembered. As the main Unseen64 Staff is Italian, it’s not easy to create Unseen64 videos beyond what Tamaki can do at the moment (it would not be possible to do English voice-overs for Yota, Blek and I) and with most of our free time already taken by work for the site and the book, we still did not expand on Youtube as much as we would like to do. However, we have a few ideas to test in the future. For some reason, people are more likely to support and donate for video content than for traditional text articles, and if that is the best way to secure a steady support for Unseen64, then we’ll do it as best we can.

This is where we are now: as of early 2016, Unseen64 is mostly a website about cancelled videogames, as we found it harder to archive beta differences for games we didn’t play. User-driven Wikis such as The Cutting Room Floor are much better at detailing what changed in released games, and we can focus on what we do best: researching lost videogames. With cancelled games, we just need to know that they were never released, and they are good to be investigated and archived. We love to seek more info on unreleased projects and it’s great to create reliable relationships with developers and collectors to preserve as many details as possible.

2016 is the 15th anniversary of Unseen64 and we would like this book to be a celebration of all the time, effort, energy and love we dedicated to the preservation of games that will never be. What will happen to Unseen64 in the next 15 years? We’ll find out together, with you and all of our patrons.

Thanks for your support!


Anonymous sources and research

Article by: Luca Taborelli (monokoma)

This is a delicate topic in investigative journalism, but it’s something that could be overlooked when talking about researching video games. While it’s quite clear to the Unseen64 staff and to most of our main contributors that sometimes sources have to be left anonymous to be able to receive info, screenshots, videos, or even playable builds of cancelled games, there is still a minor number of people that never thought much about the importance of privacy in our field. This may be partially due to the conception that if some information lacks a public source then it is must be false, which as you can imagine is far from accurate. Guaranteeing the anonymity of sources is one of the most important ways to ensure the preservation of a few lost games that would have not been saved in any other way.

Say there’s a former developer that worked on an ill-fated project who wished to share some info, screens, or videos with us. Due to the potential for trouble from the studio for sharing this knowledge, the developer would like to remain anonymous in exchange for the information. Though this may seem like a rare occurrence, it happens more than you would think. Often major companies make their employees sign a non-disclosure agreements (NDA), which allows the company to prosecute an employee who reveals insider information on projects without approval. After all, videogames (especially AAA projects) are a product made to be sold in an economic market with thousands of competitors, forcing companies to protect their property however they can.

Even old lost games could be seen as current intellectual property to protect if the company believes that certain elements could be resurrected in future projects. Other times there are no legal NDA’s involved, but people that worked on the project still may prefer to remain anonymous, just to be safe. There are times in which everyone is fine with sharing info and media from cancelled games for a variety of reasons. Sometimes it’s because the project is so old that no one cares anymore, sometimes it’s because the original studio that owned the IP is long gone, other times it’s because it was just a small game from an unknown team, and rarely it’s because the company is simply open about their unreleased projects.

Naturally, it takes time to earn enough trust to ensure someone that what they share will remain anonymous. Most developers would not give sensitive documents to random kids on the “internetz.” By starting our archive work in early 2001, Unseen64 was able to build up a long history of trusty relationships with developers. In 15 years we talked with many people that worked on videogames and almost all of them understood the importance of preserving memories from their unseen projects. Initially it was a leap of faith, as we were still a mostly unknown website lead by Italian nerds, but people eventually started to recognize what we did and helped us archive more and more lost games. By not revealing who shared some of the most sensitive details with us, developers learned that we were able to keep the anonymity we promised.

Sometimes we also receive documents from anonymous emails that lack any indication of who sent it. The important thing is that we receive those details, screens, and videos from games that could have remained lost. In these cases, we just have to do some parallel researches to confirm the credibility of the info and then archive it in the best way possible. When someone feels that it’s important or interesting to save some memories on games that will never be, for whatever reason they have, then it’s just a matter of them getting in contact with us. We should also not forget about all the times in which we directly contact developers, asking them about some of the cancelled games they worked on, while trying to explain our archiving process and the potential for anonymity if needed. If they reply (which they hopefully will), any information is only a few questions away.

While it could be more difficult for traditional investigative journalism to decide whether to use info from anonymous sources, for video games it’s almost more practical. Why would someone spend their free time to build an intricate story about a lost video game, make fake screenshots or even fake videos? There are no important economic or political reasons to do something like this, if not just for the “LULZ.” And even then, the effort is not worth the payout. But of course, this has occurred a few times here at Unseen64, though it was not much of a problem: half of the time it’s blatantly clear that it’s just a joke, while the other half of the time it’s just a matter of waiting for real developers that worked in the presumed title to comment on the fake info.

If the latter will never happen, then we’ll just have archived another curious vaporware that never really existed and will never be, like a lot of projects announced for the Panasonic M2 or the Game.com. It’s unfortunate, but it's extremely difficult to fact-check false information on a cancelled game that lacks any serious information in the first place.

We also should briefly talk about what’s often referred to as “off-the-record” information, or in journalism terms information that is shared “unofficially, in confidence, not for publication”. Yep, we also receive this kind of info, and we must refrain from publishing it. But how could something that cannot be shared help to remember lost videogames? Well, there are different cases. For example, we could be provided with the private email of someone that could share more info, they could send us some details useful to uncover related facts, or explain why it’s important that we would never reveal something we found, or they could lend a playable prototype in order to help write an in-depth article but cannot be leaked because of serious legal issues.

These things happen more often than you would expect, and it’s even more important that all of this remains private so we can continue to preserve the lost games of the past. As it happened in the past that some external collaborators did not follow the correct research guidelines, respecting developers and their work, I try to keep the Unseen64 staff as small as possible, with half of it made by old time real life friends. Even then, the articles and their respective sources are reviewed and analyzed before publishing it on the site, just to be sure that everything was acquired in the right way.

Preserving lost games is not just about finding info and putting it online; it’s about knowing when and how it’s best to make something public, to be able to research even deeper, to protect sources, to earn even more trust, and most importantly, to save games that would not be preserved in any other way. So, is it worth it to ensure anonymity to save the memory of lost videogames? For the Unseen64 staff and myself, absolutely.

There are countless of examples in which the trust we’ve obtained by keeping anonymity of sources has helped us gain more insight and info on cancelled games, effectively allowing us to preserve them throughout time. Sure, they may have been information that we were forced to keep private, but we were still able to archive much more than what was previously available. If we continue to keep building a long history of trust and anonymity, we can only imagine that this will be even more true in the future.




Gaming philology: text criticism and video game researches

Article by: Sebastian Zavala

What is philology? And most importantly, what’s the textual criticism branch of philology, and how is it relevant to the history of unreleased video-games? To answer the first two questions in a few words: philology is the study of language in written historical sources, and textual criticism is an attempt to reconstruct an author's original text based on early variant copies of manuscripts. But how do we answer the third question? Well, trying to analyze, criticize and understand gaming history based on its incomplete and canceled games is very similar to trying to analyze, criticize and understand a text - such as a novel - based on its early manuscripts.

We’re not using what was completed and published and consumed by hundreds of people - we’re using obscure sources, memories on games which were never officially released or played by their intended audiences. We’re using bits and pieces of these lost games to try to understand the context in which they were made, the people that were involved in their development, and the history of the gaming companies and publishers.

Yes, much can be discovered by studying complete games, classics such as Super Mario World, The Legend of Zelda: Ocarina of Time or Metal Gear Solid. We can learn about the state of the industry and the market at the time, the revolutionary methods used to develop such amazing titles, the way plots and characters were written, and how programming kept changing over time. But the same can be said about canceled games, and the different accounts regarding the development of said titles.

According to philology, when comparing different “witnesses" of a single original text (or in this case, game), the observed differences are called “variant readings”, or simply “variants” or “readings”. In our book, these “readings” are the different reports, articles and interviews regarding canceled games. All this gives a certain richness and unpredictability to research. Because primary sources are rare (unless the canceled game was eventually released or leaked in some form or another, but these cases are in the minority), all we have are secondary ones, and because they are written or told by people with different perspectives and roles in game development, they tend to give different viewpoints regarding the project.

For example, we can learn something very specific from the programmer, but then learn some obscure detail from the character designer; both help to paint the bigger picture. We can have a particular viewpoint regarding the cancellation of the game from a representative of the publisher or an ex-employee, and we can have a counter-argument from the game director (meaning, the person who possibly got in a fight with the publisher).

The fact that we have all these different perspectives means we can get richer, more interesting material, but it also means our piecing together of gaming history can get a little difficult. Besides, the interesting thing about all these unseen games is that some of their stories are incomplete - there are games of which we know quite a bit, while there are others of which we know next to nothing. Why were they canceled? Who was to blame? When did development start, who was the director, the designers and for which console was the game supposed to be released?

Unfortunately most of the time we can’t have the answer to all of these questions, meaning that many of the puzzles presented in this book are quite incomplete. Textual criticism applied on video games gives us the opportunity to present to you the best approximation of what the canceled game was supposed to be, but not an exact recreation. What we’re doing with this book is trying to present “variorums” - meaning, works of criticism and analysis whereby all variations are set side by side so that our readers can track how decisions were made during the games’ development.

In short, we’re trying to be as objective as possible - after all, we really can’t be 100% sure if these games were going to be any good, as most of us really didn’t have the chance to try any of them. We can make educated guesses considering the development companies’ previous work and the reputation of the programmers, designers, directors and scriptwriters, but sadly, we can’t give definite answers to “what if” questions. Continuing with philology, what we’re also applying is “eclecticism” - the fact that we’re consulting as many witnesses of these games’ development as possible (meaning, all the sources we can find), so that we can be sure most errors aren’t being repeated.

After all, if we have multiple accounts of what a game’s creation (and subsequent cancellation) was supposed to have been, and most of them pretty much repeat each other, we can be sure we’re getting some solid information. What one source omits, the others may keep; what one adds, the others may subtract. With all this “intel”, we can come up with our best approximation of the truth.

Since some of us collaborators are film critics, it meant the project could be approached in a very similar manner to which one analyzes movies. Yes, film criticism is all about saying if a movie was any good, but it’s also about analyzing both the form and the content of a motion picture - the way it was shot, lit, acted, edited, recorded and orchestrated, but also the plot, the messages it presents, and the way it develops it characters. With games, it’s quite similar. Yes, we analyze the “technical” side of things - gameplay, contols, graphics, music, sound and level design, but it’s also fair to include aspects such as main character personalities, quality of dialogue and plot. It depends on the kind of game we’re talking about, of course - there’s not much to say about character development if we’re talking about a puzzle game - but you get the gist.

The more we know about form and content of a canceled game, the more we can know about what it was supposed to be, and maybe, the reasons why its developers or publishers had to cancel it. After all, errors in gameplay or script can always make a suit decide, just maybe, that a title is not worth releasing after all. Now, I’m not saying philology is the only way to approach a subject matter such as canceled video games, but it certainly felt like one of the most interesting ways.

Hopefully, it’ll allow our readers to understand a little bit more about these potential hits - or flops, about gaming history, publishers’ history and what the companies behind games and gamers can do so that we don’t repeat past mistakes.

This book is all about reconstructing lost history - with any luck, we’ve managed to do just that.


Preservation of cancelled games

Article by: Sebastian Zavala

Making a video game is not an easy task - not unlike making a movie or composing music. It involves, usually, a large group of people. It requires quite a lot of money and resources, and even if everyone does their job well and on time, there’s a small chance that the final product will end up being… unsatisfactory.

Like any work of art - because, at this point in time, I’m pretty sure we can call video games an art form - a game can be viewed both objectively and subjectively, which means that even an acclaimed masterpiece can be disliked by some people, and a terrible title can have a cult following. Who are the ones making these games?

We have the level designers, the character designers, the writers, the directors, the programmers, the composers, and many, many more. It is a collaborative effort - not unlike, once again, shooting a motion picture - which means there are many variables that can go either wrong or right. Besides, there’s also the money people, the publishers who decide if the game is worth making available to the public or not.

And of course, let’s not forget the deadlines, developers aren’t necessarily given all the time they need in order to finish a game. It’s because of all this that some games simply never see the light of day. There are many ideas, many concepts that probably looked good on paper, or that actually began development but, for some reason or another, were axed at the last minute.

Anything can happen during the development of a video game: there can be problems with the story, with the level design, with the gameplay, or even with the console for which it is being made. If anything, this book will be about the “what ifs”: what if that game had actually been released? What if the company’s president hadn’t renounced, or what if the publisher hadn’t gone bankrupt, or what if there hadn’t been a fight between one developer and the other?

As with any fantasy, it is fascinating to think what would have happened if things had gone differently. But that’s not the only reason to publish a book like this - it is important to preserve cancelled games because they are part of gaming history. An important part, actually. Many man-hours were dedicated to these titles; many ideas - most of them good - were thought out for them and many talents were discovered during their development.

If anything, we should be paying tribute to all those people who dedicated days, even months or years to products that ultimately weren’t consumed by anyone. It must be frustrating to be a creator, someone with a passion and a dedication to a very complex craft, and not being recognised for his or her hard work. So maybe that’s what this book is about - recognition. Recognising that video game development is a tough job, sometimes even a thankless job, something that requires quite a lot of effort and time and money and resources and even sacrifice. But most importantly, recognising the work of people who never had the opportunity of receiving the greatest satisfaction any artist or creator can have: having his or her work being released to the public.

We must preserve the legacy of these titles - and the people who made them. People everywhere are interested in these titles because they are curious, because they want to know what very few people know, and because, ultimately, they’d like to play these unreleased games, to see what could have been, to experience what very few people have experienced.

This book is for them, for those who want to know more about gaming history; about its developers and programmers and creators. But it is also for the developer, so that they know there are people interested in their work, people who don’t want these games to be forgotten. But the preservation of cancelled games is also important for a more academic reason: it can help us contextualise.

If one is studying the history of video games, and we already have plenty of books and articles online regarding this subject, it is as important to know about games that never saw the light of day as it is those which ultimately ended up in the hands of gamers around the world. It can helps us see what the status of the industry was at a particular point in time; it can help us understand how developers and publishers were thinking at the time, and it can even show us the early stages of an important developer or creator’s career.

Besides, it is important to note that many of these games are related to the history of the console they were being planned for. Take some of the cancelled games for Nintendo’s Virtual Boy for example: titles like Zero Racers or Star Fox were planned and even commenced development, but were never released because the “portable” console was a colossal failure, both financially and critically.

Moreover, it is important to consider and study these cases in order to learn. By finding out what happened during the development of these titles - all the good ideas and sensible decisions, but also all the mistakes - and transmitting all of this knowledge, one can hope developers around the world can learn what must be done (and what must not) during the development of a videogame.

Obviously, the reach of all this information will ultimately depend on the amount of people that end up reading this book. Hopefully it will be a considerable amount. The point is, many of these cancelled projects can tell us as much, or even more, about consoles, companies and developers as the games that were ultimately approved.

They are a product of their time, and a product of their parent company’s way of thinking. They have fascinating stories, full of complications, drama, and ironies. They prove that the creative process can be quite complicated and that, if not handled well, it can end up ruining projects, or even careers.

Preserving cancelled videogames is a fascinating, interesting and very important thing - equally important to preserving cancelled films, for example. Much can be learned about our past in order to work efficiently and happily in the future. If all the authors who collaborated in this book (including me) can be a part of that, part of the learning process, then we’ll all be the better for it.

This book is dedicated to all the people mentioned in this text - gamers, historians, developers, scriptwriters, programmers, and many more - but, most importantly, it’s dedicated to those people who love video games (playing them, researching and writing about them) as much as we do. Hopefully, you’ll find all these stories as intriguing as we do.


Frequently Asked Questions

Who’s behind Unseen64?

We are a collective of gamers from all around the world who, in our limited free time, do the best we can to remember the canceled and forgotten games of our past. Unseen64 was created in 2001 by a group of Italian friends who wanted to remember some of their favorite lost games. Soon after people from other countries joined the Unseen64 staff to help manage the ever-growing archive, turning us into a worldwide group of nerds that love to remember the games we’ll never get to play.

What’s so interesting about cancelled games?

It’s always interesting to learn about the unknown! Especially when it’s related to your hobbies and passions. For cancelled games, it’s exciting to discover a game that someone else decided to never release or to hide. Unreleased games have the potential to be as awesome as we can imagine, so we can always dream how great they could have been if only completed. Learning about cancelled games is just like learning about new games looming over the horizon...without being able to play them.

Why is it important to save info about lost games?

Each cancelled game is a part of gaming history even though it was never released. Some projects could have been amazing games, others bad, but on a personal, subjective scale, each unreleased game has the potential to become one of our favorites. If only released, a lost game would have been a new (good or bad) experience added to the vast world of videogames. Sometimes even the worst game can give us a couple of hours of fun by playing with friends or watching youtubers going crazy over it. A bunch of these lost games have the potential to do that and even more. They could have even changed the gaming industry! We would like to remember and save some memories from lost videogames for historic and artistic preservation, and also to satisfy our curiosity. On a collective scale, videogames are one kind of human art and it’s important to preserve it as a memento of what human imagination and talent could have created.

How does the Unseen64 team investigate canceled games?

Honestly most of the info is already out there on websites, forums, and blogs. Studios often release some official info about a work in progress before it’s demise, and we just need to collect all the data and media to create an organized article about it. Other times those lost games were not even officially announced and we randomly find out about them while searching for something else. Maybe we just have the title of a cancelled game with no other information. In that case, we start our search like anyone else: with Google. You can find almost everything with some patience and time. Sometimes we don’t know that a game existed until developers contact us directly because they want to preserve something from an interesting project that never saw the light of day. They give us info, images or videos, to add a new missing piece to the long history of videogames. We even contact developers or individual staff members if they have any information on a lost game. An important part of this process is the trust that Unseen64 collected during all these years of archiving beta and cancelled games: we respect the privacy of developers and they can remain anonymous, just in case that there could still be some copyright issues by sharing memories or documents from those lost games.

Why does a game get cancelled?

We could say 30%of the time, the game was just not as good as they thought it would have been, so they cancel the project because it wasn’t fun. Another 30% would be because the studio couldn’t find any publishers interested in that kind of game, maybe because they thought that it wouldn’t have sold enough to justify their funds. The other 30% would be due to financial difficulties, such as a lack of money to complete the game. For the remaining 10% of the time there are some crazy stories or other random reasons behind the cancellation.

How many cancelled games have you documented on Unseen64?

At the moment there are about 3,000 games in the Unseen64 website, covering cancelled projects and beta releases. Still, those are just a small part of all the games that were cancelled for every console and PC system. If you keep in mind pitch projects and early prototypes, we could say that for each released game there are at least 10 unreleased ones. You can make your estimates! The lost games saved in the Unseen64 archive are also just a part of all the ones for which we have info, images, or videos preserved that have yet to be added to the site. Unfortunately, Unseen64 is just something we do in our free time and we don’t have enough free time! We hope that by getting enough support and donations from readers, we could dedicate more resources to the website and archive even more lost games.

What is a “prototype” game?

A prototype game is an unfinished product that was constantly under testing and early development by the team that was working on it.

What does “alpha” and “beta” mean in video game development?

Alpha (a) and beta (ß) are two different Greek letters that are used to refer to different stages in video game development. A game in the “alpha” stage of development is often a rough concept of the full game, lacking many elements or mechanics. A game in the “beta” stage of development is more refined than the alpha stage, close to the final product, but still requires work. Often people just use “beta” to denote an unfinished game even if it’s not in the beta stage. It’s just simpler to have a common, single word to indicate multiple versions of the game that show interesting changes.

Where do leaked beta or cancelled games came from?

Sometimes a cancelled game or a beta version of a released game is leaked online or found by collectors and museums. These unfinished games could be sold after a gaming studio went bankrupt and all their properties were confiscated, or could have been preserved by former developers and then released anonymously on the internet, or sold to private collectors. Sometime incomplete games could be found accidentally in development kits/PC’s, that are sold or lost when a team stop to develop games for a certain console.

How does the trading scene of lost videogames traditionally work?

Like every other kind of collections, prototype collectors buy/sell these games or exchange them for other beta/cancelled videogames that they are interested in. Prototypes of old games could even be found on Ebay. More “modern” cancelled games are harder to find or buy/sell/swap publicly due to copyright issues. There are private forums and marketplaces for the most “delicate” prototypes.

Have Unseen64 ever run into any legal trouble by posting information about a cancelled game?

No official legal trouble yet, but sometimes publishers or developers send us emails to ask us to remove images or videos from our archive because they don't want them to be public. Sometimes these same publishers were the sources of the displayed media that they want removed! Some unreleased games are still under nondisclosure agreements and we have to wait years before we can add them to the Unseen64 archive, even if publishers will never release them. In the end, we just have to wait for them to forget about their old products.

Any advice on researching lost games?

First of all, respect the work of developers and be sure to care about their privacy. Second, research as deep as possible on Google for the lost games and the companies you are interested in. Contact people using all the care needed, be ready to receive a lot of incomplete info and unclear memories, put all the pieces together, and then research even more to check your work Don’t do it just to reveal some exclusive content that could make you popular; the focus should be preservation, not popularity. The most important thing is to preserve info that could be lost forever. Sometimes the only way to do it is to reveal what you found without attracting too much attention on yourself, or to save away something that cannot be shared publicly untill it will be safe to do it without any trouble for the people involved. Make a lot, a LOT of backups, offline and online: data should never be lost. You never want to loose your hard work to some technical issue!


Games you will (never?) play

It is often heartbreaking to learn that a title you were looking forward to has been canceled. or to find out that your favorite game at one time did have a planned sequel that was scrapped due to bankruptcy, copyright issues, or even a lack of interest by the publisher. But just because a game has been canned does not mean that's always the end of the story.

In some cases the project lives on thanks to the internet; through leaked betas and prototypes, playable demos, memories from developers and online communities, where fans can share their thoughts, research info and media, or even making homebrew games based on the available information. In this time and age, fans have easy access to game making programs which allow them to create fan-games based on their own ideas on how a lost title could have been, without needing the presence of a large corporation looking over their shoulder.

Projects like Rockman Dash 3 (Mega Man Legends 3) have fans of the franchise that refuse to take “no” for an answer, and then take it upon themselves to make the game they’ve been longing for. People that piece together what they can to save a game from being lost in the void of obscurity. The original sequel of Resident Evil titled by fans “1.5” was originally planned to be released in 1997 and a good part of the game was already complete. However, Capcom was dissatisfied with what was done so they scrapped it entirely to start from scratch and develop what became the official Resident Evil 2. Thanks to a leaked beta and a group of skilled fans, Resident Evil 1.5 is easily available online to be played, with bug-fixes and a remake in the works.

At the same time some games whose sequel was canceled could receive a spiritual follow up. Titles like System Shock lived on in Bioshock. A few developers turn to crowdfunding to help their ideas be made, such as Keiji Inafune showing just how much people really wanted a new Megaman game with a successful Kickstarter campaign for his “Mighty no.9” after Capcom canned a few titles that featured the Blue Bomber. Koji Igarashi used Kickstarter to create Blood Stained, a spiritual sequel to the classic Castlevania side-scrolling exploration games that Konami don’t bother to develop anymore. Another interesting case is Playtonic Games, a company made up of former Rare Ltd employees that wanted to make a new 3D Platformer in the vein of Banjo Kazooie (BK), after Microsoft killed the series. Again, through Kickstarter they received a huge amount of money from fans to create their BK spiritual sequel, Yooka-Laylee.

As mentioned before, another occurrence that permits us to play canned games is for their roms to be leaked online. We saw this happen many years ago with the popular StarFox 2 for SNES. This was cancelled by Nintendo when it was almost complete to make space for their Nintendo 64 sequel: Starfox 64. Luckily, someone shared a rom of StarFox 2 on the internet and gamers are now able to enjoy this awesome sequel that could have been lost forever.

Some people dedicate their own time and money to scour Ebay and private collectors’ forums for prototypes of cancelled games. Although they risk purchasing an expensive alpha version or tech demo with not much to play, the spoils they bring to the game preservation community is often tremendously worth it.

Other popular and interesting canned games that have been leaked and preserved online are titles like Sonic X-Treme (Saturn), Dragon Sword (N64), Mini Racers (N64), Resident Evil (GBC), Sonic’s Edusoft (Sega Master System), Glover 2 (N64), Sunman (NES), Werewolf: The Apocalypse (Saturn), Beyond Zero Tolerance (Mega Drive / Genesis), Unreal (Playstation), Tiny Toon Adventures (PS2), Redline Arena (PC and Dreamcast), Lobo (SNES), Saints Row: Moneyshot (Xbox 360 and PS3), Fireteam Rogue (SNES and Mega Drive / Genesis), Time Diver: Eon Man (NES), Hit the Ice (NES), Battletoads (GBA), Thrill Kill (Playstation), Starcon (PC and Playstation), Bounty Arms (Playstation), Propeller Arena (Dreamcast), Half Life (Dreamcast), Gauntlet (DS), Saints Row: Undercover (PSP) and many more.

There are also times where games are rumored to be cancelled, drifting in the limbo we call “development hell”, when a game is announced and then is not talked about for some time. Some consumers are discouraged by this and lose interest in the game, while others keep their hopes up digging through the internet to try to find any new information. Given time, even years, the game could be announced to be coming soon albeit on another newer console or as a completely new rebooted project.

Final Fantasy 15 originally began production as a Final Fantasy 13 spinoff in 2006 for a release on PS3, but after about 7 years of small murmurs it was announced to be reworked for the PS4 and Xbox One, finally to be released in 2016. The Last Guardian, a spiritual sequel to ICO and Shadow of the Colossus, was originally announced in 2007 for PS3. After being forgotten for many years (leaving people to speculate its fate) it was finally announced in 2015 by Sony that it would come out for their PS4.

Banjo Threeie, which was hinted at the end of Banjo Tooie (released in 2000 on the Nintendo 64), was assumed to be in development for Nintendo’s next hardware, the Gamecube. But when Rare was acquired by Microsoft in 2002 fans shifted to the Xbox for a new Banjo game, to no avail. Finally, Rare released Banjo Kazooie: Nuts & Bolts on the Xbox 360 in 2008. Over those 8 years Banjo’s sequel met many changes, ranging from having a remake, to a racer, to finally a sequel with user-generated vehicles.

And finally the cult-following Mother 3, also known as Earthbound 64, was originally planned as a launch title for the Nintendo 64DD in 1998. However, due to the add-on being a flop and the 3D world too complex to develop, the project was later canceled just to be announced again for the Game Boy Advance in 2003 and was finally released in Japan in 2006. These are just a few examples to show how unfinished games could still find their way out there, either officially or thanks to fan endeavors.

We should never say “never”.

Overall, the amount of time, effort and even money that enthusiasts of unseen games put into either saving or remembering those projects is truly inspiring. When compared to other lost media like movies, television shows and books, video games take the cake when it comes to fan efforts to help them to live on.

All the games you will read about in this book could have a chance to be played one day, if a prototype will ever be found... and thanks to people that use their own time and money to preserve the forgotten history of video games, in a few cases those cancelled titles are already available for your to download online.

Maybe they will not be as awesome as you dreamt them to be, sometimes you will only see a non-interactive tech demo or play an incomplete mess of bugs and weird animations. That will still be an interesting experience that helps to remember something that was not meant to be.



Interview withAdam McCarthy

Interview by: Luca Taborelli (monokoma)

During his career Adam McCarthy has worked at Iguana Entertainment, New World Computing, Electronic Arts, Zynga LA, TapZen and Kabam on such lost games as the original version of Turok 2 (N64), Future Zone (SNES), Immortal Hockey (Arcade) and Tim Burton's "Mars Attacks" tie-in.


Luca: To begin with the interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about your past experiences in the gaming industry and what you are working on today.


Adam: My name is Adam McCarthy. I was hired at Iguana Entertainment in 1993 as an entry level artist. It was my first job in the game development industry. I worked there for four years, working on: Side Pocket Pool, Pirates of Darkwater, Aero the Acrobat 2, NFL Quarterback Club ‘95, ‘96, ‘97 and Iggy’s Wreckin’ Balls. I left Iguana in 1997 to pursue a career specializing in 3D Character Animation, which wasn’t available at Iguana at the time, and also for a desire to live back in California. I joined the team at New World Computing as a lead character animator, and worked on the Might & Magic, and Heroes of Might & Magic series. After 4 years there, I worked at a couple of other smaller companies, and in 2002 ended up at Electronic Arts as Animation Director of the RTS team, working on Battle for Middle Earth 1 and 2, Command and Conquer 3, Red Alert 3, and Command and Conquer 4. I left EA in 2010, did freelance animation for awhile before joining Zynga LA, where we released Empires & Allies, and Coasterville. I left Zynga in 2013 to help launch a mobile gaming studio called “TapZen”, where we made and released the mobile game “This Means War!” In 2014. Shortly after the release of that game, the company was acquired by the mobile game company “Kabam”, where I remain today, working as Art Director on an unannounced mobile strategy game.

Luca: Which are some of your favorite videogames? Have you been playing anything lately?


Adam: I honestly don’t play video games that much outside of work. I always play games that are in the genre of the type of game I’m working on, so that I have a good understanding of the products we’re competing with, and to educate myself as to art styles, gameplay design, etc. The games I’ve been playing most recently are the mobile games “Clash of Clans, Hay Day, and Clash Royale”.

Luca: While at Iguana Entertainment / Acclaim you worked on many popular games, going from 16 bit consoles to Playstation, Saturn and Nintendo 64. Did the team had any issues moving from 2D games to 3D ones? What kind of game making tools were available at the time at the studio?


Adam: I don’t feel as though we had any issues moving from 2D to 3D, at least not on the art department. A lot of the artists (myself included) had been using 3D software packages before the games themselves moved to 3D, just because we were interested in the technology. That being said, once we started developing 3D games at Iguana, the management hired several 3D artists from outside of the company, and created a new department called the ATG (Advanced Technologies Group) as a companion department to the Art Department. So, all of the current Iguana Artists stayed on as 2D artists, while the new department handled the 3D artwork that was needed. These departments eventually evolved together as everyone learned newer art development techniques, but that’s how the transition originally started.

Luca: Iggy’s Wreckin’ Balls was probably one of the most original games released for the Nintendo 64, with its mix of platforming and racing. Do you remember how the project was conceived? Was the final game in line with what was planned and was the team proud of the results?


Adam: This was a LONG time ago, so it’s hard to remember exactly, but I believe the original concept was the idea of the game’s lead designer, Jools Watsham. He began early prototype development with engineer Ian Dunlop, and the project grew from there. I was an artist on the project in the beginning, and I did some character concept designs, and then eventually some 3D models and animations for some characters and set design pieces. However, I left the company when that project was in pre-production, so I wasn’t around for production or the release. I never even saw the final product, other than a few marketing pieces. I’ve never played the game, and I have no idea if the team was proud of it or not. I do know that it didn’t do very well commercially, which is a shame, because the team was very talented.
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Luca: You also helped with development of fan-favorite Turok 2: Seed of Evil, how was to work on such an hyped titled? Do you remember anything major that had to be cut from the final game?


Adam: So, my involvement with Turok 2 was very limited, if not non-existent. Basically we had several development teams at Iguana at the time that Turok 1 was finishing up. They were not done with the first game when Acclaim wanted the studio to begin work on the sequel immediately, so my team, (who’s project was recently cancelled) started working on the first version of Turok 2. For reasons that I’m not totally sure of, once the Turok 1 team shipped the project, the work that we had done was thrown out, and the Turok 1 team started their own version of the sequel, which is the one that eventually shipped. My understanding is that the team that made the first one was not happy about their title being given to another team, and so the decision was made to keep them happy and put our team off the project and that’s when we began work on Iggy’s Reckin’ Balls.
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Luca: It seems that at some point Iguana received from Nintendo a 64DD development kit, to start planning new games for the add-on. Do you remember anything about this? How did the team feel about creating games for an add-on and was any prototype ever developed for the 64DD?


Adam: I’m sorry, I don’t remember anything about this. As a low-level artist, I wasn’t heavily exposed to the tech tools that were used to develop the products at that time.

Luca: What did the team though about the Acclaim buyout of Iguana Entertainment in 1995? Were you scared to lose some freedom or was it welcomed as a stable resource of money to work on better games?


Adam: I think everyone had mixed feelings about it. I honestly don’t remember any specific discussions that I had with other employees though, so I can only speak for myself. I think at the time that I was worried that too many things would change, but was also excited about having a more financially stable company behind us. The thing I remember the most was that there was a fair amount of money given out as bonuses to specific employees as a result of the acquisition, and yet some people who had been at the company from the start received nothing, so there was a bit of a hit to the morale over that point.

Luca: Do you remember any cancelled game in development at Iguana Entertainment during those years? If so, can you share some details about what it could have been?


Adam: The first cancellation I was a part of was a game called “Future Zone”. That product was in development when I was hired in 1993, and it was the first product I worked on, but it was never released. Something happened between the management at Iguana and the Publisher, and they cancelled the game and found a new developer. I heard that the new developer had it cancelled before release as well, so I don’t think it was ever made. The second was an original title called “Immortal Hockey”, which was supposed to be a sort of futuristic Hockey sport game, where teams of two players each would “skate” around on hover boots on crazy 3D courses, with rules similar to Hockey. I did some character concept work on this, as well as some 3D modeling of the arena courses. This project was cancelled in early development, at which point the team was moved over to begin work on Turok 2. A few months into Turok 2 was when the team was moved once again to work on Iggy’s Reckin’ Balls. [...] we had originally started working on a game to go along with the Tim Burton movie "Mars Attacks". We had gotten copies of the script before the movie even began shooting, and I was working on pre-production on the project for awhile before it was cancelled. I don't remember why it was cancelled though...
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Luca: Working on videogames is often tough and grueling work, but every development team has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories from your time at Iguana / Acclaim?


Adam: Well, we were all a bunch of really young guys working in a foreign city (we had moved to Austin, TX from California), so there was definitely plenty of hijinx going on. There was a lot of drinking and partying in the evenings and weekends. I remember once a bunch of the guys were out drinking, and decided to go back to the office to play some of the video games we had around the studio, and the police showed up and searched all of them and they were almost arrested. I wasn’t there, so I only heard the story second hand, but it was apparently a pretty scary experience. Luckily no one was taken in, and the cops just kicked everyone out.

One story that DOES include me, is that back then we didn’t have full audio departments, and a lot of times the one in-house audio guy would have us developers do the voices for the games we were working on. One time I was asked to help out with some audio recording because I was friends with the audio engineer, and he needed help getting sounds for the Quarterback Club game we were working on. He also elicited the help of Pete Suarez, our grizzled ex-marine HR director. I found out that this meant that he wanted me to put on football pads and run into Pete at full force so that he could record what it sounded like when two big guys wearing pads ran into each other. We did that for several hours, and the next day I was so sore that I couldn’t get out of bed and had to call in sick!

Luca: Is there anything in particular that you learned or that you like to remember from your time at Iguana Entertainment?


Adam: Well, it was my first job in the industry, and I joined the team when I was just 20 years old, so everything I learned about working in a professional environment, I learned at Iguana. We were all so young, so we all sort of became adults together. I also learned so much as an artist by working with such a talented team of artists, especially from my Art Director, first boss, and friend, Matt Stubbington. Unfortunately Matt has passed and is no longer with us, but he was one of the most talented artists I’ve ever worked with, and I still use techniques that I learned from him in my artwork today.

Luca: That was the last question, thanks a lot for your time Adam!






Interview withArt Min

Interview by: Luca Taborelli (monokoma)

During his career Art Min has worked at Looking Glass Studios, Valve Software, Ion Storm and Junction Point Studios, Midway Studios Austin on such lost games as Team Fortress 2: Brotherhood of Arms (PC), Deus Ex: Insurrection (PC) and Sleeping Giants (PC, Xbox 360, PS3).


Luca: To start this interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about your career in the gaming industry and what you are working on today.


Art: My name is Art Min and I have been in the games industry since 1993. I have worked at AAA game companies early in my career and done four game startups. I am currently doing the fourth one. I have always had that entrepreneurial spirit, where I always have an opinion on how to fix problems and you get promoted to fix the problem.

My first full time job was on the original System Shock. It is still my best game development experience. Looking back it was a combination of a lot of things that made it magical. An amazing team led by my mentor Doug Church, with guidance and protection from Warren Spector at Origin. I started as a summer intern from nearby MIT but was accepted fully on the team. The other programmers, Marc LeBlanc and Rob Fermier had just started full-time and they were and are amazing. Talented designers Dorian Hart and Tim Stellmach were great to work with. The environment was amazing for a new game developer. We played a new card game that just came out called Magic the Gathering together at lunch. We played Ultimate Frisbee and pickup basketball. There were no kids or wives for the core team and we all didn't know better on trying to do amazing stuff. Many times I left work at 3-5 am with the rest of team. It was probably great that we could focus on development and Warren and some of Doug could manage the reality of the business side.

My game development philosophy is largely shaped by that initial experience at LookingGlass. I was the summer intern and after a few weeks they said "you're in charge of the combat system". Say what! It's not that I was to go off in a corner and design the best combat system, implement it and say here you go. I needed to collect requests from the stakeholders - those designing the monsters, the levels, the programmers of the AI, and the leads. I would then present my proposal and of course, they found holes and I iterated on my design. Then once it was reasonable enough, I would start coding. Again, iterating with the stakeholders. So when they say "in charge", it really meant responsible for the system to the project and rest of the team. And since I knew what the stakeholders wanted, when I was implementing, I could make sure the code was flexible in the right ways. And as you implement and see things in screen, you can make changes which will then get validated by the team at check in meetings. But this is where the magic of game development happens - I have a saying that a good game goes to great through a 100 decisions the team makes as they are implementing. Design never survives implementation. Iteration is key. And it's not one amazing person with all the ideas, it's constant iteration of the game as you discover what works and what doesn't. I think having programmer/designers is key to this philosophy and LookingGlass Magic came a lot from this.

I have gotten into mobile gaming and my current project is trying to take the bite sized mobile game pkay experience and combine it with deeper city/world progression of a Civilization and social cooperative experiences enabled by having a mobile device with you almost at all times.

Luca: Can you name some of your favourite videogames? Have you been playing anything lately?


Art: Since I have had kids, my playing time changed. And then mobile came along and I play and am addicited to more of the bite sized gameplay experience, and the social games.

I love the Civilization games but they seem to have gotten overly complicated. I play a game called Invasion, which is a modern Game of War clone for the social interactions. I personally really like the progression games on mobile. My favorite game of all-time is the original X-Com. I need to play the latest ones, again, my play patterns have changed.

Luca: Between 1993 and 1996 Looking Glass Studios released many cult following games such as Ultima Underworld II, System Shock and Terra Nova: do you remember any game or even early pitches that were conceived, but never completed?


Art: There was a Better Dead than Red project and a Star Trek Voyager project. We had a few proposals that were pitched but never went anywhere. Sadly, I was focused on System Shock and then Terra Nova. I left shortly after Terra Nova was shipped.

Luca: Do you remember anything that had to be cut from the final version of System Shock? Is there anything that you wish you did differently at the time? For example some people found the controls way too complicated and fans even created a mod to freely aim with the mouse, something that was not available in the original game.


Art: My biggest mistake on System Shock was how I tuned the combat system. I had test levels that I fought all the bad guys. I did not do enough testing in the actual environments. There were some of the later levels that had interesting architecture and the combat wasn't interesting enough in those levels. It was a combination of my first experience and those levels I'm sure were coming in hot (as most LookingGlass games sort of came together at the end).

As for controls, we had that debate. Configurable key controls were not common and we had this interesting gameplay with leaning around corners. We were the first with that tech in games, so we didn't have some thing we could model after. In the years after System Shock launched (including CD Deluxe), things settle down for control standards and configurable keys - so I think the controls situation were a consequence of the exact time period.

I know there were discussion about cyberspace - especially since you needed to beat Shodan at the end in cyberspace and you could turn off Cyberspace for the rest of game. It felt similar to the end of Half Life and the Xen world with the jumping. It's always hard to make a climatic ending without doing some sort of big change. The nice thing about System Shock was that it did get the revised release with bug fixes and polish with the CD version. And soon the version in Unity will be coming out. I will definitely be playing.

Luca: While at Valve at the end of 1999 and early 2000 you managed their Online Content Group on such titles as Team Fortress 2: Brotherhood of Arms, the original, unreleased version of the now popular multiplayer game. What do you remember about that time, do you know why TF2 was put on hold and were there any other planned games that had the same destiny?


Art: This was the dot com times and TF2 was going to be this big jump from TFC. The problem was that Valve saw the growth of TFC and Counter-Strike and decided to switch over to emphasizing those. The TF2 that eventually launched was like the 5th iteration. There was a version that was more Battlefield. Another that was more RTS. Good companies try lots of things and Valve had great talent and deep enough pockets at that time to try a few things before and after HL2. When it was all hands on deck for HL2 to launch, it probably froze anything in development besides that.

Luca: The story behind the cancelled Deus Ex: Insurrection is a sad one, from what it was revealed in a great article by Joe Martin for Eurogamer, the project sounded like a step forward in the right direction for the series. Did you ever play the following Deus Ex: Human Revolution and if so what do you think about the game? Was it similar to what you had in mind for the lost sequel?


Art: Sadly I have not yet played DX:HR. There is a part of me that feels like it was personally a lost opportunity and don't want to bring back the memories by playing. As for DX3, I wanted to get back to roots and keep it simple. I think IW tried to be too new and some things worked and some things didn’t. I wanted DX3 to “feel” the same as the first DX1 but updated graphics/platform.

Luca: The last year Warren Spector talked a bit on Reddit about the lost Half Life side-project that was in development at Junction Point Studios before the team was acquired by Disney and Valve decided to abandon the episodic format: what do you remember about the game, its gameplay and backstory? How did the "Magnet Gun" work, do you have any example? How much was done before the cancellation?


Art: I had left Junction Point as our first game got cancelled. So sadly I didn’t have much visibility on post-Sleeping Giants.

Luca: In older interviews Warren also named more lost Junction Point games, as an untitled “epic fantasy game” for Majesco, Sleeping Giants, Necessary Evil and Ninja Gold. Do you remember any details from each of these? Can you describe us what kind of games they could have been?


Art: Sleeping giant was the first and only project I worked on. Riding around on backs of dragons while uncovering the mysteries of the dragons waking up.

Luca: Working on videogames is often tough and grueling work, but every development team has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories from your experience in so many different gaming studios?


Art: This doesn't exactly answer your question but I have an interesting story. When Warren and I started Junction Point, we looked at various deals to get started. We ended up starting with a crazy deal where CAA (the talent agency) was putting together an investment fund to fund game developments and give investors a tax break - like the Silver Screen investments for film. But an interesting option came up that would have majorly changed the game industry. We had talked to Ray and Greg of Bioware. They were independent still and they admired the emergent gameplay of Warren's games. Bioware games were heavy story games at the time and they wanted to get some of that DNA in their company. Also being in Edmonton, they thought an Austin studio would be a welcome warm opportunity to many employees. We could have become Bioware Austin before the group that eventually did Star Wars The Old Republic MMO, which is one of the reasons EA bought them. So who knows how many lives would have changed if we decided to join Ray and Greg. In the end, we wanted to be independent and do our own thing at Junction Point.

The end of time at Ion Storm was difficult from before the time Warren decided to leave Ion Storm to the point we started Junction Point. We were doing Deus Ex 3:Insurrection and people were excited on the team. But Eidos did not fundamentally support Warren and the kind of games he wanted to do. I believe we needed more oversight and management but I don't think they understood creatively what they had. And when they didn't understand and things started to go south, they exerted control that forced Warren to leave. And then at this time, Harvey Smith was also leaving to do his own thing. So the employees of the company were being pulled in a few directions. So many loyalties tested. The clear focus of a few years ago was completely lost. Both Harvey and us were recruiting the same people who were also trying to figure out what was going on at Ion Storm. And eventually Eidos closed the studio.

Luca: That was the last question, thanks a lot for your time Art!


Interview withBrian Mitsoda

Interview by: Luca Taborelli (monokoma), Ross Sillifant, Philip Dempsey

During his career Brian Mitsoda has worked at Black Isle Studios, Troika Games, and Obsidian Entertainment and DoubleBear Productions on such lost games as TORN (PC), Werewolf: The Forsaken (PC), a Fallout pitch (PC), Seven Dwarves (Xbox 360, PS3).


Unseen64: First we would like to thank you for your time Brian. To begin with the interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about your past experiences in the gaming industry and what you are working on today.


Brian: I’m Brian Mitsoda – currently owner/project lead at DoubleBear Productions where we are working on our second and third game currently. And maybe a fourth. It’s a busy and exciting time at DB right now! Formerly, I have worked for Black Isle Studios, Troika Games, and Obsidian Entertainment. Many of the projects I have worked on at those studios never saw the light of the day, which is one reason I opened my own studio and why I’ve got so much to talk about with Unseen64. I got my start in Interplay QA, which then became in-house QA at Black Isle, which then became a designer position at Black Isle. Over the years I’ve been fortunate enough to work with some extremely talented people on some pretty exciting projects. Most of those games have been RPGs, and almost all of them have required massive amounts of story input and dialogue. As RPGs are time-consuming and expensive to make, they have also been historically more likely to get canceled. In my fifteen years as a developer, I’ve had two released games, one release that got revamped after I exited the project, two games canceled after significant work, and a few games that never made it past the early stages. So, in an alternate universe, you might have theoretically played several other games that I worked on.

Unseen64: TORN would have been your first game as lead writer at Black Isle, how did it feel to see all your hard work lost when it was canned? What type of character was the protagonist supposed to be? Did you plan multiple endings depending on which of the three factions the player would have followed?


Brian: I’m not sure I was ever given the title of lead writer on TORN, although I certainly ended up writing a fair amount on that project. It was my first game as a designer/writer. Most of the story was worked out as a team under the guidance of Dave Maldonado, who is one of the most creative people I’ve ever worked with. There was quite a bit of freedom on the project, and I did get to have a lot of input into the look and feel of the races, the design of some of the areas, and the creation of a few of the companions. There was never a shortage of lore or design to do on the game since we were crafting the world from the ground up. Most of Black Isle was brought in to help out on that one as we tried to shift from 2D engines to a 3D fantasy version of the SPECIAL system. Unfortunately, due to the 3D engine technology at the time and some pretty strict timetables, TORN was killed a few months after it was announced, which equaled about slightly over a year of development time.

It’s been a while, but the major thing I liked about TORN was not the title. Nobody liked the title. But aside from that, we were building a pretty interesting universe featuring a pretty complex mythology with gods that embodied Order and Chaos, but rather than the common angel/demon divide, either side could have gods with intentions that would be perceived as good or evil depending on the perspective. For example, an order god might want to use their followers to wipe out an entire continent to build things from the ground up and make it fit their perfect design. The machinations of the gods were really where a lot of the characters got their inspiration and ability. But we didn’t try to introduce all of the gods in TORN – we had a few that were directly named in the story, but most of the world lore was strictly in the background and based on interpretation by all of the races of the world. The actual story in the game was a lot more relatable – a mad king triggers a series of events, a plot that sent you to different sections of the world, a personal journey spent picking up new companions and abilities, and a good amount of reactivity to your decisions in each chapter. (Unfortunately, I’ve lost most of my outlines and images from the project, so I don’t remember the finer details of the story.) My favorite race was the ogres, which were enormous and had been modeled slightly after Potemkin from Guilty Gear – they were also the first to be cut as a playable race. We had some neat designs for some of the gods that you did meet. They were very alien-looking compared to humans - one had a cenobite vibe and one had a very Indian mythlogy/JRPG boss kind of look. While we had elves, halflings, goblins and orcs, we tried to get away from the standard Tolkien vibe and got crazy with the appearance and social structures of many of the different races as much as we could. I do think that there were a lot of non-traditional fantasy elements that would have made it a great setting. If there’s one regret that I have about the project, it’s that we didn’t get to release a fantasy game that got away from the standard trappings of D&D/traditional European influence.

It was fairly ambitious and the tech just wasn’t there – we were even developing co-op, which very few RPGs to this day have. Being that it was my first game, I spent unhealthy amounts of time working on it and as is typical for junior designers, I enthusiastically threw all kinds of ideas at the wall (mostly Dave) at all times. And, oh yeah, it was soul-crushing when it was canceled - many members of the team also lost their job the day we found out TORN was done, so it salted the wounds a fair amount. With the benefit of years of experience, I can honestly say that TORN wouldn’t have been completed without an extended deadline and a major investment in the tech and team size. It’s a shame that the team’s creative endeavors never got to be enjoyed by players, but you can take a look at the small amounts of screenshots released and tell that it had a long way to go before it got to market.

Unseen64: Vampire: The Masquerade – Bloodlines by Troika seems to have had a complicated development process, to say the least. In the end the game was able to see a release, despite incomplete. In the years that followed, it has grown into a cult success thanks in large part to the hard work of the writers who created characters and a world people wanted to interact with. Was there any major part of the plot or characters that were cut from the released version?


Brian: I’ve gone on record before as saying that there really wasn’t anything major cut from Bloodlines, and that in turn is why it’s pretty obvious some parts received more love than others. We were adding elements right up until the end. There were many late nights spent trying to make sure that all the planned art and design content was in and functional.

The only major element that was cut early on was multiplayer – that was being worked on by a separate studio. It was hunter versus vampire team multiplayer. I really didn’t have much to do with it, so other than having tested an early build, I don’t remember much else about that mode.

Unseen64: There are rumors about a sequel to “Vampire: The Masquerade - Bloodlines” that could have been in early development at Troika before they had to close down, anything true about this?


Brian: We had thrown around some ideas for an expansion before the game shipped, but that didn’t really go too far, though it would have brought a few characters back. We never plotted out or pitched a true sequel to Bloodlines. We did start prototyping a Werewolf: The Forsaken game quickly with Bloodlines assets in the hope of selling it to another publisher, although due to Bloodlines’ sales numbers, nobody picked it up. There was a story, pitch doc, and a demo all done in a matter of weeks. In the demo, you could transform from the Smiling Jack model into the werewolf model, pick up and bat around items with physics, and generally cause chaos on the downtown map. It was already pretty fun, and the Werewolf setting seemed like a great license and a way for us to continue making White Wolf games. I would still love to revisit the White Wolf universe one of these days – there’s an endless amount of stories that can be told in that setting.

Unseen64: In 2004 Troika tried to pitch an "Untitled post-apocalyptic RPG " as a Fallout sequel but in the end the IP was acquired by Bethesda. Did you take part in this pitch and if so, did you already thought about a possible story for your own, lost version of Fallout 3?


Brian: I was not part of that pitch because I was crunching on Bloodlines, although I did get to see the tech for the engine Andrew Meggs was developing, and although it wasn’t done, it was very exciting stuff. It was particularly designer-friendly and that made it pretty easy to put together levels from tiles and switch from an isometric to a first-person perspective on the fly. Aside from some pitch docs or concepts and models, there wasn’t too much done for the post-apocalyptic game, especially considering the whole studio was wrapped up in shipping a game. RPGs just weren’t getting publisher interest at the time. It’s really bizarre to see a Fallout release become a massive event in popular culture – back in 2004, no one wanted to make another post-apocalyptic RPG.

Unseen64: Unfortunately Troika had to close down in February 2005, what do you remember about that time? Was it something that the employee foresee?

Brian: The owners were always upfront about their financial situation with us. We knew it was coming, but we also wanted to do everything we could to get a pitch picked up to keep the lights on. Even though we had just come off a major crunch, we threw ourselves right into the process of getting another project going. Some of us worked for over a month without pay just to help make it happen. By 2005, it was obvious that it wasn’t going to happen, we gathered our things from the studio, and Troika closed its doors. I think it was around that time we started seeing Bloodlines being revaluated in the press and on its way to becoming a cult classic.

Unseen64: There is a bit of information out on the internet about a canceled Obsidian Entertainment game you worked on known as Project New Jersey / Seven Dwarves, based on the tales of Disney’s Snow White, with a dark twist. Some interesting details on the game were shared by Kevin Saunders and we read a few message board posts from 2008 attributed to your wife where she said this was her “one that got away” and that it was “too good for this world” Do you share that sentiment about it? Are you able to tell us more details about the story and how it would have transformed the classic fairy tale into a dark one?


Brian: If I could resurrect any project that I worked on, it would be this one. This was essentially our action-RPG version of a Pixar movie crossed with a first-party Nintendo game. I don’t know how much is still covered by NDA, but it was obviously inspired by Disney’s classic movies artistically, although script-wise we definitely wanted to capture the characterization and emotion of Pixar films. Conceptually, it was a darker fairy-tale type of story, but it was mostly focused on the journey of the teenage protagonists as they journeyed around the land meeting up with these eccentric little men and using their unique powers to advance through the plot. It had a lot of heart, great monster and character concepts by Brian Menze, and very interesting level potential. I think if it had come out, it would be considered a classic today. It still hurts to know we’ll never finish it. If DoubleBear ever gets big enough, I would totally do something similar to it.

Unseen64: Now that the final game has been released for over 5 years at this point, how do you feel about your unused work on Alpha Protocol looking back? Did you ever check in on the final product to see just how much or little of your original work and its DNA made it to market? When your vision for the game was removed from the process, how did that feel?

Brian: I have never played the final version of Alpha Protocol. Aside from the dialogue system and some of the design/ideas of the characters, I think only some of my dialogue on Steven Heck was kept in because Travis Stout inherited him and he told me that he kept as much of Heck’s original script as possible. The draft that I worked on was much different and had Mike as a junior CIA agent that found himself in the middle of a vast operation that he needed to investigate (and stop) in order to clear his name – very similar to the movie Three Days of the Condor in tone. We had recorded a fair amount of it and I know the voice actors really enjoyed the direction – I had written some of the parts specifically for actors I worked with on Bloodlines and cast some real VO heavyweights for some of the main characters. We even got to record VO in an ensemble fashion, which is what a lot of animated shows and movies use to capture more realistic reads. I don’t think any of it made it into the game, which is a shame, but it probably wouldn’t have fit a tone change. After working on it from the proof of concept and seeing the game shift direction multiple times during development, I wasn’t as passionate about it at the end, so having my work tossed out didn’t hit me as hard as some of the other projects I’ve worked on.

Unseen64: How has the experience working within the chaos of the gaming industry and the cancellation of many promising projects shaped how you approach things at DoubleBear Productions today?


Brian: Since DoubleBear is independent, it’s up to us to say whether or not we commit to a project. We’ve got a much more rigid budget to work with and a smaller team, and that does influence the types of projects we can do, but as much as possible we try to get the whole team excited about the direction before we commit. Starting with our current project, changes have happened at the prototype stage. As with Troika, I’m pretty upfront about budget or finances with my team. As an indie company, there’s a lot more transparency internally and within the community, because it’s not just about the game, but the development process and how genuine the developer is with the audience. Games at the indie level don’t get dropped unless calamity hits or the team decides to mutually kill it. It probably goes without saying but it’s a whole lot easier to work on a game you’re passionate about when you don’t have to worry that tomorrow’s the day you walk in to work and hear that it’s been shitcanned. I know for a fact that you’ll get to meet the characters that we’re creating right now, and that makes it so much more exciting to work on them.

Unseen64: Having worked on ambitious cancelled games and projects that were released with heavy cuts, if a game reaches a certain amount of completion would you feel better to see it released in an incomplete form or would you rather see it cancelled?


Brian: Gamers and businessmen are always going to say they want it released. Designers want to hold back and fix their games forever. To date, I have never released a game I was 100% happy with. It’s tough to say, because if you’ve invested hundreds of thousands of dollars into a game, yeah, you need to recoup that. But if the money wasn’t an issue, then yes, I would rather kill an incomplete game than release it. Today’s audience absolutely will not overlook flaws at all. Back in the day, you could release a rough game, especially on PC, but now everything has to be at a higher degree of polish if you want to release it. 

Unseen64: If you remember any other lost game or interesting cut made during your time at Black Isle, Troika or Obsidian, we’ll be happy to read about it :)


Brian: I think I covered everything I worked on, not counting projects that only made it up to the pitch document stage.

Unseen64: Do you remember anything interesting from those undeveloped pitches that you could describe to us? Maybe some potential game that if only green-lighted could have became a new masterpiece?


Brian: Everything sounds good at the pitch stage. It's not really a game at that point, just an idea. Sometimes the gameplay doesn't really shine until you start fooling around at the prototype stage. It's hard to predict if a game is going to be a "masterpiece" at the pitch stage.

Unseen64: As most of the Unseen64 Staff is italian, we just LOVE to eat good food :) What is your favorite food ever? Any secret recipe that you would like to share with us?


Brian: YES! Cooking is one of my favorite activities to unwind with. After a day creating virtual doodads, I love to actually physically prepare something. Cooking and gardening – those are hobbies of mine. I need that tactility. My greatest culinary achievement of the last few years was doing a timpano (also called a timballo). Here’s what you do. Cook several of your favorite Italian dishes – I did a homemade all-day red sauce with pan-seared veggie sausage and slow-cooked meatballs, fresh pesto, roasted garlic and spinach, a mushroom cream sauce with sun-dried tomatoes, and layers with ziti and fresh cheeses like chunks of mozzarella, provolone, and shaved parmesan. Create a pasta-like dough with several eggs, semolina flour, and normal flour until somewhat stiff, then roll very firm but thin. Line a large metal bowl with the dough, then set up your layers of each food and the cheeses, and finally seal the dough at the top. Bake for about an hour at 350 F. When the dough looks golden, take it out and put it aside to cool for about 30 minutes. When it has cooled, flip it onto a serving plate – you now have a cake full of delicious. It’s a special occasion food and takes like an entire day to put together, but it’s a real crowd pleaser. You will definitely need a crowd to eat it.

Unseen64: That was the last question, thanks a lot for your time!



Interview with Jeremy Thackray, Centre for Computing History

Interview by: Luca Taborelli (monokoma), Tony Peters

The Centre for Computing History is a charity and heritage organisation with a strong focus on education. Much more than a museum, it hosts hands-on exhibitions, learning workshops and a wide range of events. Most importantly, it makes the history of computing relevant and fun for all ages! Located in Cambridge, the Centre's vision is to increase understanding of developments in computing over the past 50 years through exploring the social, cultural and historical impact of the digital revolution. The growth and innovation of the computing revolution has been fast and furious. Having created our global society, whereby our thinking, means of communication and the way we organise our lives have been irreversibly transformed, it is now impossible to envisage a world without computers or the Internet. There is now a generation growing up who know very little about how this has all come to pass. The Centre for Computing History tells this story.

www.computinghistory.org.uk

Unseen64: To begin with the interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about who you are, your studies and your role at the Centre for Computing History.

Jeremy: I’m Jeremy Thackray, Assistant Curator at the Centre for Computing History. My job involves managing our archive, putting on exhibitions, running educational workshops and helping with the day-to-day upkeep of the Centre. I used to write for gaming websites and then became qualified to work in museums. It’s not often that you’ll find a job that mixes both of those interests!
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Unseen64: As we can read in your website, the Centre for Computing History is a pioneering educational charity that opened in Cambridge in 2013: can you tell us more details about the project, what you are trying to achieve, why it’s important to preserve vintage computers / technology and how it all started?

Jeremy: The Centre began as a private collection that got too big. Instead of downsizing, the Director of the Centre took the ambitious decision to start a museum. Since then we’ve taken in vast numbers of donations and we now have tens of thousands of objects in the collection. We hope to provide a fun mixture of education and nostalgia to our visitors and to increase understanding of the computer revolution. It’s important to preserve this technology because of the impact that computers have had on the world, but also because so much risks being lost because of obsolescence if we don’t.

Unseen64: Do you think that videogames could be seen as some kind of art? Are there any “characteristics” that we can value to decide if a game should be considered art or not?

Jeremy: This question’s always a dangerous one, because ‘art’ is such a nebulous concept. Trying to bring together Michelangelo’s David and Call of Duty under one umbrella term is a bit of a daft thing to try and do! What I think we can all agree on is that games can cause intensely emotional responses in users as powerful as anything in cinema, literature or music. You can call that art if you like. I think videogames certainly merit the same level of discussion and criticism as the established arts.

Unseen64: What kind of exhibitions and workshops are organized by the Centre, for individuals and schools?

Jeremy: We display many objects from the collection in our exhibition spaces, with as many switched on and running as possible. We’re devising more displays to show off certain computing concepts, such as Boolean logic, and we’re considering emulation for older machines to give a sense of how they worked to visitors. We have also just started a temporary exhibitions program. We began with ‘ARM: 25 Years’ in November, celebrating the impact of ARM processor architecture, and this Easter we’re launching ‘Lights! Camera! Play!’, which looks at the relationship between games and cinema. Soon we’ll be holding events based around Viva Computer, our oral history project which aims to capture the memories of leading figures in the UK computing industry. We run lots of programming and hardware workshops on both modern and retro tech. We make extensive use of the Raspberry Pi, but we also teach BASIC on BBC Model Bs from the 1980s. The coding logic and principles taught then are just as applicable now, even if we use different languages.
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Unseen64: Preservation is an important aspect of any museum. How are computers, consoles, calculators, games, etc. stored and maintained at the Centre for Computing History? How to let visitors to enjoy and play with vintage technology, without risking to damaging those artifacts?

Jeremy: We want to have machines up and running for visitors, but that does indeed cause problems. We have an excellent team of volunteers who help maintain our hardware, and we also receive a lot of donations of duplicate material that we use for spares and repairs. We don’t have rarer machines switched on unless they are reliable and supervised, so as to maintain them as long as possible. Most of the rarer machines are in fact kept in storage, and even for the commoner items we keep our best version (often in original packaging) in our archive. In the end we’ll have to turn to emulation, but when this happens our knowledge will still be enhanced by having the originals to hand.

Unseen64: How are pieces for the Centre obtained? Is there any piece of technology that you would like to archive, but that is already long lost and cannot be preserved anymore?

Jeremy: We receive a lot of donations from the general public: hardware, software, manuals, magazines and ephemera. There are a few things that we’ve gone looking for ourselves, and the original private collection contains a few pieces that were specifically sought out (like an Altair 8800, one of the very earliest home microcomputers). There are many machines that it would be great to preserve, but from the gaming point of view there’s so much lost material already. It’s such a young industry that there’s often little associated documentation from the early days of gaming. What I’d love to see most, though, is developers willing to let archives store the source code of their games. It’s one thing to collect a retail copy of a game, but for long term preservation the source code is vital. Big museums are starting to latch on to this: the Museum of Modern Art in New York has made it a priority to collect source code for their design collections, for instance.

Unseen64: Do you receive any aid from traditional museums or private fundings? How do you interact with other artistic and historical organizations to find support for your researches?

Jeremy: We receive some support from local companies such as ARM and Microsoft Research, and we work together with local museums, particularly the Cambridge University museums, on some projects. We’re receiving more and more enquiries from researchers.

Unseen64: Our readership is global, and with each area of the planet comes a unique cultural gaming narrative. What are some features of gaming culture in the United Kingdom that are distinctly unique to the area?

Jeremy: We have a rich history of games development in this country that really began in the 1980s, thanks to a great school curriculum and the availability of British-designed computers like the BBC Micro and Sinclair ZX Spectrum. Today the development scene in the UK is very diverse, ranging from huge studios like Rockstar North (Grand Theft Auto) to indie darlings like Hello Games (No Man’s Sky). It’s hard to pin down a particularly British aspect of gaming culture, as we’re so wired into the globalised gaming world, but we love an underdog in this country, so small-scale indie development gets a lot of goodwill from UK gamers.

Unseen64: Does the Centre for Computing History contain any unreleased or prototype consoles, games or accessories? If so, could you tell us what they are and how they were obtained? If not, would the museum be open in the future to taking them in?

Jeremy: We have a few items of interest in the collection, such as a Test Playstation 2, an Xbox 360 prototype case and numerous homebrew and unofficial Pong consoles. We also have plenty of rare released products like the Power Glove, Virtual Boy, FM Towns Marty and Apple Pippin. We haven’t gone hunting for any of these items – donors have approached us as word of our work has spread.

Unseen64: While it’s already difficult to preserve old (and new) videogames that were officially published to the market, there is a whole world of cancelled projects that never seen the light of day and could be easily lost forever. What can be learned from an unreleased or unfinished game? What place do they have, generally speaking, in gaming history?

Jeremy: Unreleased games are interesting for a number of reasons. They can shed light on the development process, something which even today is quite obscure to many people. They can also show what games developers wanted to make before business considerations were taken into account (since these business decisions are a major cause of cancellations). This provides real insight into the creativity of developers. Another thing they can do is provide inspiration to future developers – a game that got cancelled in one time period might have been misunderstood and ahead of its time; a similar idea could be more than viable today.

Unseen64: Preserving history and art is often tough and gruelling work, but every historian has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories from your experience at the Centre for Computing History?

Jeremy: It’s tempting fate to say this, but thankfully I can’t think of any catastrophes that have occurred here in my time! One of the most surprising things here is the stories and objects people come to us with. We’ve had some donations that have been very valuable to our work, but meant nothing to the donors – they’ve just been clearing out a garage or attic of old items. One donor brought us at least six carloads of items (probably more) including a suite of BBC Micros that form the foundation of our schools programme.

Unseen64: Can you name some of your favourite videogames? Have you been playing anything lately?

Jeremy: My personal favourites are The Elder Scrolls III: Morrowind, Prince of Persia: The Sands of Time and Star Wars: Knights of the Old Republic 2: The Sith Lords – all the stuff I was playing as a fourteen-year-old, essentially! KotOR 2 is fascinating as it is so patently incomplete – I sometimes imagine how incredible it could have been if Obsidian had had enough time to finish it properly.

Lately I’ve been playing Batman: Arkham Knight and the evergreen Team Fortress 2. I’ve also sunk far, far too much time into Mount and Blade: Warband…

Unseen64: That was the last question, thanks a lot for your time!





Interview with Andreas Lange, Computer Spiele Museum

Interview by: Luca Taborelli (monokoma), Tony Peters

The Computer Spiele Museum is a museum for digital interactive entertainment culture opened in 1997 in Berlin (Germany). The permanent exhibition is focused on the history of games and how they have evolved over the years. It also provides a look into the gaming culture that has blossomed around it and turned it into the multi-billion dollar industry of today. They do not only invite visitors to explore the halls of the exhibits, but they also give you the opportunity to play with the museum itself. At night, the windows are transformed into surfaces for varying and entertaining interactive exhibits. At the Computer Spiele Museum you can find more than 22.000 computer games and applications, more than 300 consoles and computer systems, more than 10.000 magazines and books, plus arcade game machines, literature, art installations, archived documents and objects, merchandising goods and video tapes.


www.computerspielemuseum.de

Unseen64: To start this interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about who you are, your studies and your role at the Computer Spiele Museum.


Andreas Lange: I am the director of the Computer Game Museum. Since we are a privately held museum, we don't have a big team, which means that I have several hats on. So I am also responsible for curation and PR. I have a background in theater and religion science. I like to play games personally , but wouldn't describe myself as a hardcore gamer. My first motivation is cultural.
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Unseen64: As we can read in your website, the Computer Spiele Museum was the first institution ever (in 1997) to present a permanent exhibition on the theme of digital entertainment: can you give us more details about the project, what you are trying to achieve, why it’s important to preserve videogames and how it all started?


Andreas Lange: The Computer Game Museum was founded by the non profit organisation, which also started the German games age rating system in 1994. I was asked by the CEO if I wanted to become the founding director, which I delightedly affirmed. The initial idea was our belief that computer games have a big cultural impact on us and our society. At the time of the opening of the museum at 1997, they often were underestimated as pure toys. To open a museum, which are trusted platforms in our society, just for games seemed a good strategy to point out their cultural value and impact. Since then, the approach of our exhibitions was to show the many interesting aspects of gaming culture. In doing so, our goal is not to convince our visitors that games are the greatest thing in the world, but to provide them with information and enable them to make a sound judgement on their own. Of course entertaining our visitors is always an important objective when we create an exhibition, too ;)

Unseen64: Do you think that video games could be seen as some kind of art? Are there any “characteristics” that we can value to decide if a game should be considered art or not?


Andreas Lange: Games, like films, are not necessarily, but can be, art. In my understanding, games are art when entertainment is not their only purpose. Rather than stimulating people to see their/ our life from a different perspective and/ or touch them beyond the pure excitement caused from the gameplay. The most important criteria in my opinion is the intention of the creator(s). If they are claiming that their games are art, their works should be considered as such. Anyway, the borders between art and non-art are fluent in the area of games and one can doubt if it makes sense to keep the traditional between both areas.

Unseen64: Preservation is an important aspect of any museum. How are consoles, games, etc. stored and maintained at the Computer Spiele Museum? What are some tips and tricks for keeping gaming equipment in good, working order for as long as possible?


Andreas Lange: Frankly we don't store our collection in rooms with climate control and air condition. But we have a continuous temperature of 20 degree Celsius and rather dry humidity, which is not too bad. Because storing games, hardware and other items, which represent gaming culture, means to handle very different materials from all sorts of plastic, papers and metal. Strictly speaking, each of these materials demand specific conditions. To keep electronic hardware alive, it is always good to switch it on from time to time to prevent parts from “drying out“.

Unseen64: How are pieces for the museum obtained? How is it decided what to archive, what to show to the public and what not to?


Andreas Lange: Most parts our collection grew from private donations. Mostly we accept donations, even if we have the collectible already. The background of this is that the conditions are different, and it is always good to have a substitute for something thats out of order. We only reject something when it is out of our scope like mainframe computers and other sheer office devices or if we have it in sufficient numbers. If we buy something it is usually in the context of a project, when we need something specifically that we don't have. The main selection criteria for the usage in an exhibition is if an exhibit represents a story, which we want to tell. Usually this is more common than exotic items. Of course sometimes it is also appropriate to show special and rare collectibles, because to see such physicality is also very attractive for some of our visitor groups. It is in the nature of the medium exhibition to display physical exhibits, which are able to produce an aura.
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Unseen64: Do you receive any aid from traditional museums or the German Government? How do you interact with other artistic and historical organizations to find support for your research?


Andreas Lange: We are a private independent museum and only receive public money when we apply for it in a project context - at least sometimes. With other museums, we are collaborating mainly in the area of borrowing exhibits and sometimes help them with their special exhibitions.

Unseen64: Our readership is global, and with each area of the planet comes a unique cultural gaming narrative. What are some features of gaming culture in Germany that are distinctly German?


Andreas Lange: In the common opinion, games from Germany are not very successful internationally, especially in front of the background of the (big) German market size and educational system. Traditionally, the main reason for this is seen in the desire of Germans to make things technically perfect. In the context of games, it means that often the game play balancing and action are rotating out of scope of the developers. This opinion could be seen as congruent with the love of many German players for simulation games. While you find many exceptions to the aforesaid, one German speciality seems to be true: in no other country has such an elaborate system of protection of minors been established than in Germany. Since 1994, we have had a German age rating system only for games, which is based, since 2004, on federal law. Last but not least, home computer platforms, compared to console platforms, were and still are more widespread in Germany than in USA, Japan, UK or France.

Unseen64: Does the Computer Spiele Museum contain any unreleased or prototype consoles, games or accessories? If so, could you tell us what they are and how they were obtained? If not, would the museum be open in the future to taking them in?


Andreas Lange: Most of the unique items in our collection are art works or parts of specific game development legacies, like concept artworks, which we receive, sometimes directly from the developers, after the game is released. We also own a replica of the Brown Box, the prototype of the first home video game, which its inventor, Ralph Baer, crafted personally. In principle, we are open to take other unique and rare items, in spite of whether or not it is our main focus.

Unseen64: While it’s already difficult to preserve classic videogames that were officially published to the market, there is a whole world of cancelled projects that never saw the light of day and could be easily lost forever. What can be learned from an unreleased or unfinished game? What place do they have, generally speaking, in gaming history?


Andreas Lange: It is difficult to answer this question generally. While unreleased games could teach us something in principle, it must not be the case necessarily. Usually unreleased games could tell us something about certain aspects of failing. For private collectors, unreleased games are mainly of interest because they are rare.

Unseen64: Since becoming a part of the museum, what is a stereotype that you have found that people possess about video games and/or about museums (in general) that you would refute?


Andreas Lange: Of course most of our visitors are familiar with games and are aware that they are an important part of our culture, which justifies putting them in a museum. Others are surprised how rich game culture is and how they are connected with rather traditional culture. But even the first group is often surprised how long games have existed, before they started playing personally. In regards of the stereotype on museums, some of our visitors are surprised how lively and social a museum can be ;)

Unseen64: Preserving history and art is often tough and grueling work, but every historian has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories from your experience at the Computer Spiele Museum?


Andreas Lange: When we opened our recent permanent exhibition five years ago, we had to send all exhibited games, independently of whether they were presented interactively or just as video, to the German age rating system for games. The goal was to get a 6 years age rating, because it is mandatory for us as a private museum to have families and school classes as visitors. With modification of two videos we were able to get that rating for our whole exhibition. But we are supposed to be the only museum in the world which has to send in its exhibition to an age rating system, which of course is a serious limitation of our work. Luckily, we meanwhile were able to show games with an older age rating in the context of a special exhibition ;)

Unseen64: Which are some of your favorite videogames? What are you playing lately?


Andreas Lange: In principle, I like games which focus more on intellectual than on physical skills. Becoming older, the reaction becomes slower and also the tenacity is dropping. The latest game I played with great pleasure is the local multi player game Chalo Chalo, a great independent game, which we just showed in our running special exhibition.

Unseen64: That was the last question, thanks a lot for your time!


Interview with Felix Kupis

Interview by: Luca Taborelli (monokoma)

During his career Felix Kupis has worked at Westwood Studios, Flextech, Savage Entertainment, Volition, Bohemia Interactive and Wargaming Seattle on such lost games as Raiko (PC), Disposable Heroes (PC), Jurassic Park: Survival (PS2) and Descent 4 (PS2, PC).

Luca: To start this interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about your career in the gaming industry and what you are working on today.

Felix: My name is Felix Kupis and my first job in the game industry was with Westwood Studios working on Command & Conquer. I came to Westwood from NewTek and was the only guy in the studio that knew how to do video capture, compositing and editing so I was responsible for that work on C&C. If you play GDI mission 1 the first target you kill is Nikoomba, which is my real picture from 1993 in a dictator outfit. I worked at Westwood for a while on some awesome games such as Kyrandia, Lion King, Lands of Lore 2, Monopoly, C&C, Red Alert and various expansions and then went on to start my own game studio that secured Blizzard as a publisher for our game. After that fell apart I went on to work on Descent 4, then moved to Savage entertainment where I worked on another bunch of titles including a couple James Bond games, Battlefront 2 PSP, Medal of Honor Vanguard and more. I got a chance to transition to working on Serious games (military simulators) while working at Savage and worked on a few Darpa Projects, mainly a convoy ambush trainer that got adopted by various militaries around the world, including the United States. I went on to work full time with a company called Intific on more military projects where I had to get a Secret Clarence to work on simulators for platforms such as the A-10C, AC-130 gunship, Predator UAV, and a Navy Seal SDV sim. I did more work on military and police sims over the next few years and had my own company and did work at Bohemia Interactive on VBS2. I got back into regular games about 3 years ago when I started to work for Wargaming Seattle, where I currently work on a yet unannounced multiplayer game where I am a Lead Designer.

Luca: Which are some of your favorite videogames? Have you been playing anything lately?

Felix: Some of my favorites are Everquest 1, World of Warcraft, original quak based Team Fortress, Diablo 1,2, World of Tanks, Civilization (all of them) Ultima 1-5, Wizardry 1,2, Demons Quest, etc. I can go on all day but I think my 2 favorites of all time are Everquest 1 and World of Tanks with World of Warcraft a close second. Lately I have been playing World of Tanks, The Division, Dark Souls 3, Destiny, Civ 5, and Total war : warhammer.

Luca: At DICE 2008 Blizzard talked about some of their lost videogames and one of those titles was Raiko, a concept that was originally conceived by you in mid / late ‘90 while at Flextech Inc. The game was meant to be some sort of “3D Samurai Diablo”, can you tell us more details about its planned gameplay, backstory and how you were able to successfully pitch the project to Blizzard?

Felix: As a fan of Diablo style games and Asian folklore I wanted to make a game that was essential a 3D Samurai Diablo. This was built on a 3D engine but was played from a similar view to Diablo. You could turn the camera around to see more of the environment and the game was coming along but got cut when Vivendi bought Blizzard. Myself and my crew of a couple people that did the work on the game traveled down to E3 when it was held in Atlanta and set up a meeting with Alan Adham and Bill Roper on this game demo we made for Raiko. I got to know Alan Adham when I told him my story of basically being kicked out early from Westwood ( I was leaving after finishing Red Alert) for wearing a Blizzard shirt. At that time the heads of Westwood hated Blizzard for "stealing" their RTS ideas so after wearing the shirt to piss off my boss I got the boot early. Anyway was a good in with Mr. Adham and got me the meeting at E3, it was actually the very last meeting of the show for Blizzard. After looking at our demo I remember Alan and Bill Roper both had a huge smile on their face and told us this is the game we have been looking for.

Luca: Another mysterious game concept that was created at Flextech was Disposable Heroes, what happened to it? Do you remember any detail about what kind of game it was meant to be?

Felix: After Raiko got cancelled, Blizzard kept all the rights to it so we were basically looking for a new project before we ran out of funding. We pitched Disposable Heros to a bunch of publishers including GT interactive, Atari, and some others. Disposable Heroes was basically Halo way before Halo but nobody would give us the funding for the game before money ran out and we had to shut down Flextech. I still have the original documents for Disposable Heroes, its really funny reading them now and looking at how close it was to Halo.

Luca: While at Volition in 98 / 99 you worked on Descent 4, a most-wanted sequel that unfortunately did not see the light of day. Gamers had to wait until April 2015, when a new Descent was successfully funded on Kickstarter, but we can assume that the new Descent 4 will be really different from what the Volition team had in mind in late ‘90. What do you remember about the lost Descent 4 project? Were there any major changes to the formula or new gameplay mechanics? Do you remember why it was canned?

Felix: Descent 4 turned into Red Faction. The original concept was that you were a miner that can dig all kinds of passages in an almost fully solid environment. I left to work in South Africa right around the time that the game started turning into Red Faction. I don't remember why Volition didn't just do a real Descent squeal and went that route.

Luca: A few months ago we collaborated with Volition to release online the cancelled Saints Row: Undercover for PSP, an interesting project that was in development at Savage Entertainment. However Undercover was not the only lost game by Savage and another popular title that never seen the light of day is Jurassic Park: Survival for PS2 and Xbox. Can you tell us about what was planned for Jurassic Park 3’s story and gameplay? Would it have followed the movie’s plot? Would it play as some sort of mix between Tomb Raider and Dino Crisis or was it more like an open world adventure? Do you remember how much was done on the game and why it was never released?

Felix: Jurassic Park: Survival was a game I worked on for about a year at Savage. The game followed some of the story line from what I remember but had mostly a plot we developed at Savage. The game was basically a Tomb Raider knockoff and nothing like Dino Crisis, and was set in the Jurassic Park universe.

Luca: Are there any other interesting cancelled game or lost pitch concept that you worked on during your career? If so, can you share some details about what it could have been?

Felix: I worked on the pitch for the original Aqua Teen Hunger Force game that Savage decided to pass on even though the publisher wanted us to make it. Also did some work on a South Park pitch for Savage that kind of never materialized. There was alos a game concept at Savage that we worked on for a AAA game using the Unreal engine that also didn't get funding. This was more of a stealth game set in space from what I can remember.

Luca: Working on videogames is often tough and grueling work, but every development team has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories back from your long experience in creating games?

Felix: When working at Westwood on the Command and Conquer expansion, we decided it would be fun to stick in a hidden mission with a full intro. So we did a videotape of Kane giving you a full briefing then went on the make a full Jurassic Park style mission. The game went gold before anybody figured out this Easter egg was in the game, man did we get in trouble! That was pretty fun but impossible to do something that big these days.

Luca: That was the last question, thanks a lot for your time Felix!





Interview withFrederic Villain

Interview by: Luca Taborelli (monokoma)

During his career Frederic Villain has worked at Haiku, Bits Studios and Ubisoft on such lost games as RiQa (N64) and Thieves World (N64).


Luca: To start this interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about your career in the gaming industry and what you are working on today.


Fred: I started programming when I was 11 years old, and I have always been crazy about computers. I’ve been working in the game industry for over 20 years. I started my career in Paris, in Haiku Studios in 1995, right at the time the PlayStation was released in Europe. At the time I was interested by both an art or programming career, but the needs of the studio where on the coding side. So I started working as a console programmer, which gave me the opportunity to try my hands at all the areas of console programming, from audio to rendering, from engine to gameplay. Despite having some of the best talents I have met, the studio went under in 1997. I then moved to London to work at Bits Studios (with a few friends from Haiku) where I spent 8 years working on various N64, PlayStation 2, Xbox and PC games and engines. I continued focusing on engine and gameplay development during this time. When the studio started focusing more on online gambling games and less on console games, I decided to move to Ubisoft Shanghai. This was a big change on the personal and professional level. So far I had been working in relatively small studios (~50 employees) focusing on one or two games. Joining Ubisoft was an opportunity to work with larger teams on larger AAA games. I have now been in China for over 10 years focusing more and more on high level gameplay systems and AI. In the past years I have been managing the Wildlife AI team of Far Cry 4 and Far Cry Primal.

Luca: In a few old gaming magazines and websites there was a rumor about a Nintendo 64 version of Die Hard, but the project never materialized and Bits Studios only released “Die Hard: Vendetta” for GameCube, PS2 and Xbox. What do you remember about the lost N64 version? Was it a first person shooter too and how much was done before to switch the project to “next gen” consoles? Another mysterious Nintendo 64 game in development at Bits Studios was titled “Muzzle Velocity”... do you remember anything about it? It seems that it could have been an early version of Die Hard 64, but with an original IP.


Fred: Disclaimer: my answers are to the best of my knowledge what happened, but this was a while back so some of those might not be 100% accurate :) As far as I can remember (this was a while ago and I was not directly working on those projects), “Muzzle Velocity” was the original version of “Die Hard: Vendetta” on N64 before it became a license game and moved to Game Cube. There was never a “Die Hard” N64 version developed at Bits. “Die Hard: Vendetta” was developed with a branched version of the multiplatform engine TWED (Thieves World Editor). I had contributed to develop the engine for N64 originally with Nathanael Presson for “Thieves World” who ultimately got released as “Rogue Ops” on next gen consoles.
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Luca: What happened to RiQa and Thieves World? There is a lot of confusion about these two unreleased N64 games and we’d like to finally find out the truth. We know that they were two different projects but it seems that the released Rogue Ops took some elements from both. Is this true? Why were they cancelled and how much was done on the Nintendo 64?


Fred: When I joined Bits Studios with other ex-employees/friends from Haiku Studios, the main focus of the studio was RiQa for N64. A very ambitious third person game with a main female character called RiQa. As far as I can remember the team had already been working on the game for a couple years. I was assigned to the project and worked on various gameplay and VFX tasks as well as the support of the infamous 64DD as the content of the game was supposed to be huge.

The project had a lot of difficulties on the tech side and the team was fighting between the ambitions and the hardware/software limitations. At the same time Nathanael Presson which I knew from Haiku, was working on creating a new multiplatform engine for the company. I was working on and off with him to add support for the N64 to the engine. After 6 months at Bits we presented the tech to Foo Katan (the boss of the studio) and he was sold. While the RiQa engine iteration cycle was very slow (level made in Max and long building times to get it on console), we had an Editor/Engine that allowed LDs to create levels in the Editor (using Booleans and Portals inspired from the original Unreal Editor) and allowed them to play directly on the console by a press of a button.

This was the beginning of the “Thieves World” project, another third person game with a female lead (at the time Tomb Raider was an inspiration for everybody and female leads were very popular!). Thieves World, in turn, had a lot of ups and downs. After a few more months the RiQa project was cancelled and the focus of the studio became “Thieves World”. We continued working on the engine and the gameplay of the game for several years.

At some point another team in the Studio started developing Muzzle Velocity, which later on became Die Hard: Vendetta, using the same Editor/Engine and we contributed to support this team. We had some problems on the creative side on TW and we spent a lot of time iterating on the design. As the N64 life cycle reached its end the decision was made to move on to next gen and we had to upgrade the engine significantly to push the tech to benefit from next gen consoles hardware.

A lot of people left the team in the years after this reboot and at some point I was the only original member of the team left. The game was almost canned but we signed a deal with Kemco and the game was ultimately rebooted to become “Rogue Ops”. The original TW project was supposed to be a stealth, no weapon game, which created a lot of issues on gameplay side. Kemco decided to introduce more shooting and we finally got a game.

TW was not inspired by other titles at the time like MGS or Splinter Cell, it was actually imagined before or at the same time as those games. But the development cycle was so long that at release time those games had long been released.

Luca: Jas Austin (another former Bits Studios developer) told us that Thieves World almost became a Rare game: is true that they wanted to move development from Bits Studios to Rare? We wonder if Thieves World could have became a Perfect Dark spin-off. After Rare and Nintendo published the original Perfect Dark on the Nintendo 64, they also wanted to release a quick sequel called “Velvet Dark” that would have been a third person action / stealth game.. maybe the two projects are related.


Fred: Yes as far as I can remember Jason is right! While the TW game had design difficulties, Bits Studios was audited by Rare. A presentation of the game and the tech was done to Rare after several months of audit and while the tech was recognized on N64, Rare did not decide to acquire the game or the studio. They were already working on Perfect Dark at the time and some concepts in both games are similar, but this is as far as it goes regarding the history between those two games.
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Luca: It seems that in late ‘90 Bits Studios and Nintendo had a great business relationship, with many titles in development for Nintendo 64, GBC and GBA, some of them even published by Nintendo themselves (R-Type DX, Warlocked). Unfortunately most of these interesting projects nevers seen the light of day. Do you remember any other undeveloped pitch or cancelled game that was in development at Bits Studios, other than Fido Dido, RiQa, Thieves World, Die Hard 64, Muzzle Velocity, Jet Force Gemini GBC, Wizards and Jet Riders?


Fred: When I joined Bits the studio already had a long history with Nintendo and apparently a very good partnership, which was the reason RiQa was in development. The handheld games where developed by original programmers from the early days of Bits and working outside the office, so I have very little knowledge of what happened on that front. I think Jas was one of those guys. 

Luca: Working on videogames is often tough and grueling work, but every development team has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories from your time at Bits Studios? Is there anything in particular that you learned or that you like to remember from your time at Bits Studios?


Fred: I learned a lot during my 8 years at Bits. I was lucky enough to work on very challenging projects and challenging tasks. I had the opportunities to work on third person gameplay systems were I had to do a lot of camera, controls, animation and locomotion work as well as low level engine development. There was not much literature or resource at the time (early days of the net) so a lot of concepts had to be invented or re-invented. At that time everything was created from scratch, which is something that rarely happens now. A lot of games at the time also got cancelled and this taught me resilience and perseverance. Thieves World was a very hard project to work on, mostly because of the duration of the project and the multiple re-boot. But I am still proud to that day, it got finally released as Rogue Ops, even if it was not a massive commercial success. I think this makes me appreciate even more the critical or commercial successes of other games I was lucky enough to participate to and develop, later on. The (AAA) game industry as evolved from small groups of very talented people trying to create amazing games, to huge teams creating huge games with an incredible amount of content. The complexity today is really on the production side and the scale of the games. Having experienced small teams where everybody had to do a bit of everything, definitely helps me understand and appreciate the work of everybody on the different teams, from art to audio, from gameplay to AI, from engine to tools, from GDs and LDs. 

Luca: That was the last question, thanks a lot for your time Frederic!






Interview withGabe Cinquepalmi

Interview by: Luca Taborelli (monokoma)

During his career Gabe Cinquepalmi has worked at 8th Wonder Games, EA Tiburon and Double Fine Productions on such lost games as, Drachen Zor (PC) and Specs (Xbox 360).


Luca: First we would like to thank you for your time: to start this interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about your career in the gaming industry and what is your role today at Double Fine.


Gabe: I’m Gabe Cinquepalmi, from Double Fine Productions. I’ve been in the industry for almost 20 years now, beginning as a concept artist and animator at a startup called 8th Wonder Games, then moving into UI design, texture art, and then production at EA Tiburon. For the last 9 years, I’ve been producing, designing and writing at Double Fine. Most recently, I was the Project Lead for Costume Quest 2.

Luca: We’d like to know more about your gaming tastes, what are some of your favorite videogames?

Gabe: I’ve been gaming since I can remember toddling into a stranger’s house after spying him playing Frogger through his screen door. After that I played everything I could get my hands on. We had a Discs of Tron machine in our Piggly Wiggly that I would play every time we hit the grocery store. Later I became an arcade rat, loitering until the owner would give me the key to give myself unlimited credits. I love trying all genres and platforms, and try to play every game I can that does something noteworthy or original. I’ve been affected by everything from Smurfs on the Colecovision to Rastan in the arcade to Mars Attacks! pinball to Zelda on the NES to Super Metroid on my SNES to Space Quest and Full Throttle on the PC to Paper Mario on my N64 to Psychonauts and Beyond Good and Evil on my XBOX to GTA San Andreas on my PS2 to Pikmin on my Gamecube to Last of Us on my PS3 to Beat Sneak Bandit on my phone to Bloodborne on my PS4. And a million games in between.

Luca: Did you know about Unseen64 before this interview? What do you think about our “mission” to try to remember those games that we’ll never play?

Gabe: I hadn’t heard of Unseen64, but I love the idea of hearing about games that never got their chance. Sometimes it’s for the better, but I’m sure there are a ton of great games that didn’t get to see the light of day for dopey reasons. I’ll bet there’s a lot to learn from those stories.

Luca: We love what you are doing at Double Fine with public show of your “Amnesia Fortnight” series, it’s really interesting to see internal pitch of possible-games and to play some of those prototypes. What do you think about to let gamers to see and play unfinished versions of your projects? For the indie-scene it seems more common to release alpha versions of games that will be completed later, but for bigger publishers it does not happen often.

Gabe: I think it’s great for aspiring developers to get to see as much of the innards of the process as possible. If I were coming up during this generation, I’d be vigorously devouring those videos! As a developer, it’s an amazing yearly opportunity to get a chance to work on your game idea with an incredible team. I don’t know of anywhere else in the industry where that can happen. It’s also a great palate cleanser if you’ve been working on the same project for a while.

Luca: Drachen Zor is a cancelled multiplayer brawler that was in development by 8th Wonder / SouthPeak Interactive in late '90 and it looked lot of fun. The graphic was beautiful for its time and it used 8th Wonder's proprietary V-Engine 3D voxel technology rather than polygons. What do you remember about this lost game and why it was canned? It seems that the team planned to released a demo of the game, do you remember if it was ever done?

Gabe: My best memories of making of Drachen Zor were about the people. I made a lot of friends back then that I still keep in touch with today. We were all new to making PC games, and had to go through a lot of trial and error. A multiplayer voxel fighter was probably a little too ambitious for a company comprised mostly of an ex-medical CD-ROM crew and some kids fresh out of school, but we were too inexperienced to know that we were too inexperienced... and we had an irrational confidence and exuberance that would help us negate most of that.
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We worked on the game for two blissful years, fueled by Mountain Dew and Watchamacallits. I remember animating in 3D Studio R4 using forward kinematics, having to use dry erase markers on my monitor to keep registration points for feet. I remember the pizza guy across the street would call us “computer brains” when we came over to get a slice. I remember that we had an SGI Onyx computer for Softimage, that only one guy could use. It was the size of a small refrigerator and cost as much as a house.

During production, 3D PC cards came out for a few hundred bucks that pushed polys faster, making everyone who owned one of those overpriced, oversized hulking cubes feel rather silly. I also remember getting carpal tunnel from playing too much Quake after work, and had to switch to a Wacom tablet exclusively for a few years. Random memories. Good times.

I don’t remember how we got into voxels, but we were sure that it was the silver bullet that was going to set us apart. We were going to be the first game to market with that tech. Our organic characters were leaps and bounds better looking than the industry standard box men running around. I think a Star Trek licensed game ended up coming out eventually, and then it petered out for a few years until it resurfaced as a hip new indie look.

Southpeak was a great ally at first. They treated us and the game well, and weren’t shy about digging into their bottomless coffers. We showed at E3 in Atlanta at a giant kiosk filled with actors dressed as our main characters, and then rented out Planet Hollywood for a fancy party afterwards. They got respected comic artist, Bill Sienkiewicz, to do our box cover and poster. We were riding high! Shortly after that, Southpeak suddenly pulled the plug [cue Price is Right fail sound].

At the time, Southpeak told us that they were going to move into a more kid-friendly direction, and went after licenses like Looney Tunes. Our violent fantasy fighter (with blood splats) did not fit into their plans any more, and voxels were dead now that the 3DFx card was selling like hotcakes. Our company was left in the lurch. We tried to “pivot”, as the kids say, to move the company into a different direction, but we didn’t have the notice or capital to make it. 8th Wonder was scattered to the wind. A few years later, after having worked on some great games, I can look back and see that they probably cancelled it because it just wasn’t the best game. It wasn’t our time.

Luca: A few years ago at New York University's Game Center Tim shown an interesting prototype for a new adventure game by Double Fine called “Specs”, that would have used Microsoft's Kinect to give imputs to the main protagonist and to interact with his "emotions". The demonstration had great humor and lot of potential: what do you remember about this project and why it was never completed?

Gabe: I remember prototyping the first iteration in our scrum tracking tool (Scrumtious) oddly enough. The first rev involved a prisoner, a rat and a dagger. We had a lot of fun working on this nebulous project! What was it? Who knows? We didn’t know. Microsoft didn’t know. But we had a direction and we’d probably know it if we stumbled onto it. That’s a super fun mode in which to work... to have time and money to potentially bumblef*ck into something groundbreaking. I’m not sure I’d say that this game wasn’t completed. Microsoft paid us to explore interactive fiction and we explored it. At the end I think we were both fairly satisfied, although I’m not sure we necessarily ended up with what we expected. That it didn’t turn into a shipped product didn’t mean that it wasn’t a success. It was a fun experience to me, it just didn’t translate well into something easily marketable at the time.
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Luca: Talking about the games that you worked on and that were released in the end, do you remember anything major that had to be cut from the final version? Is there anything that you wish it would have not changed, even if you were satisfied with the final product?

Gabe: Every game I’ve worked on had to cut something major. After a while you understand that you have to boil things down to the core essentials, and that you usually enter production with your pie-in-the-sky version (even if you don’t think you did). The biggest, most painful cut I remember going through was during Brütal Legend. We had an entire fourth faction, The Motorfreeks (my personal favorite), that had to hit the cutting room floor along with their fourth of the world. We had even already modeled and implemented all of the characters in multiplayer! Deep cut! Fletus, that faction’s leader, was the lone character that made it into the final game as a secondary mission contact. We also ended up cutting the environment for the Tainted Coil faction, and decided that they would just invade and taint the other two environments. World size-wise, we chopped the game in half. It still took us about four years to make.

Luca: As most of the Unseen64 Staff is italian, we just LOVE to eat good food :) What is your favorite food ever? Any secret recipe that you would like to share with us?

Gabe: Picking a favorite food is like picking a favorite game: Impossible! I was raised on Italian food, but I think I could eat a burrito for every meal. I also have a penchant for Kunafa, a middle eastern dessert I stumbled upon when I moved to San Francisco. It’s warm goat/ricotta-like cheese topped with shredded semolina pastry, rosewater syrup and crushed pistachios. Yum!

Luca: Well, that was the last question, thanks again for your time!





Interview withGrant Gosler

Interview by: Luca Taborelli (monokoma)

During his career Grant Gosler has worked at Terminal Reality on such lost games as Nocturne 2, Demonik, Sundown and many more lost pitches.


Luca: To start this interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about your career in the gaming industry and what you are working on today.


Grant: I am Grant Gosler. I have been a professional developer since 2000. Most of my contributions have been art related in nature. Throughout my career I have worked in both 3d and 2d capacities, creating all sorts of production assets ranging from characters , environments, weapons, vehicles, rigging, and animations. I also worked much of that time creating concept art, in sometimes an unofficial capacity, however later on it would be on of my proper responsibilities. Today, I still do much of the same stuff. I also found new and surprising opportunities in Video Game focused education that one can encounter more and more of in Technical Colleges and Universities across the world. These kinds of programs were not as prevalent in my formative years.
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Luca: The first BloodRayne was originally meant to be a sequel to Nocturne, the cult horror game that Terminal Reality released in 1999, but the original publisher Gathering of Developers was closing down and the team decided to develop a new IP, while still having a few references to Nocturne. What do you remember about the early development of BloodRayne, did anything ever started on Nocturne 2 and were there any features that had to be changed or cut from the final game?


Grant: I remember a few details from Nocturne2 development. There were a lot of Ideas going around the team that was left over after BlairWitch:Rustin Parr - Which was really just another Nocturne installment in itself. Jeff Mills and Joe Wampole and Chris DeSimone were having a lot of meetings and kicking around ideas for settings, enemies and story arc.

We were doing a lot of concept work on creatures and enemies and environments as well. I remember a submarine bay was discussed as very early location, as well as a Nazi excavation site/ archeological dig with huge train fed auger machine uncovering an old Daemite temple. There was also this huge snake temple with giant snake edifices encircling each other.

Rayne could climb up these and work over various enemies. I remember too a very detailed Kirkbride style asylum. One particular standout stillborn idea was a devilish carnival run by freaks. It was based on some sort of a an eerie, clandestine group that traveled around the countryside and took part in bizarre occult rituals at the expense of locals.

They were decked out in all kinds of creepy and colorful livery, but were a gruesome bunch. At the center of it all was a tall and mysterious carnival leader with a wide hat huge, lumpy overcoat and a bandaged face that showed not a hint of any kind of human skin. Where his hands ought to be.. he had some huge rusty shears. Now...This guy floated around like he had no legs, and I remember in battle he would sometimes open his coat to reveal he was nothing inside.. just a dark hole..kind of a void, from which numerous diminutive homunculus-like creatures would emerge on thin leash like tethers. And occasionally he would snip these creep pets free to come skittering towards you all ravenous like. Beyond that, he could also slash you up with his scissory arms , and under the right circumstance ,... envelope you I within his awful coat if you stayed too close in melee range for too long.

It was all an early idea, but one I thought might be fun to mention. There were many other early creatures and characters that were cut..like some Kappa creatures, a series on Ninja and Samurai demons, a hulking Brute with withered legs, and some wacky, bad mannered vampires that eat with their hands. Some enemies carried over intact. , Daemites are most obvious as they are featured in BlairWitch: Rustin Parr as an enemy.

Luca: Portable BloodRayne projects for PSP and 3DS were also in development at some point, but never released. Were Terminal Reality working on those or did Majesco give the IP to another studio as it happened with BloodRayne: Betrayal? Do you remember anything about these two lost games, their gameplay, story details or why they never seen the light of day?


Grant: I know Mark Randel is a true master of the game platform, and could probably port Bloodrayne onto an abacus on a dare..... But, to be truly honest, I do not have any kind of information on these products or their fates.
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Luca: A legendary lost game in development at Terminal Reality was Demonik, a project hyped for its use of a new version of the Infernal Engine and high profile collaborations with John Woo's Tiger Hill Entertainment, horror author Clive Barker and Marvel artist David Finch. Demonik was also featured in “Grandma's Boy”, a movie with lots of references to Terminal Reality: what do you remember about the game, the collaborations with such high-profile names and the making of the movie? Funnily enough, Demonik is successfully released in the movie, on the contrary in “our reality” Majesco canned the project for some reasons. 


Grant: While I was not dispatched fully to the crew tasked with the lion share of the Demonik work, I did have varying levels exposure to the game and its development process from time to time. I always enjoyed what I was seeing and playing, -from the early concepts and the lovely game assets that were coming out of that team; to a host of new breakthroughs in our proprietary engine technology being showcased in the gameplay from day to day.

If I am remembering specifics right..I recall having loads of fun with a build that featured some character possession powers, a “murder”-stream of murderous crows one could release onto folks, and using a telekinetic grip to dunk people into chemical vats. All rather gruesome, but I assure you these were very bad guys I was dealing with,  honest. I never worked with Clive Barker or Adam Sandler myself... I did get a kick out of the many cross collaborations the IP spawned. Plus, the tech that was developed made its way into other titles across the company as standard engine features. I did always lament the fact it was never given a proper release. Alot of good guys put in some great work on Demonik, and I always admired and appreciated their efforts.

Luca: Sundown was the game that Terminal Reality were working on with Guillermo del Toro, but unfortunately it was quietly cancelled According to del Toro, the game would have been similar to Left 4 Dead: do you remember any details about the gameplay, its story and settings, how much was done before the cancellation and why it was never completed?


Grant: In regards to the Sundown Pitch, ...I don't remember what year. 2006? 2007?. maybe? I worked on a pitch around that time with a few guys that revolved around humans facing off against a horde of parasitically necrotic animated human-hosted creatures that were adversely affected by the sun. In this pitch, these creatures were dangerous at night... however, in groups they would emit a cloudy, yellow spore-like substance (the medium we called it ) that could obscure the sky during the day. This clouding could indicate large concentrations of them, and make high traffic areas dangerous,.. as it was not only visually murky within the yellow cloud , the creatures were more physically capable.
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I feel their emissions also came across like a terra-forming effort in a way. Like they were pushing humans out. They had various stages, and their own physiology based on it. There was even this sluggy infesting dart-like creature certain units could could project into humans to create new infested hosts. This could give them a projectile of sorts. I remember we discussed the different types also including a fat version that acted sort of like a walking smoke generator for their icky smoky by-product.

I don't know if this was the only pitch created or delivered, or if this is what Del Toro is referencing in his statements. I just came up with general ideas, created some art, and put it together in a hasty pre-pro pitch. I remember at the time only having a very short amount of time to execute on anything and send it out. I never worked directly with Del Toro himself, so I cannot be sure. However, ... I did very much enjoy the opportunity generating concepts.
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Luca: As games like Call of Duty were really popular in 2005 / 2006, Terminal Reality created a prototype demo for a military FPS set in Iraq, to pitch it to various publishers. One of these publisher saw the demo and loved it, but said they wanted to make a different game, not a military shooter. That “other” game became the Ghostbusters tie-in which was released in 2009. Do you remember anything about this military FPS demo? Did it have any particular features to set it apart from similar FPS at the time? Was the project just abandoned when the team signed their contract to develop Ghostbusters?


Grant: I do remember the FPS demo. It was a rather slick demo. I don’t remember anything that would have made a huge departure from other shooters at the time, but I think that was the mission of the exercise. It successfully emulated the current products that were out there at the time. Maybe it was perceived that too many departures might have been more of a risk for a traditionalist Mil shooter genre. Additionally, Ghostbusters was huge project opportunity on the horizon that required all hands on deck. So we folded a lot of people into that, and everybody was excited to work on GB.. But all this is just theory on my part, as I was only an artist and not abreast of the will of the publisher in this instant.
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Luca: At DICE 2009 Terminal Reality shown a tech demo for their new Infernal Engine featuring “The Stranger” (the protagonist of Nocturne) and rumors started to spread about a Nocturne sequel in development at the studio. Any truth about this?


Grant: While there was some new developments for the stranger at that time...I did not see any true effort into a new Nocturne come into play. I actually created the concepts for that character and his weapon for that particular exercise and I was very excited at the time. A new Nocturne would have been a truly tremendous thing.
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Luca: Do you remember any other game that was cancelled at Terminal Reality? If so, can you share some details about what it could have been?


Grant: I cant speak to any projects that were ongoing, then ultimately canceled. There were many pitches that did not make it into any sort of production at all. Too many to really go into, and it might make your publication too big to contain on page or storage device. 

Luca: Working on videogames is often tough and grueling work, but every development team has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories back from your time at Terminal Reality?


Grant: Oh wow. I got a million of 'em. Both funny and catastrophic.. and sometimes some of each. I cannot mention a lot of them as they might incriminate folks I know and love. However I have a few, but I will withhold any names to protect the identities of the innocent. Well I remember one story in which we lost track of one of our favorite engineers. Lovely guy.. one of my most favorite characters of all time. He was gone,... and not answering his phone. We all got worried something might have happened to him. So we sent an away team to check on him. At his place we found him passed out on the floor unconscious. Thinking it might be something very serious , we checked him out and eventually got him to come around. We all expected some gruesome tale to accompany his state. And what we got was much more than we bargained for... It turns out he ingested a helping of hyper-cooled orange juice. This must have affected an arcane combination of his cerebral cortex and pineal gland or something, as it caused him to instantly fall into a trance/coma like state. It was said by some he even astrally projected, and became Emperor of another dimension while he was away. Nonetheless, we all learned a bizarre lesson that day.  ... Crazy stuff.

Luca: That was the last question, thanks a lot for your time Grant!



Interview with Jesse Sosa

Interview by: Luca Taborelli (monokoma)

During his career Jesse Sosa has worked at Mumbo Jumbo, Terminal Reality and Dinosaur Games on such lost games as Demonik (Xbox 360, PS3), Sundown (Xbox 360, PS3), Fear & Respect (PS2) True Crime 3 (Xbox 360, PS3) and many more lost pitches.


Luca: To begin with the interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about your past experiences in the gaming industry and what you are working on today.


Jesse: My name is Jesse Sosa. I’m currently Creative Owner for my own small game studio called Dinosaur Games in Austin, TX. We are currently developing VR experiences for our clients while developing our internal game, MechKnight Chronicles, on our spare time. I started in the industry back in 2001 with a studio in Dallas called Mumbo Jumbo. I then moved over to Terminal Reality where I spent the next 9 years. Oddly enough, Dinosaur’s first game is an Unseen Terminal Reality game that was saved from the black hole. It’s called GL00 and should be out this summer.

Luca: Can you name some of your favourite videogames? Have you been playing anything lately?


Jesse: My top 3 videogames currently are Super Mario World, Legend of Zelda: Link to the Past, and the whole Half-Life experience. Recently I’ve been very selective of the games I put time into because time is rare when you run your own studio. I always make time for the Batman games. I just finished the amazing Life is Strange. Doom 2016 is now my next target.

Luca: What do you remember about your time at Terminal Reality? Since early 2000 the studio had their successful BloodRayne IP, they started to collaborate with such celebrities as John Woo, Guillermo del Toro and Clive Barker, plus they were also able to work on popular franchises (Æon Flux, Spy Hunter, a few SNK collections), so it seemed like a great place to work in.


Jesse: I worked on almost every ip we had in house from June 2002 - June 2011. The studio quickly became my family. It was my second studio but for many on the team, it was their first. We bonded over BloodRayne 2 and will always have that experience together. I loved the studio, but decided to leave when I saw the industry trends going one way and Terminal Reality going another.

Luca: Portable BloodRayne projects for PSP and 3DS were also in development at some point, but never released. Were Terminal Reality working on those or did Majesco give the IP to another studio as it happened with BloodRayne: Betrayal? Do you remember anything about these two lost games, their gameplay, story details or why they never seen the light of day?


Jesse: I remember casually pitching a PSP BloodRayne game idea when Majesco was in studio one day. The story revolved around Ferril tracking down her lost son and fighting werewolves. It was just a casual pitch and I’m not sure beyond that how serious the BloodRayne ip was being looked at for PSP. We did work on several PSP demos, including a Star Wars one where you played as a Twi’lek running around on the Death Star.

Luca: A legendary lost game in development at Terminal Reality was Demonik, a project hyped for its use of a new version of the Infernal Engine and high profile collaborations with John Woo's Tiger Hill Entertainment, horror author Clive Barker and Marvel artist David Finch. Demonik was also featured in “Grandma's Boy”, a movie with lots of references to Terminal Reality: do you remember anything about the game, the collaboration with such high-profile names and the making of the movie? Funnily enough, Demonik is successfully released in the movie, on the contrary in “our reality” Majesco canned the project for some reasons. 


Jesse: Demonik was a fun project to be part of. From what I can remember, Majesco was going through some internal changes (They went public I believe) and the budget of the game was cut, so the game was cancelled. I was able to work alongside David Finch when he was in the studio. He was a drawing machine. He is a very genuine person and very humble.

He put in his all to deliver the best product possible. Unfortunately, there was a lot of drama between Clive Barker, Tiger Hill, and our VP. Things got very heated and I remember Clive Barker threatening to pull out of the project. The specifics escape me now, but that game had a very messy development cycle. In the end, it was probably best that it was cancelled.
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There were too many egos involved in the decision making and none were willing to back down. Grandma’s Boy actually consisted of two projects; Demonik and Eternal Death Slayer. (The game in Grandma’s Boy) There was a time where Majesco was trying to get a game with Adam Sandler’s production company (A whole other lost game and story), and Grandma’s Boy was a ‘scratch our back, we’ll scratch yours’ type of deal. During development of Aeon Flux, the VP of Terminal Reality came to me and a couple others and asked if we could create a fighting game for the movie.

We agreed and created Eternal Death Slayer in 3 weeks. In the end, Happy Madison decided not to pursue making a video game and Majesco cancelled Demonik. Seeing my work on the big screen was reward enough. Funny enough, Aeon Flux and Grandma’s Boy came out within a month from each other. When the studio took us to see Aeon Flux, the Eternal Death Slayer team went to see Grandma’s Boy instead. We made the right decision.

Luca: Sundown was the game that Terminal Reality were working on with Guillermo del Toro, but unfortunately it was quietly cancelled According to del Toro, the game would have been similar to Left 4 Dead: do you remember any details about the gameplay, its story and settings, how much was done before the cancellation and why it was never completed?


Jesse: I spoke on Sundown here: www.youtube.com/watch?v=bO-cvG1JjQk&feature=youtu.be

Luca: As games like Call of Duty were really popular in 2005 / 2006, Terminal Reality created a prototype demo for a military FPS set in Iraq, to pitch it to various publishers. Do you remember anything about this military FPS demo?


Jesse: When asked to work on the FPS demo, I declined and focused my time on our PSP demos, Next Gen Infernal Engine tech, our Metal Slug 3D demo, and our Indiana Jones demo. The demo the FPS team made was awesome though. It had the Player walking down the streets of Iraq with a convoy. The convoy gets attacked with a rocket launcher and the rest of the demo was a fight amidst chaos. The higher ups at Terminal Reality really wanted to secure an FPS game, which unfortunately didn’t happen until Walking Dead. The purpose of the FPS demo was just that, a demo to secure a project. It was never intended to be released.
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Luca: At DICE 2009 Terminal Reality shown a tech demo for their new Infernal Engine featuring “The Stranger” (the protagonist of their cult survival horror Nocturne) and rumors started to spread about a Nocturne sequel in development at the studio. Any truth about this?


Jesse: The Infernal team needed a demo to show the new features of the engine. When the meeting happened over what resources we had and what we could realistically create in the time available, we chose to use an ip that Terminal Reality owned. Nocturne was chosen by the artists. There really was nothing more to it other than that. After the demo was created, it got people excited internally. The project didn’t go forward because we were focused on Def Jam Rapstar and Star Wars: Kinect.

Luca: Do you remember any other cancelled game, pitch concept or early prototype in development at Terminal Reality? If so, can you share some details about what it could have been?

Jesse: Oh man. Where to begin? There were too many. In chronological order according to my memory:

- The Hulk demo made out of a modified BloodRayne / Noctourne engine

- The Bloodlust demo that became BloodRayne

- A game called Re-Mission that was taken from us, finished elsewhere, and then released years later.

- Rayne driving a motorcycle demo because ‘Tomb Raider is doing it’.

- The game Highway Hunter that became the game RoadKill.

- The true history behind the game Blowout.

- The Snoop Dog / Grand Theft Auto style game pitch where you play as Snoop and other rappers on the No Limit Records label.

- The Happy Madison game pitch where you play as Adam Sandler in college and interact with his friends on campus

- Metal Slug 3D demo
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- Indiana Jones demo

- The cancelled BloodRayne 2 Epilogue (comic book) that was setting up BloodRayne 3. kankerzero.deviantart.com/art/BloodRayne-2-Epilogue-297328059

- The Star Wars demo with the Twi’lek that was not accepted yet made us raise our eyebrows when Star Wars Lethal Alliance was released.

- The Universal Monsters pitch where you played the roll of a human caught between a war between factions of the famous Movie Monsters.

- Sundown

- The Golem pitch in which you created Golems and fought other Golems.

- The Archangel pitch where you play a man possessed by the Archangel Michael.

- The Cellar Dwellers pitch for Tim Burton’s (I believe) studio where you play the role of 3 twisted children that have to solve puzzles.

- We were given True Crime 3 to make a demo for but dropped it when we shifted focus to Ghostbusters

Luca: Working on videogames is often tough and grueling work, but every development team has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories back from your time at Terminal Reality?


Jesse: I’ll always remember crunch time on BloodRayne 2 for both. We were all young and bonded over the long hours we spent together. There were times where the team would go to Wal-Mart and buy steaks and BBQ in our parking lot at 2am. The BloodRayne 2 crunch is also what caused me to herniate 2 of the disks in my spine which have affected my life ever since.

Luca: That was the last question, thanks a lot for your time Jesse!


Interview withJohn Andersen

Interview by: Luca Taborelli (monokoma)

John Andersen is a video game historian - researching how the video games we love to play got made. During his career John has provided an array of product consulting services to video game developers including: Mitchell Corporation, G-Mode, and Coolnet Entertainment. He has also provided anti-piracy assistance to a number of different game publishers. John has contributed to Gamasutra, TeamXbox, Gamespot, Retro Gamer Magazine, Serious Game Source and many others. An avid fan of the indie arts, he indulges himself in animation from Russia, alternative comedy, bad movies, and musicians that deserve more recognition.

twitter.com/johnandersen21

Luca: To start this interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about you, your experience as a gaming journalist / historian and what you are researching about lately.

John: I started writing on the side while I lived in Japan teaching English from 2003-2005, visiting Tokyo Game Shows and occasionally smaller developers in Tokyo when time allowed. It was in Japan that I started watching Game Center CX on TV, observing the classic gaming scene, but also visited the Level X exhibition at the Tokyo Museum of Photography. 

Japan truly appreciates its gaming legacy, but it was at the Level X exhibition I watched video of the last Nintendo Famicom rolling off the Nintendo assembly line. Around that time I was interested in Hong Kong movies, and once visited Hong Kong to see they had an actual museum and archive dedicated to movies. I then thought, why doesn’t Japan have a museum dedicated to gaming? I tried my best to gather interest in a museum with a couple Japanese organizations, complete with a business plan draft, but no one wanted to take a meeting with me to discuss it further.
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From there, I began hearing stories of lost source code in the gaming media and began to research different aspects of video game history and discovered much more was being lost. I moderated one panel at PAX East on the subject and the following year was asked to be a guest on another game history panel with the American Classic Arcade Museum. 

Since then I’ve published three major features on game preservation “Where Games Go To Sleep” and “Selecting Save On The Games We Make” for Gamasutra, and also “The Demolition of Japan’s Videogame History” for Kill Screen. I also have a Twitter feed @JohnAndersen21 where I post random finds from archives, databases, etc. I’m working on a big project right now, it’s been in the making for several years that I plan on revealing soon involving game designers I’ve gotten in contact with. It’s going to be something that I hope will be informative as well as groundbreaking. I hope to make an announcement very soon.

Luca: Which are some of your favorite videogames? Have you been playing anything lately?

John: I’m a big survival horror fan, I really enjoy the Resident Evil, Fatal Frame and Dead Space series. When it comes to arcade games my favorites are the classics from Data East (Burgertime, Lock ‘N Chase to Bump ‘N Jump”), Sega (Crazy Taxi), and Taito Corp (Elevator Action, Bust-A-Move) along with Atari Games (Marble Madness, Gauntlet, and Paperboy). There are two other games that have a special place in my life, they are Illbleed and Blue Stinger for the Sega Dreamcast, created by Shinya Nishigaki, a game designer in Japan I met and interviewed in Tokyo two months before his untimely passing. I could go on and on about my favorite games and also the backlog in front of me.

Luca: You wrote many articles about the importance of preserving the history of videogames trough developers’ source codes, artifacts, documents and even the buildings in which our favorite games were made. How is the current situation of videogame preservation? Are progress being made to save important pieces of history or there are still too many memories that risk to be lost every day?

John: I feel that the majority of current generation of game developers and publishers have started to take game preservation seriously, but there still is a long way to go and production elements are always vulnerable to being lost, destroyed, or tossed in the trash. Developers and publishers see the value of their legacy when art museums hold exhibits on their work.

When Disney calls up a game developer and asks to use their character in a multi-million dollar production like Wreck-It Ralph, then that gets peoples attention. I’m happy with how our culture is keeping gaming alive. However, the game preservation realm has major uphill challenges. I’m very worried about gaming property from developers and publishers that have gone bankrupt or have changed ownership in the past. Production material can be lost, or even be kept by those that have forgotten about it or see no value in it. Then there is the issue of not knowing who actually made the arcade and console game we play because there were no staff credits attached to them.
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That being said, we have a great organizations like the ICHEG at the Strong Museum in New York, American Classic Arcade Museum in New Hampshire, the National Videogame Museum in Texas, Nexon Computer Museum in South Korea, Computerspielemuseum in Germany, Game Preservation Society in Japan. On top of this there is GDRI (Game Developer Research Institute), the IGDA game preservation group, plus the countless people in our online community that could fill this whole book, and of course Unseen 64! I’m thankful for the people I’ve met at PAX East and for those that I keep in contact with via social media.

I simply don’t want game developers and publishers seeing their work as “short-term entertainment”, it should always be something that a player can return to, and something that can be shared with future generations of game players. I feel that if a game developer or publisher wants to be taken seriously, then they have to present the work that went into the game seriously, either before, during or after production in some form. That can be a challenge when a game developer or publisher has to finish production on the game and of course sell it. In other words, the biggest obstacle is understandably time, money and resources to accomplish all of this. 

Luca: Most people probably are not aware about the importance of taking care of buildings in which videogames were made: what kind of historical artifacts are / were stored in those buildings and why companies could lose them when they close down or move to a new place? Do you have any example of something important that was lost or thrown away in such occasions?

John: One such story was the famous Atari office clean-out. It’s an insane story I re-told from various sources that can be found in “Where Games Go To Sleep”. In short, Atari was selling furniture from its Sunnyvale offices that included filing cabinets, this occurred in the mid-1980’s after corporate restructuring and layoffs.

Inside these filing cabinets were Atari documents ranging from design diagrams, source code, artwork, marketing tie-in materials, to box and instruction manual proofs. As the story goes, some of the source code was returned to Atari, but much of the filing cabinets filled with documents was sold off. One gentleman named Cort Allen bought forty-four remaining filing cabinets, while his friend bought four filing cabinets. Allen would donate the contents of his filing cabinets to the ICHEG just last year, while his friend threw away the contents of his filing cabinets many years prior.

There were contents thrown out at Atari, but we don’t know exactly what was thrown out. Think of every other game developer and publisher office move or closure from the United States, Japan to Europe and imagine just what else has been thrown out in a trash landfill. That’s what we’ve lost. There are other examples in Where Games Go to Sleep and Selecting Save on the Games We Make.

Luca: How do you approach your investigations, where do you search for old photos and info about long-forgotten studios and how do you share and preserve what you found? Do you have an archive for all the findings you made through the years?

John: It all starts from old flyers and advertisements, from there I search media and interview archives, and if I need to find people I search social media. I use the Wayback Machine to find any potential websites if the company existed during that period. I rely on databases like Moby Games to view the games they’ve created. I start from the outside to inside, which is why you see so many pictures of video game offices on my Twitter feed!
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I want to paint a picture for the viewer of where these game offices existed and where designers, programmers, artists, musicians and everyone worked. I basically organize everything in folders and have an automatic back-up to an external hard drive that runs every evening, this includes interviews, photos, drafts and finished features. What I find and what I share on Twitter is also backed-up of course, from my tweets to my photos, I make sure to download my Twitter archive which is very convenient.

It’s a resource for me because if I want to refer back to a piece of research that I’ve uncovered then I simply search my Twitter archive. Some of the “physical” that I have found are things that I’ll be donating to a museum which I have not decided on yet. I am also planning on building a website soon in association with my current project where I plan on sharing much more of my new research and will transfer my old research there.

Luca: During your researches you got in contact with many gaming studios in America, Europe and Japan, to find out how they manage preservation of their historical heritage. What did you learn, are companies aware of the importance of saving such kind of documents? Is it difficult to get answers from them? Are there different views on the matter between Japanese, American and European studios? 

John: Many developers and publishers care about their legacies, but the feeling I got from indie developers was “We have to worry about right now, not the past”. I think that echoes to major developers and publishers as well since this is understandably (and obviously) such a competitive industry. Still, many developers and publishers do a disservice to themselves by not even providing a chronology of their legacy and of the games they’ve released on their corporate websites. 

Why hide your catalogue of games, corporate achievements and overall legacy? That’s also a disservice to their business development because why hide what you’ve made from other potential partners that may want to license that property for a new game project or even a piece of merchandise? In all honesty, I was disappointed when I got standard statements that did not go into detail about their backup and preservation procedures.
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One developer admitted to me “Well, we’ve passed your questions around the office, we don’t know how to respond, but we’ll make sure to have our PR person get back to you”. Even afterwards, after everything was published, I continued to research. I sent an email to a French arcade game developer and got no response. I even sent them a letter via air mail – but got no response. Frustrating. It’s my hope that what I’ve written and had published captured the attention of developers and publishers. One small developer contacted me after he sent me answers to my interview questions. He basically told me that my questions about game preservation made him go out and buy a second backup hard drive!

Luca: Sometimes even when companies take care of their development files, something unexpected could strike: a tragic yet interesting story you wrote about in your “Where Games Go To Sleep” article on Gamasutra is about the Great Hanshin Earthquake that struck the city of Kobe in 1995, destroying one of Konami’s buildings in which Metal Gear Solid (along with other titles) was being made. Kojima and his team lost a ton of data and had to restart development. Are you aware of any other similar natural disaster that destroyed a gaming studio’s building?

John: I have not, but I do wonder if there have been “data disasters” from crashed hard drives or other events that are not reported, I imagine there are many untold stories out there of items lost from individual game designers, programmers and other production staff. I have heard second-hand stories of production materials being destroyed by residential house fires – basically materials that were in the personal possession of game production staff that were destroyed, but I haven’t been able to verify this.

The thing is, just imagine of what we haven’t heard due to company confidentiality or executives not wanting to disclose such events in corporate reports to company shareholders or potential investors. There is the mentality of, “Well, we still have the finished game, we’ll just rebuild it”. Still, that rebuilt game, which you had to sink more money into, is not going to be the same. Game developers and publishers need staff on-hand or at least consultants that can prepare them for disaster prevention from all elements – to prevent everything from a rainstorm flooded archive or server room to pointing fire hazards in any working environment. 
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Luca: How could gaming companies secure their data effectively? A curious example you wrote about is underground storage in a salt mine, but that probably is something that only big studios can afford.

John: That’s true. Regardless, logging, archiving and storage should be a part of the game production process, call it a “business continuity and disaster recovery plan” for any game developer and/or publisher, it’s the same term Microsoft uses. Scanning in paper documents and artwork apart of development, and backing up every other piece of data (multiple back-ups) at reliable off-site storage facilities is crucial. Keep a log sheet of all material. Make sure those off-site storage facilities for the physical material and data are away from potential ground/basement floodwaters, extreme sunlight, mold, other elements and hazards, etc. 

Have adequate alarms and extinguishing systems for smoke and/or fire. Have a back-up location in case of an emergency when things need to be relocated after an emergency. Mark any physical material as “company property”, “Do not erase”, “Do not remove from office”, “confidential” to show its importance. Attach a person to that property, from the “Director of Operations” to another long-standing development or publishing executive that understands the importance of that material and can delegate another company associate to keep archiving that material on a regular basis.

Luca: Do individual developers have some kind of “duty” to archive documents from the games they worked on and should they share those files to the public after a certain number of years? How to find a good balance between Non-Disclosure Agreements and historical preservation?

John: I feel that they have a responsibility to archive the documents they’ve worked on, and sharing them also. However, sharing source code is obviously something they’re not going to do unless they really want to, usually an individual with the copyright of a game will do that instead of corporation. Some developers are doing great work in sharing artwork and telling the story of what went into the production of a game.

“The Last of Us” YouTube documentary and art book is a good example of that. That came out the same time as the game. The industry needs more of that. I feel that more game developers and publishers should add on documents (artwork, behind-the-scenes interviews, and marketing material) as bonus content along with the games. There is an added cost to that, that work takes time (along with the actual production of the game) but it’s great social media publicity for the release, it’s great for sales and everyone wins.
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Luca: Is there any info, photo or document that you would like to archive, but that you did not find yet or that is already long lost and cannot be preserved anymore?

John: I’m searching for many early video arcade games from Japan, in particular, some of Sega’s early arcade games, one called Heavyweight Champ from 1976, and many historians identify it to be the first video game to have hand-to-hand fighting between two players. I have not found an actual working cabinet in my internet research, it’s my hope that a working cabinet exists. There is also Universal (the Japanese arcade developers of Mr. Do and LadyBug), they produced pinball machines after the company started, and I’ve never seen one in the hands a collector. It’s the same situation as Heavyweight Champ: I don’t know if any still exist. 

One of the Universal pinball machines actually had a video monitor at the top-front which kept score. I imagine that piece is very rare if it even still exists at all. I’m crushed that back issues of Play Meter Magazine were destroyed at the company offices in New Orleans by Hurricane Katrina. Play Meter is an arcade game industry magazine that was founded in 1974, so think of all the history lost there that were contained within the pages

Luca: Researching the history of videogames is often tough and grueling work, but every historian has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories from your experience?

John: I have a couple stories actually, and I’d rather not name names. While researching “Selecting Save on the Games We Make” I sent one indie studio a series of questions. They sent back photos of an intern dressed up as an astronaut (they did a green screen effect) where he was floating out in space and examining a crate of old computers and consoles. 

Basically, the photo (along with one of their answers) involved sending game consoles and computers to outer space in a crate in the event of a disaster on Earth. Their answers to game preservation involved cryogenically freezing themselves to play their games in the future, with their other off-site storage solution being a shoebox of DVD’s buried in a secret location. I thought it was amusing and funny, but I couldn’t use any of it! I was writing a serious feature and had I put that in then the tone of the piece would have been out the window.

The thing is I didn’t immediately respond to them because I just happened to be on vacation when they sent that email to me, and they must have panicked, they emailed me back all apologetic hoping they didn’t offend me or damage their relationship with Gamasutra. Everything was fine of course, but it was all very bizarre since I wanted the questions to be taken seriously, because that particular indie developer just happened to have a very close relationship with a console manufacturer. 

In the end, despite going through all the work to make their answers an elaborate joke, they ended up not having time to give any real answers I could use for the piece. They admitted to me they had no special system in place for archiving, which was why they replied with jokes. The other bizarre thing that happened to me in researching “Saving The Video Game” was that I had a game designer reply to my questions, and he attached actual computer game source code to one of his emails basically saying “Here, you make sense of this”. 

The thing is I could have found someone to make sense of it if I really needed to, there are programming language experts and veterans out there that are brought on to projects (look at staff credits of various published game compilations for Sony, Microsoft and Nintendo game platforms, you’ll find production staff knowledgeable in emulating Z80, M68K, 6809, etc.). He really didn’t find value in preserving source code from many years ago, even though I had these same emulator programmers telling me that game source code was helpful in working out issues in emulation, debugging and obviously essential in porting games to other platforms for retail and digital release. 

Luca: That was the last question, thanks a lot for your time John!





Interview with Ken Capelli

Interview by: Luca Taborelli (monokoma)

During his career Ken Capelli has worked at Accolade, Planet Moon Studios, Crystal Dynamics and Kabam on such lost games as Zero Tolerance 2, MindFuck (PC/ Playstation) – a prototype that became Slave Zero (Dreamcast, PC), Deus Ex: Clan Wars - the game that was later changed into Project: Snowblind (PS2, Xbox, PC), Infected 2 (PSP), My Amazing Story (Xbox 360) and many more lost prototypes.

Luca: To start this interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about your career in the gaming industry and what you are working on today.

Ken: I’m Ken Capelli, game Art Director. I got my start in the early 90’s at the tail end of Genesis/ SNES days and have been fortunate to get to work on many console platforms in the generations since then (32x, Dreamcast, PS2, XBOX, XBOX 360, Wii, PC, a few I probably forgot) plus handhelds (PSP, DS) and, more recently, facebook and mobile. My degree is in classical figurative illustration and I was aiming to be a comic book artist or book illustrator… though I played a lot of games in my teens game art was pretty low-fi and pixely (think: coin-op and C-64) and wasn’t apparent as a career destination… but by the time I graduated VGA and CD-ROMs were the thing and there was suddenly a lot more pixels to fill with art, and the game companies in the bay area started needing trained kids from the art schools.

I grew up programming computers and playing games so I had a leg up on many other artists at the time who never used a computer before. Back then, there was no route into a career in games no game art, design, or programming curricula, no job sites, nothing... everyone I worked with in those days was there by accident, on their way to something else, so we had really interesting, diverse groups of people. Our engineers were guys from Lockheed or HP (real, old school Silicon Valley engineers), artists were flightly amateurs, designers were dudes from QA who played more games better than anyone, producers were squares with MBAs. There weren’t any best practices (we didn’t even know the term), we just made it up as we went. It was pretty thrilling if you were cool with making your own structure but we crunched a lot because every schedule and feature promise was made on pure guesswork. It really was the wild west, old school Silicon Valley.

There was very little specialization, most artists were generalists. Teams had only two or three artists, so you did a bit of everything from concept sketches to pixel animation to backgrounds, to UI. I was happy doing it all, and when I worked with someone who was, say, really into animation but not so much into UI I’d let them do more of that and I’d do more of the other stuff, and I took on organizing, which no one wanted to do… naming conventions, files, style guides, etc. I was versatile and became a lead artist pretty quickly. I learned 3D when a producer dropped a big box of “3D Studio Release 4” onto my desk and mumbled “Upper management tells me 3D is the next thing, so… I bought this. I guess there’s a manual in the box?” I pulled out the stack of floppies and started installing it.

It was cool, we got to work with the best computers, learning the newest software, to make things that hadn’t been made before. Over the course of my career I’ve been a concept artist, illustrator, pixel artist, sprite animator, 3d animator, character modeler, FX artist, environment artist, level designer, UI artist, rigger/ skinner, tech artist, UX designer, and an art & creative director. The one odd thing about my career is that I haven’t tended to move around a lot. I was at my first company (Accolade) for 6 years, second for 10, and current company for 5. I tend to dig in with teams rather than hop around every couple of years, and I’ve done it all from my home base in San Francisco.

After 6 years at Accolade, starting off with production art on sports games and then leading an original strategy game (Deadlock) and early 3D action game (Slave Zero), I landed at Planet Moon Studios, where I spent the next decade making a lot of quirky, innovative titles and rising to the role of Art Director. Almost every game we at PM did was different from the previous… totally varied art styles and genres (3rd person action, zombies, jet fighters, fantasy, platformers, trivia + board games, rhythm action, dancing, etc). I had a lot of fun and my portfolio is pretty weird. After Planet Moon closed up I took a role at Kabam, first as the studio Art Director overseeing the San Francisco studio’s fantasy and sci-fi web games, then as a Creative Director in the Publishing division offering content, UX, and branding guidance to our 3rd party developers (primarily Chinese and Korean but also one English and one American studio) before moving back to hands-on game development, where I now art direct Kabam’s RPGs in San Francisco.

As an Art Director I’m mostly hands-off with the actual art anymore, and focus mostly on setting art style plus maintaining quality, so it’s a lot of paintovers, style guide creation, and talking. I work with a lot of very talented specialists, so I get out of the way and let them do their jobs ?

Luca: Which are some of your favorite videogames? Have you been playing anything lately?


Ken: My favorite game ever is the original X-COM: UFO Defense. I install it every few years and play through a time or two. I’m a fan of the new ones as well. A close second is the Mass Effect series… it’s like the “Best Of” science fiction! I almost exclusively play RPGs and adventure titles, and I can’t say I’m unhappy that a lot of action games (Assassin’s Creed, Dishonored, even old ones like TIE Fighter) have adopted RPG features and mechanics, with an emphasis on progression and story. I think the key draw is, for me, being dropped into a new place that I get to discover, explore, and (hopefully) come to care about.

Witcher 3 was the best thing I’ve played in a long time… a really lovingly crafted experience. I got sucked into Dragon Age: Inquisition, Fallout 3 & 4, Skyrim, Fable 1-3, all the Assassin’s Creeds. Life is Strange was just wonderful, and The Stanley Parable and Gone Home are memorable faves as well. I’m still chewing on The Serpent in the Staglands RPG, as well as Darkest Dungeon. In the MMO realm The Secret World is my jam… very original and offbeat premise in that one. In the non-RPG realm I love all the Telltale games and anything that comes out of Double Fine.

My girlfriend and I play a lot Minecraft, and I get into The Division and Destiny with buddies. I’ve unfortunately raised my daughter (now 16) to have a deep love of RPGs, so now I have competition for time on the console! To be honest I don’t have many favorite mobile games… the ones I would love just haven’t been made for me yet, though Sworcery sticks out as a very strong vision, the Walking Dead XCOM-like tactical game is quite smooth, and Knights of Pen & Paper scratches my retro RPG itch. From an art standpoint Monument Valley and Lara Croft Go were pretty great polished experiences.

Luca: In 1994 Accolade released Zero Tolerance on the Genesis, the first FPS on home consoles and now a cult classic. Technopop was also working on a sequel titled Beyond Zero Tolerance, that unfortunately was never completed. Do you remember anything about this lost game? Was it requested by Accolade? Why was it cancelled?


Ken: Zero Tolerance was the first thing I ever worked on. The developer was external, I was part of the internal art team that created supporting artwork… the fullscreen end-of-level illustrations and avatar portraits. I think I did what was the final victory piece of the soldier with a foot on the dead alien boss. I don’t recall much about the sequel. I think the original just didn’t sell well enough to warrant continuing with it. Back then it took a while to get the sell-through numbers back to analyze, so it wasn’t uncommon for a team to start on the next thing right away (why lose time) while waiting for sales numbers to come back in. Also, Accolade was in the midst of a lawsuit with Sega over cartridge copy-protection, so it’s also possible that Accolade just didn’t want to ship anything else on the Genesis, which as a platform was waning by then. By the time ZT2 was discontinued I was working on Deadlock, though, and outside the ZT2 loop.
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Luca: In 1997 you worked as lead artist for MindFuck, a prototype for Playstation and PC that was then released in 1999 as Slave Zero for Dreamcast and PC. Can you tell us how the project was conceived, how it evolved and what was changed / cut in the final game? Were you inspired by classic cartoons with mechs as Patlabor and Evangelion?


Ken: MF was conceived by producer Matt Powers as a high-octane action shooter, straight-up cyberpunk, rated M. The main character was a female bounty hunter named Clash, who wore spikes and latex. This was well before the Matrix surfaced that look into the mainstream (we were both pulling from similar club/ fetish inspiration) but we were more Heavy Metal/ Fifth Element/ European graphic novel leaning.

We had a running prototype of Clash in a section of city fighting some gang punks, and a lot of lore written for the world. Our goal was to recreate the feel of the first action scene in Blade Runner… a gunfight in a crowd of people, full sensory overload. The technical challenge was how to populate a city like that? Way ambitious for what the 3D cards could actually deliver, but we were looking into voxel engines and other techniques that could deliver the density of experience we envisioned. We used middleware that would drop polygons as needed to maintain framerate.
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I think Shiny’s Messiah was pursuing those kinds of techniques as well. As we started to do population tests the bone and poly count on NPCs kept dropping and dropping for the number of individuals we wanted onscreen, until what we had was these 10-segment mannequins, with each bone as one textured triangle. Without alpha. They looked terrible… unless you were far away from them, when they were small onscreen… they were believable small. You see where this is going. Our design lead, Sean Vesce, hesitantly pitched pivoting into a giant robot game to solve the scale issue. The team was fully into it. Now, Sean had been a lead on Mechwarrior 3 so when he envisioned “giant robot” it was this slow, lumbering mech, which is against the original high-octane action intent.

Neither Sean nor many outside the team (execs, squares) could envision something fast *and* big and insisted we alter the design for a slower game. I’d been a longtime anime fan and grew up on Gundam and Patlabor, so I put together a reel of the best urban combats from those series plus some Evangelion fights. As soon as they saw it in motion, they got it. The Evangelion stuff horrified the squares, though, but I knew that darker direction would work for the fanbase. Things that got cut/ lost: the original design for Slave Zero (a blend of concepts that artist Chin-han Hsu, Ted Naifeh, and I created) was creepier and there was an original subtext that that would play up the sacrifice aspect… the hero (“Chang?”) permanently merging with this monstrous machine, losing his humanity forever.
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The menu screen captures the only moment we see him as a human being, this little silhouette contemplating the giant SZ prototype in its vat, before merging with it. Accolade’s president couldn’t get behind a monster as a protagonist (it was pretty creepy, Giger-esque), so we redesigned Slave Zero to be more masculine and heroic looking. We kept a dumbed-down version of the original Slave Zero as the mass-produced Slave units in the final levels of the game. That design was my baby, I wanted more for it. The story subtext was lost as we cut cutscenes to make the schedule, leaving behind mostly just the level progression, intro/ outro and boss introductions to deliver plot. Ted (an accomplished comic book writer/ artist) have bandied around the idea of resurrecting the design and core idea and doing it *right* as a graphic novel but we haven’t put our heads together on it in any real way.

Luca: Do you remember any cancelled game that was in development at Accolade before the purchase of the company by Infogrames? If so, can you share some details about what it could have been?


Ken: That’s a fuzzy period. We didn’t have much in development… by the time of the Infogrames purchase Accolade had pivoted to a “fewer, bigger, better” strategy with bigger investment behind fewer titles. The only game I recall being cancelled around then was a Star Control offshoot called “StarCon”, developed by the team right next to us. It was an action spaceship shooter. Looked nice, but the codebase and development was troubled, and it was cancelled.
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I don’t remember any other games of note from around that time. Honestly, Infogrames was interested in Accolade for just two things: the North American distribution network we had, and the exclusive Hummer license (which pushed Test Drive: Offroad to the stratospheric success it didn’t deserve). I think Slave Zero was published just because it was done and ready to go. It was aimed at core gamers, whereas Infogrames’ portfolio was more mass-audience.We ported it/ published it on Dreamcast in what turned out to be, in hindsight, a move to clear up the lingering liabilities from the Sega lawsuits (Accolade owed Sega a ton of money which it still hadn’t paid) to make the Infogrames purchase financially feasible. One less red mark on the books to deal with.

Luca: You worked for about 10 years at Planet Moon Studios, a talented team that developed such cult-classics as Giants: Citizen Kabuto and Armed and Dangerous as their first two released projects. Both titles were acclaimed by gamers and the press at the time, but it seems that they did not sell as much as they deserved. What did the team feel at the time? Were sales enough to justify all the effort and creativity put in such great projects? It seems that after a while Planet Moon stop working on original games and to survive they had to develop tie-in games and casual titles, before to close down in 2011.


Ken: Ah, Planet Moon was family. We were disappointed that the sales weren’t better, but the effort and creativity were rewards themselves. We were firing pretty well on the creativity front, but as a small studio (10 people) the best quality we could get what we both ironically and earnestly referred to as “handmade, lovingly crafted”, instead of “polished”. We made up for polish with charm. However, the software on Giants and AnD was buggy, which didn’t help.

In the case of Giants, though, Interplay was tight on cash at the time so we didn’t have the support to capitalize on all the critical awards with an “Editor’s Choice” version or marketing. We had acclaim from fellow developers and core fans but mainstream success was elusive. A big part of it was that we couldn’t help ourselves but to be weird and funny, and often ended up with the “quirky” label, is like sales kryptonite.

Around 2004 the PSP seemed like the perfect fit for Planet Moon… not only a super sexy device and mobile platform that we could innovate on, but we could also avoid the scale trap that console development was becoming at the time (100+ person teams to meet the scope/ fidelity expectations on XBOX 360 and PS3) and keep developing/ innovating with a sensibly sized ~16 person team. After INFECTED (the first time we got branding right… “INFECT THE WORLD”) we focused more on providing innovative gameplay, polish, and execution for existing IP, rather than our own quirky wrappers. We revived Sega’s Afterburner, were pretty deep into a Conan game (to tie in with the then-planned Robert Rodriquez film), delivered a solid Wii-centric sequel to Drawn-To-Life and Disney’s Tangled for Wii and DS (the DS version done in the style of Mary Blair/ Sleeping Beauty), a DS version of the Brainquest cards, and were in development with Beyoncé on a dance game for the Kinect. Mixed in there we did do some original titles… Battle of the Bands (internal working title: “Mr. Hong’s Violent Orchestra”), Smarty Pants, Booty Blocks on the iPhone, and the cancelled My Amazing Story.

The thing is, it wasn’t like an emotionally debilitating decline from being this troupe of auteurs into doing IP and casual games. A lot of us were older and had children, and it was rewarding making games our kids could enjoy with us. Along the way there were a lot of good design and technical challenges that were fun to chew on (like Rapunzel’s hair!), and we developed a rep as a house that delivers really neat gameplay with pretty artwork, reliably and on schedule. There was still a desire to forge our own destiny instead of continuing with the work-for-hire path we’d been on. The Beyoncé title was going to be our last IP project … it was a big big bite that would set us up to pursue a following strategy for smaller, innovative games again. We were making fantastic progress when that whole thing came to a sudden, unexpected end. Alas.

Luca: Armed and Dangerous had some of the crazier and most original weapons ever: the "Land Shark Gun", the "Topsy Turvy Bomb" or the "world's smallest black hole" are still remembered and loved by those who played the game. How were such eccentric weapons conceived? Were there any other over-the-top weapons that were conceptualized, but then cut from the final game?


Ken: Those things came from pure folly. The “Topsy Turvy Bomb” was conceptualized out of a bug that Tim Williams experienced while playing around with design values in the game. He either accidentally flipped the camera upside down and ran around like that or flipped the camera AND world geo and fell off… either way, thinking “wouldn’t it be funny if everything fell off the world but I held on…” The “Land Shark Gun” was actually named by the players or press.
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Bob Stevenson had designed a bunch of goofy weapons… one that looked like a tuba, one that looked like a shark with a missile that had a fin, one that was a boxing glove… I modeled them all. We released a screenshot of the protagonist, Roman, holding that ridiculous shark rifle (there was no gameplay on it at that point, it was just a model) and someone referred to it as “the land shark gun” in a caption or comment. Bob and Nick Bruty really liked that label, and the design followed. The “World’s Smallest Black Hole” was a reference to the “World’s Smallest Nuclear Bomb” from MDK.

Nick knew what he wanted for the effect, and for the actual bomb he just wanted a box that would be thrown, bounce, then open, releasing the black hole. I decided to make it a shitty, beat-up cardboard box, like, the least awesome thing to hold a freaking black hole. Bob had a design theory that if you can get a laugh out of someone, you’ve got them on your side. So if we could get a good laugh out of an idea, we knew there was something there. That’s true for just about any other positive emotional response. Charm is charming. Also, we drank a lot. A lot.

Luca: Other than the Xbox port of Giants: Citizen Kabuto, Conan for PSP and BEYONCÉ: Star Power do you remember any other cancelled game in development at Planet Moon Studios during those years? If so, can you share some details about what it could have been?


Ken: Wow, you guys have done your homework. We did a LOT of pitches and internal prototypes. We had a hip-hop-flavored destructible environment game in prototype after INFECTED. The idea was that you would be these bees that would cause ever-escalating catastrophes from small butterfly-effect-like actions, and the whole world would bounce along to the soundtrack. We had a really quickly hacked Cylon flying shooter that we put together to try for the Battlestar Galactica license. That flying engine became Afterburner: Black Falcon.

“Octokid”, a pitch for a puzzle game about a cephalopod-headed kid who could fit into small spaces and reach/ snap things with his tentacles. Super-cute looking. “Yes, Master” a Tim-Burton-eqsue side-scroller game where you played Igor and had to keep the castle in order for various masters, corralling loose monsters and killing/ saving guests. It would have probably been similar to what Double Fine did with “The Cave” but with more twitch and destruction. One that was just concept art about guiding a somnambulist through his house and other dangerous areas safely. A bi-plan dueling game, like where you are rapier-dueling someone while on a bi-planes wings. Handlebar moustaches. I’m sure that one had more to it, but Trevor Grimshaw just made art for that one image.

A Wii game about schoolyard bullies. We were working on a guitar-teaching game with actual guitars… there was a prototype about pasta. We had done some work on INFECTED2. There’s probably others I’m forgetting or that never made it to pitch/ prototype or died on napkins.

Luca: It seems that you also worked for some months at Crystal Dynamics as Senior Artist for Project: Snowblind, what do you remember about the changes made to the project, to transform Deus Ex: Clan Wars into this new IP? How much had to be cut to create the new game?


Ken: Not that much changed, we just swapped the wrapper and protagonist. Over the course of the year I was on the project at Crystal (during a Planet Moon “funding break”) Deus Ex 2 was having trouble selling through and retailers were cool at the prospect of another entry in the franchise showing up on their shelves when they still had stock of the underperforming sequel. I was a level artist on the project but was drafted to redesign the main character, Nathan Frost, from the original greaser cyberpunk dude (leather jacket, mirrorshades) to a more military, spec ops type guy. That was a pretty good team. Everyone was in it to win it.

Luca: Working on videogames is often tough and grueling work, but every development team has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories from your experience in so many different gaming studios?


Ken: One catastrophe (I won’t name the studio) was when a sister project turned out to be totally failing despite passing all of its publisher milestones. It turned out that the publisher’s metrics for measuring progress was full of holes and the dev team was failing really badly without anyone noticing. They were about to hit alpha without a playable game. The whole project was a mess… the team culture, the software, the design and art quality… with really haphazard production and organization through and through.

Everything you could do shitty was done shitty, but no one noticed because it was getting past milestones. So me and my top two leads were dropped in like the Three Horsemen of Death right on the cusp of Alpha and proceeded to strip the project down to its bones and then basically kick flesh back onto it over the next couple months. We shipped something that was actually good, and on time, out of something that was on fire.

The three of us basically did the job of senior producers, but we chose to be credited with our usual creative titles. Publisher never knew. These behind the scenes stories are pretty common. There are so many weird stories and funny characters that they almost become commonplace in your memory. Most are best shared over a drink :P. Here’s one, though… I worked with one engineer who used to work at NASA. Classic: glasses, trousers, short-sleeved dress shirt and tie, total Dilbert archetype, super smart. He was particularly touchy about getting assigned bugs, and would argue with QA over their validity, totally denying that any were in HIS code. One time he screamed “There are NO bugs in my code! I’m from NASA, where BUGS MEANT PEOPLE DIED. That’s NOT my bug.” (It totally was).

Oh, here’s one: At Crystal Dynamics, the Eidos management made a bet with the team that we could not get 80% of the team (women included in the count) to commit to wearing a moustache through Beta. If we could, the Eidos management would all wear the identical facial hair of the team’s choosing for two months (or something) and *could not tell anyone why*. We made up a chart of approved moustaches… basically, you had to have a bare chin, no dictators or fictional characters. So no goatees, Hitler, no Fu Manchu. You had to commit to looking like an asshole. On the chart we had the John Waters, the Magnum PI, the Sam Neill (a Magnum that you let grow over your lip), the Lemmy, the Hetfield, the Musketeer, the Burt Reynolds, handlebars, etc. And the team did it! Now, it was pretty weird looking when we were together. Like, imagine you’re out a lunch in Palo Alto and there’s a table next to you of 6 people and they *all* have some variety of a porn ‘stache. You’ totally side-eye that group.

And I had just bought my first cool car, a Mazda Miata: up until then I only had practical cards, Toyota Corollas and such. So here I am in my convertible, top down, feeling super cool, and I’d roll up to a stop light and glance to the side and see my reflection in a store window, with my moustache, looking like a total pervert. Ruined. So we won the bet, and the team chose the Hetfield for the Eidos heads. On the day after Beta, the entire dev team went to the Sears Photo Studio and had portraits taken. The group photos were framed on the entry wall at Crystal’s old office and I heard they were up for a while. The individual portraits were put on mugs that, from what I hear, are still at Crystal… so there’s someone drinking coffee out of a mug today that has my perv stache on it.

Luca: That was the last question, thanks a lot for your time Ken!


Interview with Novak

Interview by: Luca Taborelli (monokoma)

Novak has been designing and developing award-winning video games for 29 years, creating branded properties and original IPs for many game publishers, including Sony, Nintendo, Electronic Arts, Sega of America, Nokia, Fox Interactive, Virgin Interactive, Simon and Schuster, the Haley Miranda Group, and Toyota/Scion. He started making games in 1982 as an assembly language programmer and designer at Sega’s Coin-Op division during the Golden Age of the Video Arcade and has been publishing games regularly ever since.

While Project Designer at Mattel Toys, Novak received the Creative Excellence Award and also attained Mattel’s highest honor, receiving two Chairman’s Awards for his game design of Nintendo’s “Super Glove Ball” and for designing the interface used by the world’s first interactive TV show, Captain Power and the Soldiers of the Future.

Before his immersion in all things digital, Novak was a central figure in San Francisco’s emerging punk rock scene. He founded two independent record labels, Dumb Records and Nth Degree, and produced underground hit records for the most notorious first wave of SF bands such as The Nuns, Crime, The Readymades and The Survivors. Novak’s undergraduate studies focused on avant-garde electronic art and music composition.

He was the studio assistant of the 20th century’s most influential composer and thinker, John Cage. He regularly gave lecture/demonstrations in local high schools with early synthesizer pioneer, Robert Moog, and produced many new music concerts for visiting experimental composers and artists, including Philip Glass, Alvin Lucier, Frederic Rzewski, Kenneth Gaburo, David Behrman, and Merce Cunningham. During his career Novak has worked at Zono Inc on such legendary lost games as Freak Boy (N64) and Ringman (Dreamcast).

The first 4 questions of this interview were originally posted by Joe Stumble on January 2009 on his music blog, The Last Days of Man on Earth, now closed; republished here thanks to Novak.


Joe: In 1976 you get into Mills College in Oakland (California) for a Masters Degree in Composition and sometime later you founded your own indie label “Dumb Records” to publish your vinyl album under the name NOVAK. Can you tell us some more details about those early years?


Novak: My name is William Novak. For my NY band, we had Hells Angels as both protection and roadies (friends of the drummer), and the band all ended up wearing black Harley motorcycle jackets. When I got to San Francisco I had just cut off my long girl-hair into an extreme pompadour. With my New York accent, biker jacket and greaser hair, the other graduate students mocked me by doing 50s type greaser impersonations: Hey Novak, ya want some salad? while grabbing their crotch, ya know stuff like that. I started using just Novak, it stuck, and everyone I know to this day knows me as Novak. Sounds stupid but when I became better known and people started writing about me, the journalists went to great extremes to find out and publish my real name, so for kicks I went out of my way to keep it a big secret; it was good for press….
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Joe: How did you get into punk/new wave music? Also, you were located in the Bay Area, but you seem to be a little separated from the San Francisco scene (Nuns, CRIME, Mutants). Is this a fair assessment?


Novak: Nope, I was right in the middle of it all when it first started, for quite a while. Early on (1977-78), I was pretty involved with The Nuns and CRIME; I produced The Nuns demo tape and CRIMEs second record, way before the heroin hit town. I knew some of the other bands, like I knew Sally Mutant and those guys but never really got that friendly for some reason; they were nice enough.

Other punk bands like the Avengers pretty much avoided me; I said Hi to Penelope a few times but she was really chilly; I got the feeling they didn't like me one bit. It was later said that a whole chunk of the SF punk scene was put off by me being a dandy fancy-pants grad student at a hoity-toity college like Mills. Also, I wasn't the fashionable flavor of punk, my stuff was definitely 60s garage-rock inspired. But also my attitude was fuck everybody, I paid my dues.

Anyway, The Nuns and CRIME seemed to respect my academia and what I could do for them. After I recorded them I opened for both bands many times during 1977-78 (well, a lot of times for CRIME, just a few times for The Nuns). I think they liked having my band open for them as sort of a thank you for producing recordings for them for free and my band's material (cheesy 60s garage-ish) was so very much different than their songs and sound, there was no conflict. Also, my early bands were pretty crappy and sloppy, almost like comedy music. There was NO WAY I could ever upstage them.

Joe: After 80-81 you stopped recording records. Why?


Novak: In a nutshell: In 1982 I got a real job as an assembly language programmer and sound designer for SEGAs coin-op (arcade) division making video games. After getting into the Apple II in 79, I quickly became COMPLETELY OBSESSED with computers and software. In the early 80s I tried to program a comprehensive sound synthesis system- it was way beyond the Apples capability but I didn't know it; I thought it could do anything.

I learned programming from a guy in Berkeley named John Draper who was very interested in the synthesis I was doing (waveform interpolation, inverse Fourier transforms, stuff like that). He was also known as Captain Crunch because his legacy was that he could make free, illegal phone calls to anywhere in the world by using the whistle from a box of Capn Crunch cereal. I later learned he didn't need the whistle - he could make free/illegal calls just by whistling with his mouth - he had perfect pitch and knew the telephone audio codes. He was also famous as one of the original Phone Phreaks in the early 70s.

Those were the guys who broke into the Nixon White House's phone system: he went to the federal penitentiary for that one, I met him after he went straight. So after I graduated Mills CCM in early 1980 I had less and less energy to keep a band together as all I wanted to do was mess around with computers and program sound synthesis routines. In the prior 3 years I had played Mabuhay 50+ times and the best I could do was headline on an off-night like a Wednesday. Putting out records and paying for the band (truck rentals, gas, posters, and much time) was all paid for with what I earned as a waiter; it felt lame after a while.

So I stopped playing around 1980; but I still needed that excitement and working with BOB was my outlet for that. The Mab scene changed a lot in 81-82. The early excitement of The Nuns and CRIME in 77-78 went away; they were sorta getting stale too. New bands arrived and it seemed like the audiences then were all kids from the suburbs.

Joe: What ever became of NOVAK? What have you been doing since then?


Novak: Around 1981 I dedicated my life to doing weird things with computers. Unfortunately doing weird things doesn't pay very well. Fortunately though, a Mills classmate was lucky enough to land a job at SEGA, and when they needed a guy to program their new digital-sound boards, he called me and I got the job after I showed them what I had done on the Apple II.

I started working for SEGA in 1982 and have been making video games ever since. First I worked as a programmer then I became a designer. I left music for video games and never returned to writing music. Sega moved me to Los Angeles where I've been with wife Tina ever since. I met her at Mills more than 30 years ago. We now live in the Hollywood Hills.

My first big hit game as a designer was Super Glove Ball when I was at Mattel Toys. It was a game for the Power Glove (anyone remember that thing?) and the old Nintendo NES. It was the first mass market cybernetic device and the game was the first consumer virtual reality software. I owned a game developer company in the 90s which lasted almost 14 years. I did a lot of SEGA Genesis games in the 90s. My biggest seller during that period was X-Men 2 which was based on the popular cartoon; they hadn't made X-Men movies yet.
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Luca: Can you name some of your favourite videogames? Have you been playing anything lately?


Novak: I do have a Playstation4 and Xbox One, but rarely play them. Games like Witcher 3, Fallout 4, Metal Gear Solid, and even the indie games take too much time to get into, and I just don’t have the time. All my playing for the last 4-5 years has been on iPad, mainly because I don’t have to go into another room for the PS4, I can spend the game playing time at night in bed with my wife and dog! I’ve been playing these a real lot: Templar Battleforce, Air Attack 2, Downwell, Inferno 2, Xenowerk, Star Hammer, Particle Mace, Operation Dracula. I do have a 3DS but rarely play it these days. I did like Fire Emblem and the Castlevania one, and I just got Etrian Odyssey 2 but haven’t played it yet.

Luca: How was Freak Boy conceived? Who created its concept and how did it arrive at Virgin Interactive to become one of the first games announced for the Ultra 64?


Novak: In 1993 and 1994, I created the gameplay concept, demo and preliminary design doc of Freak Boy that I used to sign a joint-venture development partnership with Virgin Interactive, located in Irvine, California. Martin Alper was the President of Virgin and it was a priority and passion of his to get Virgin onto Nintendo’s newly announced Dream Team. Trouble was, he didn’t have a game in development or any early concepts that fit the bill. That’s where I came in, after I heard Martin was determined to propose something to Nintendo’s senior management. But first, let’s set the stage with some things that were sorta on my mind that influenced the design of Freak Boy.

1980 - Atari’s Battlezone game released in the arcades. It used vector graphics to draw three-dimensional shapes, but it was not raster-based polygonal 3D. 1985 and beyond - Super Mario games. 1988 - NAMCO’s Winning Run racing arcade game, the first video game to use polygonal 3D graphics. 1989 - Tetris on Gameboy. 1990 - Working at Mattel Toys as a Project Designer, I published my first video game design. It was the 8-bit NES game, Super Glove Ball for the Mattel Power Glove.  It was programmed (developed) by RARE in the UK. Their main programmer on it was a teenager, Paul Byford, who later joined me in the US as a Freak Boy programmer. And working with Chris and Tim Stamper was how I met all the cool European developers of the time.

1991 - Ed Zobrist and I left Mattel to start our own game development company, ZONO, Inc. Ed was Director of Boy’s Toys Marketing at Mattel. Our mission was to create and develop video game concepts and then “sell” them to publishers who would fund their development. 1993 - Nintendo’s Star Fox released for Super Nintendo SNES. It was expensive due to the SuperFX chip inside each cartridge. This chip was able to draw 3D polygonal graphics. October 1993 - SEGA releases 3D fighting game Virtua Fighter in the arcades. It was insanely popular and looked like nothing I had seen before. December 1993 - The original DOOM was released for MS-DOS machines. I’ve heard arguments that it is technically a 2D game, but it was the first game on a home computer that had convincing 3D graphics. This, and the earlier Wolfenstein (id) single handedly established the first-person shooter genre. December 1994 - SONY releases the original Playstation console. The hardware was designed to render 3D graphics, rather than the “normal” 2D sprite based hardware engines in large part because of Virtua Fighter’s success.

In 1993, I originally wanted to make Freak Boy for the then un-released original Playstation. Much more on this below. For the first few years of our company, ZONO, it was just the two of us. I would work up ideas that either Ed or I had, or both of us had. Ed would then make the phones calls, establish contacts and the business side of things such as contracts, and I would develop the concepts into something we could show and present to prospective publishers. We needed to sell game concepts to get enough money to actually make them. In 1991, after 7-8 months in business as ZONO, I sold our first game, TechnoClash (1993), to Electronic Arts for play on the Sega Genesis. 

Ed made a deal with BlueSky Software in San Diego to develop it as a joint venture with us. Ed would manage the project and distribute the money from EA. I would serve as designer and programmer, and BlueSky did the lead programming, all art and sound/music (www.youtube.com/watch?v=pn2fqVWESak). As we were finishing up with TechnoClash, DOOM came out. We almost didn’t finish TechnoClash on time because of it. The reason was, everybody stopped working and played DOOM all the time. All the time. It pretty much took over all the developers I knew. We had never seen anything like it and we all played it constantly.

I came up with the Freak Boy concept in large part mainly because of DOOM’s success and the huge phenomena that resulted, which I know sounds weird. DOOM is a FPS, Freak Boy was not in any way to be a FPS, which was the point. This is because, back then, EVERYBODY wanted to make a game just like DOOM. Everybody was pitching FPS’s to publishers non-stop, even though they probably couldn’t have pulled off John Carmack’s inspired, break-thru software engineering. In reaction to this, I wanted to do the opposite so I wouldn’t be competing with all the Doom-clones on the horizon. I knew I wanted to do something in 3D, and started thinking about what to do in a 3D game-space with a character.

Luca: Can you explain how Freak Boy’s gameplay would have been? How would players have been able to gain new powers and combine them together to create new ones? How would these powers be used to proceed in the game?


Novak: The original 1993-4 name of Freak Boy was “Stacker” because the main play mechanic consisted of stacking pieces a certain way in your character’s body. The position of pieces in the “stack” determined a piece’s function or special ability. For example:

- Drill Piece: If placed in the leg/foot, your guy could drill downward through the floor and open up new areas. If in the belly area, you could drill forward and break through walls and stuff. If in the head, you could drill upwards through ceilings, overhangs and/or enemies.

- Sticky Piece: If in foot, can better walk on slanted or narrow planks without falling off. If in belly, can stick to a wall and inch your way up. If in head, stick to the ceiling and “walk”/glide with your head over barriers, etc.

- Gun Piece: Foot: shoot bullets across the floor, tracking hills and killing crawling guys. Belly: Shoot straight out and around you. Head: Shoot bullets in an arc to shoot over barriers enemies are hiding behind.

- Bomb Piece, and I can’t remember all the others, etc. etc. etc.
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To get a piece, say the Drill, you’d jump on it. The piece enters your body and becomes your Drill foot. If you then jump on a Sticky piece, the Drill moves up to your belly, and the Sticky becomes your foot. If you then jump on a Gun piece, the Drill moves to the head, then Sticky to the belly, and the Gun goes into the foot. Pressing the “Pop” button ejects the top-most piece in the stack onto the playfield. And it’s how you would detonate the Bomb. The Design Goals I had in my mind were:

- It had to be rendered in polygonal 3D, the hot new thing in video games

- It had to be as different and as far away from DOOM as possible

- I knew people liked having their guy run around and jump on things: Super Mario Bros

- People also liked arranging objects in certain order to accomplish a task: Tetris

Luca: Was Freak Boy always planned to be a Nintendo 64 game or there were plans to develop it for other consoles or PC?


Novak: When creating the design, Sony was my one and only choice to present Stacker (Freak Boy) to because of a few things. I had heard they were going to release a game console to compete with Nintendo. Most everyone thought for sure it was going to be a huge failure, because Nintendo ruled the video game console world. I was also a huge fan of SONY because of the Walkman a decade earlier, their recording studio technologies, and also, at this time Sony still made the absolute best TV’s with their XBR line of sets. I had worked with Nintendo before while making Super Glove Ball at Mattel. 

The people I worked with at Nintendo of America were really nice (Howard Phillips, Gail Tilden, a little with Howard Lincoln). But their approval process to get the cartridges made was very, very difficult. Nintendo (the people were mainly in Japan I think) was extremely strict and a bit arrogant because they were the only game in town. On the other hand, when I heard about a possible Sony machine, we started calling around and sure enough, Sony was actively soliciting game developers to sign up for Playstation. Over a few months I met with them three times in their Culver City, California offices, and they were all enthusiastic for me doing Stacker (Freak Boy). 

They had an elaborate, detailed presentation of what they were doing with their Developer Program, with all the development software and hardware they would provide for free, with “endless” support and in-person help. They were bending over backwards to get developers on board the Playstation, and it worked. I was wrapping up a Stacker presentation to show Sony. I wanted to convince Sony to fund and publish it as a Sony-branded game. 

Then I got a phone call from Rebecca Allen. She was a computer graphics pioneer that Mattel had brought in years earlier as a consultant on a few projects, and that’s where I got to know her. Anyway, now she was an Executive Producer at Virgin Interactive. She was the one who told me that their President, Martin Alper, was desperate to have a game idea to take to Nintendo. He wanted to get Virgin on the recently announced “Dream Team” but didn’t have any in-house concepts to show them. So she asked me if I had been working on anything they might be interested in.

At first, I told her no, I have this Stacker concept, but I was taking it to Sony. When I told my partner about this, he convinced me to give Virgin a shot, and not to put all my hope into Sony, as they might pass on Stacker/Freak Boy when it came time for them to fund us. So I ended up meeting with Virgin and Martin Alper. He loved the idea and immediately worked out a deal with my partner to bring me on-board as a contracted designer. Part of the deal was how money would be split up if we got Nintendo’s sign-up, how much they would pay me to work on-site in their studios, who owned it, and things like that. Virgin and Martin Alper then arranged for me to meet with the top Nintendo executives at the January 1994 Winter C.E.S. in Las Vegas, in like THREE WEEKS!

They paid for me to go to the newly-formed Digital Domain, James Cameron’s visual effects company. I worked with them to make a short video of a Stacker character showing how pieces were captured, used in various body positions, and popped out. It was really short, like 30 seconds, because this kind of computer graphics work was VERY expensive. 

The video was rather plain, the character being a generic-looking, featureless guy. I don’t have a copy of the video now, unfortunately. We did this over the Christmas holidays. (At the time, the Consumer Electronics Show was were all the video game companies showed their new and upcoming releases. E3 didn’t come into being until 1995, and E3 took over all the video game stuff that used to be at CES after that). Martin Alper, Rebecca Allen and I met with Nintendo senior executives in a conference room at the January 1994 CES. 

I was never so nervous in my life. There were 5 or 6 of them, all from Nintendo Japan, all “older” gentlemen and all were wearing gray suits. When I first met them as I entered the room, they were stern-faced and very serious looking. No smiles or joking around with these guys. And one of them was the person who created and developed the original 1986 Metroid, my all-time favorite NES game, and that made me even more nervous.

My presentation to them contained the 30 second video and some diagrams I made, but it was mainly me talking and walking them through how the game worked. I started off by telling them I wanted to make the game the “Nintendo Way” and not the way Americans tended to make games at the time. I explained that American developers tended to concentrate on the art and level layouts first, while the programmers were working out how to code the play mechanics.

Nintendo, on the other hand, STARTED with the play mechanics, got the program code working they way they wanted, and THEN started building the world around the gameplay actions. I then tried acting out like I was the Stacker/Freak Boy character. I walked up to a wall and pressed my stomach against a wall to demonstrate the Sticky piece in my belly. To demonstrate the Drill piece, I stood up on a chair, made a pointy shape with my two arms above my head, and jumped up hitting the ceiling to show them how to drill upwards. This move (unintentionally) punched out a tile in the ceiling and the Nintendo executives all started laughing. I’m glad I didn’t fall off the chair! For the rest of my presentation, they were all smiling, laughing and nodding. Sometime later after all the contracts and agreements were made, Virgin joined the Dream Team!

Luca: What do you remember about the early days of the Nintendo “Ultra 64” and the organization of the infamous “dream team”, composed of many big names in the gaming industry at the time?


Novak: When we all (i.e., the game developers I knew) heard of Nintendo’s plan for a Dream Team, a lot of us thought they had lost their minds. The initial announcement of a VERY SMALL, “elite” number of developers puzzled us. Sega had hundreds of developers for their Genesis, Sony was lining up hundreds of guys for the upcoming Playstation. And Nintendo had 8 or 10 and that was it? People were also puzzled about their selection of developers. Remembering the members of the early Dream Team:

- Rare Ltd. OK this made sense. Rare made tons of games for the NES and SNES, and they were really good.

- Williams Electronics - OK this sorta made sense. Williams’ main effort was in designing and producing pinball machines and video arcade cabinets. But they had never made any game software for home consoles. It’s a whole different mind-set.

- Paradigm Simulation - they had never made a game, but they had good simulation technology, and the word was they were working under Miyamoto’s direction.

- Gametek had crappy little games and no hits.

- Acclaim was known for spending all their money on expensive movie licenses and putting out really bad games based on them. In my opinion, Acclaim was the start of the industry-wide perception that movie-based-games were garbage.

- Spectrum Holobyte and Sierra Online were computer game developers and never made a console game.

- GTE Interactive Media and Angel Studios had never made a game. 

- Angel Studios was a computer graphics studio in San Diego that made animations for advertising and movies. I ended up working with them later because the next game after Freak Boy that I designed (with Ed Annunziata) was Mr. Bones for Sega Saturn. Angel Studios did the computer graphics cinematic cut scenes for Mr. Bones. Fun Fact: In November 2003 Angel Studios was bought by Take-two and renamed Rockstar San Diego.

Other early day N64 memories: At the start, we were ramping up the team, searching for artists and programmers with 3D graphics experience. We were housed in one of the two or three large buildings that Virgin had in Costa Mesa, California. There were at least 8-9 projects in production when I arrived. For example, Toonstruck had just started up, and they were shooting the greenscreen live-action video with Christopher Lloyd (Back to The Future actor) out in the parking lot behind the building.

At the center of the early N64 software development “kit” was a Silicon Graphics (SG) computer. SG made medium and high-end computer graphics workstations. Nintendo chose this computer to emulate the N64 hardware which wasn’t ready yet. The SG computer was very expensive, even by software development standards. It cost between $40,000 - $110,000, depending on configuration. The SG was a large cube and it required a “clean room” and some serious refrigeration in order to run. So Virgin had to build a special room right next to our team’s room. 

It was the size of a very large closet, it had to be sealed up to keep all dust out of it, and it needed refrigeration. The refrigeration unit was placed on the roof, so they had to cut holes through the roof, and build a whole duct system. Walking into the SG room was like walking into a large refrigerator in a restaurant set to “cold.” Between building the clean room, wiring, ducting, refrigeration and networking to the team room, the whole “development kit” cost about $400,00 - $500,000 depending on who I talked to.

At the time I was coming off programming a Sega Genesis game and I thought how crazy expensive doing 3D games were. The Genesis development kit toward the end of its life-cycle consisted of a PC and a $125 board that plugged into the cartridge slot of the Genesis. You’d download your program to this board and it was like it was on a cartridge. Also at the start, everyone was afraid of the 3D graphics, because, except for one programmer, no one had ever done anything with real 3D polygonal graphics. We were all 2D sprite guys. I was especially concerned about what to do with the camera in 3D space. 

3D PC games like Fade to Black and others had serious problems with the automatic placement of the camera, which would cut off places you had to jump onto, and other important things the player needed to see in order to succeed in the game. Once we were able to see Mario 64 and Nintendo’s brilliant solution of “dragging” the camera behind Mario, it was a really big relief. Mario 64’s camera system was simple, elegant and intuitive for the player. And in a way, so obvious I was embarrassed I didn’t think of it!

Luca: How did the name change from “Stacker” to “Freak Boy” come about?


Novak: Early on, the Virgin lawyers did a trademark/copyright search on the name “Stacker”. It turned out there was a computer hardware company in California that trademarked “Stacker” for their line of high-density industrial disk drives (that “stacked” up). So I set out to come up with a new name for the game. I had a list of 25-30 names as possible candidates. 

When I was going through them with the Art Director on the project, Patrick Moran, Freak Boy caught his eye and said, “This is the one!” Patrick spent a couple of years studying with a comic book artist and was really into underground comics. He said something like Freak Boy is a modern, comicbook-type name, and he told me about how HellBoy had just come out the year earlier and was getting a lot of attention in the underground comic world. So I went to the producer-at-the-time to tell him what the new name was. (Producers changed every couple of months, more on this below).

Anyway, this producer, who shall remain nameless because he was a real jerk, told me “No way. Over my dead body will it be called Freak Boy”. He wanted to call it “Amp” or something like that. By the way, as the team got bigger, I started losing control of the direction of the game, and this is a good example. What the thing was, is that I was an outsider and the middle-management and Vice Presidents at Virgin resented the fact that they were working on a game that didn’t originate in the Virgin Studios. They were pissed that President Martin Alper brought in an outsider with a project. They resented the fact that they couldn’t come up with something that would have gotten Virgin on the Dream Team. And they took it out on the Freak Boy project, because they each had their own pet-projects they were trying to get approved for development.

Also, except for me and programmer Paul Byford (who came from Rare), all the team members were Virgin employees, so they did exactly what the producer told them, because he was their boss. He could promote them, give them raises, or fire them. So the team went with the producer when I had a disagreement with him. It was pretty ironic because I was the reason they all were hired in the first place. More on this when I talk about the pre-rendered animation that was shown at E3.

So when the producer said “Over my dead body . . .” I entered a period when I HATED THE NAME OF MY OWN GAME! I don’t remember how many months it was, but one day I was called into the Vice President’s office, and the producer was there too. They were really, really mad and started yelling at me. They were mad because President Martin Alper told them he wanted the name of the game to be Freak Boy and that a trademark search has come up clean with the lawyers. They accused me of going behind their backs and pleading with Alper to strong-arm them. 

But I didn’t do it, I didn’t go to Alper at all. They didn’t believe me, and I don’t think they ever believed me even after the truth came out about what happened. So I went to Martin Alper to essentially thank him and find out how he even knew about the name Freak Boy in the first place. He knew it originally as Stacker, and wasn’t aware that the producer said “Over my dead body will it be called Freak Boy”. He told me that a few days ago he had a meeting with MTV about maybe making TV shows based on Virgin games. But he didn’t feel like he had enough material that would interest them. 

The morning of the meeting he was in the copy/printer room, and two secretaries were in there, and they were talking about “Freak Boy”. How they knew about the name and why they were talking about it is still a mystery, but there’s always a lot of gossip in the office. Martin said the name caught his attention and he thought it would appeal to MTV more than any other name in development. So Freak Boy it was, and it really pissed off the middle-management executives that Martin overrode them.

Luca: The graphic style of Freak Boy was really original for its time, an abstract and cool mix of polygons and vibrant colors, only in the last few years we were able to see something like that again in videogames, with titles such as FRACT OST. Who designed the style of Freak Boy and was there anything in particular that inspired it?


Novak: It was the Art Director, Patrick Moran, who created the look of Freak Boy and the look of the worlds. I don’t think he was influenced by anything other than the conversations we had. He was also the one who picked the Freak Boy out of my list as his favorite name. These days, Patrick has an art gallery in Laguna Beach, California, and has returned to selling his paintings. He’s been a classically trained artist his whole life. I haven’t seen him since the Freak Boy days, but have been in touch every once in a while. Patrick Moran’s Art Gallery: www.morangallery.com

Luca: How many people were working in the Freak Boy team?


Novak: I think it got up to 35-40 people, not counting the administrative people. But at times, employees were moved around to different projects going on. A number of other projects got into trouble while I was there, and Virgin moved people around to try to put out the fires.

Luca: Was Freak Boy divided into different levels or was it a single, big world to explore?


Novak: It definitely was not a big open world. It was different levels. I believe I used the Hub model to structure how individual levels were laid out and unlocked. The “Hub model” refers to a wheel, like a bicycle or wagon wheel, where the Hub is in the middle and the game levels branch off from the Hub like spokes on a wheel.

Luca: What do you remember about “Freak Boy” pre-rendered animation that was shown at E3?


Novak: This Animation was done without my knowledge and definitely without my approval. IT COMPLETELY MISREPRESENTED THE GAME DESIGN! It came from the “Over my dead body” producer. In his contract with Virgin, there was what’s called a “Completion Bonus.” Completion Bonuses were fairly common to give producers an incentive to finish a game by a certain date, like the Christmas season. He would get the Completion Bonus if he could get Freak Boy done in EIGHT MONTHS!

He came to the conclusion that the only way to finish anything in eight months was to turn Freak Boy into a driving game, which was much easier to produce than a puzzle-based, “free roaming”, third-person action/adventure type of game. So behind my back, he told select team members that Freak Boy is now a driving game, and to put together a video to show it this way for E3. After E3, of course I was furious and eventually dragged Martin Alper into the battle. Many fights went on and before it went back to my original design.

Luca: A few gaming websites during the N64 era wrote that Freak Boy had to be reworked many times, what kind of changes were asked and why? How many of these changes were implemented?


Novak: They weren’t changes in the traditional sense, they were complete overhauls, when all previous work was thrown out and the artists, and sometimes the programmers, had to start over from scratch. This happened a couple of times. The reason was that producers were switched around the Virgin studios like crazy. Freak Boy had a least five different producers over two and a half years. 

Rebecca Allen, who brought me into Virgin, argued constantly with the Vice Presidents, and after a while she couldn’t stand it anymore and left the company. We even had a period of 3-4 months where we had no producer, which was great because we could get a lot more work done. I think the reason producers were shifted around so much was because other projects going on were behind their release dates and things like that. 

When other Virgin projects got into trouble, they would throw a new producer in there in the hope they could turn it around. If they didn’t fix-it in 5-6 months, they would be removed and reassigned to another, and another producer would be sent in. Typically, when a new producer came onto Freak Boy, they threw out the previous producer’s development plan, and threw out the work that was done under him/her. The reason was, that if the previous producer screwed up, the new producer didn’t want to have anything to do with fixing someone else’s mess. So to play safe, they threw out everything. 

This is very similar in the motion picture industry: when a new studio head comes in, it’s not unusual for them to cancel all movies in development to wipe the slate clean. The best example of this that I will never forget: One of the Freak Boy artists, Quinto Martin (I think that was his name) made an interior of an alien space ship that was stunning, gorgeous, and the likes of which I have never seen in a video game. He did it mainly in oranges, browns and blacks. The entire team rallied behind it and thought it was fantastic. 

We were all excited to be so far-out, ground-breaking, and cool. Enter another new producer to Freak Boy (who shall remain nameless). When he saw Quinto’s spaceship art, he said: “When I walk up real close and look at a wall, I want to see ALL of the N64’s colors, no matter where I look.” To tell you what a royally STUPID comment this is, consider that: The N64 has 16.7 million colors available, and is able to display up to 32,768 simultaneous colors on-screen.

So . . . this moron producer essentially said he wants to see 32,000 colors no matter where he looks. So the producer threw out Quinto’s great spaceship. This is the MAIN reason Freak Boy was never completed: throwing out good work for no reason other than a new producer has come in.

Luca: How much of the game was finished before the cancellation?


Novak: It’s really hard to put a number on it because whole chunks were in different stages of completion, and I had long left Virgin and Freak Boy a year or two before the “official” cancellation. More on this cancellation below.

Luca: Why was Freak Boy cancelled? There’s an article on IGN that say that the game’s code was reworked too many times and became so messy that it was not possible to create a proper game anymore.


Novak: No, it wasn’t the game’s code. It’s because the whole of Virgin Interactive was on a path to demise. Sometime around a year after Freak Boy started, Virgin Interactive posted a loss of some $250 million or so. I don’t know for sure what happened at the highest levels, but what people were talking about was that Virgin’s owner dropped them like a hot potato, and Virgin had to find some big money, and fast.

When I started at Virgin there were a lot of game projects in production at the time in their studios. After this financial loss, in-house projects started to get cancelled, one by one, and whole teams were laid off. By the time I left Virgin after much disgust, only Freak Boy and one other game, a driving game they were doing for Sony, was left. But Freak Boy was dead with all the re-starts, even though they didn’t officially announce it was cancelled for well over a year.

This is what happened: After about two and half years on it, it became painfully clear to me that Freak Boy would never get done at Virgin. Cancellation of other projects and layoffs really depressed the team. All the re-starts and change of producers also took their toll on the project, the team and on me. And Virgin’s Vice Presidents hated my guts and behind the scenes did whatever they could to retard Freak Boy production in order to presumably try and save their own pet projects. So after two and a half years I wanted out. 

Seeing how Virgin was deteriorating, I had been working for awhile to get other outside projects off the ground. I told my business partner I couldn’t take it anymore, and that the project was hopeless. There was a clause thing in our contract, so I was able to pull out legally. So why didn’t Virgin announce the cancellation at this time, when I left? It’s because of another clause in our contract. 

I don’t remember the wording of this clause, but it said something like, that if it wasn’t completed in some time frame, or was cancelled, THE RIGHTS TO THE GAME WOULD REVERT BACK TO ZONO (my company). Yes, my partner was a pretty sharp business guy. This pissed off the Virgin Vice Presidents even more when they learned of this. They were furious when they found out that after all the money spent in two years, that Virgin wouldn’t even own the game and it would go back to me (ZONO) if they cancelled it.

So Virgin didn’t officially cancel Freak Boy for over a year, mainly, in my opinion, out of pure spite. When I left, development was halted, but they told the press it was still in production, because they didn’t want the rights to go back to ZONO. I had some friends who were on Virgin’s Freak Boy team, and they told me that after I left, the whole N64 team was moved off Freak Boy and onto a Las Vegas casino gambling game for the N64 that was the brainchild of yet another new producer, who I never met.

Luca: How much of the game was playable in the first prototype that you were able to preserve? In september 2015 a reader of Unseen64 randomly found a working early prototype of Freak Boy at a carboot sale in Guildford, UK.


Novak: I don’t know. That Freak Boy cart the fellow in the UK found that you posted video of, was not the first or only prototype. We regularly burned carts to test it out on the target hardware, the N64. 

Luca: After Freak Boy was officially canned, which was the next game that you worked on?


Novak: On the Freak Boy contract, I was required to be onsite in the studio for three days a week. I used the other days, of course, to work on Freak Boy, but I also scouted for new projects. As a game designer, you are always looking for what your next project is going to be. I hooked back up with my all-time favorite producer, Ed Annunziata, at Sega of America. Ed had this idea about a blues guitarist who was a skeleton. Ed and I designed Mr. Bones together, which was released on the Sega Saturn in 1996.

Luca: Do you still work on videogames? Which was the last game that you designed and released?


Novak: Yes, I teach video game design, and am head of the Game Art & Design department at Woodbury University in Burbank, California. So the games I work and help on are beginning student projects, not my stuff. The ten years before I started teaching, I contracted to a number of venture capital startup game studios. Some of the things I designed were Edge-Racers (MMO) that is currently in “legal-limbo” because the company was sold. Also I worked on another online thing called “MyHollywood” a game destination for middle-age women who didn’t play games. This company spent all their money before we could finish it, and they went out of business.

Luca: Who own the Freak Boy license today? Do you think that the project could be resurrected one day, or it was a child of its time and it would not be the same to release something like it in the current market?


Novak: I guess technically, my old company ZONO, Inc., still owns it, but Zono went out of business some 10-15 years ago. For me Freak Boy represents a moment in a certain time frame in video game history. Personally, I can’t see going back to it, but . . . if someone wanted to spend a lot of money making it for PS4 or Xbone, well, I’d have to think pretty hard about that one.

Luca: If you have any other interesting memories about creating Freak Boy, they are welcome :)


Novak: I met and worked with a lot of fantastic artists, programmers and designers. Most of them continued on in the game industry and got even better and better at it. I always wondered what would have happened if I never met with Virgin, and went straight to Sony first. The experience of landing a major game project with a major game studio on a major console was exhilarating and fantastic for about the first year. 

What happened, with the Virgin VP’s, producers, and ultimately the death of the whole project, was so devastating to me I never created another original IP (Intellectual Property). After that I preferred to be Lead Designer on projects that someone else originated. After all the dust settled, years later I always referred to Freak Boy as “The best video game in the world that was never made!”


Interview with Elisabetta Modena, Marco Scotti (MoRE Museum)

Interview by: Luca Taborelli (monokoma)






MoRE is a digital museum that collects, preserves and exhibits on-line refused and unrealised art projects of the XX and XXI century. The museum collects and exhibit projects that have been conceived on purpose for specific occasions, in determined contexts, even though not necessarily commissioned, and that have not been realized due to technical, logistic, ideological, economical, moral or ethical reasons, or were simply utopic, or a theoretical exercise around the theme of the unrealised. The museum aims at giving value, preserve and study those materials through research projects and exhibitions, capitalizing all the potential of the Web. The museum originates from an idea of Elisabetta Modena and Marco Scotti that are in charge of managing the archives, planning temporary exhibitions and coordinating the editorial activity and the debate together with a team of researchers, scholars, content and project managers, with the collaboration of a scientific committee and of invited external curators.

www.moremuseum.org
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Luca: To start this interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about who you are, your studies and what you are working on today.

Marco Scotti: Since last month (June 2016) I hold a PhD in art history. I am a curator and contemporary art historian too, currently working on post-PhD research at CSAC - Università di Parma. While at Accademia SantaGiulia, Brescia, I’m an adjunct professor for the course in Videogame Screenwriting together with Elisabetta, and I also designed with her www.moremuseum.org, a digital museum / archive / virtual exhibition dedicated to unrealised contemporary art projects. So I’ve obviously always been really really into unrealised videogames!





Elisabetta Modena: My cv is pretty similar: I hold a PhD in Parma and I am a curator and contemporary art historian too. Actually I am also working for the educational program for CSAC’s Servizi Museali in Parma and in this field I am exploring the theme of the edutainment.

Luca: As we can read in your website, the MoRE Museum is a digital archive to collect, preserve and exhibit refused and unrealised art projects: can you tell us more details about the project, what you are trying to achieve, as well as when and how it all started?

Marco Scotti: Everything started from a conversation between me and Elisabetta. We were trying to found out new ideas for our researches at the University of Parma, where we both were PhD students, and to analyze the possibilities of digital museums and archives, following what was happening with the Digital Humanities projects in many American universities. We then started developing the project with many colleagues and friends, and became something independent - even if it always kept an academic identity: we are still part of CAPAS, a centre of the University - where curators, project managers, media and communication experts could contribute. Unrealised art projects seemed the perfect subject for our research from the start: usually artist and critics try to hide them out - in architecture for example is quite usual to publish them -, to consider them as failures or missed opportunities, and the critical debate is still very thin. Moreover they are perfect materials to test and understand the potential of a virtual museum / archive, for their very own in progress and ephemeral nature!




Elisabetta Modena: We also aim to study and understand better the art system, the theme of artist’s production and the role of the project in respect to the artwork. In this sense we refer to a specific line of studies carried out by the University of Parma and merged in the Museum-Archive CSAC of Parma (Study Centre and Communication Archive), founded in 1968 by Professor Arturo Carlo Quintavalle and concentrated on assembling a collection of fine art, photography, architectural drawings, design, fashion and graphics, as well as organizing exhibitions and publishing catalogs.

Luca: Do you also have an “offline” archive for all those documents and artifacts that artists send to you to be preserved? Do you have a permanent location to exhibit the works collected by MoRE?

Marco Scotti: Not really, no. Since the start we decided to collect and preserve only digital materials - born digital or digitized by the artists in their studio - so we could focus on what we really were into: digital curation and preservation. Moreover this allowed us to be much more free from some art system dynamics: the economic value of the “real” artist project for example could have been a problem in some cases, with this digital-only policy we can focus just on the research. So our permanent venue is our website, even if there have been opportunities to exhibit drawings, models and other “originals”: for example the exhibition we curated last year in Parma, MoRE Spaces PERCORSI NELL’ARCHIVIO DEL NON REALIZZATO, at Palazzo Pigorini, where we re-constructed and showed unrealised projects by Valerio Berruti, Davide Bertocchi, David Casini, CRASH! (Scott King & Matthew Worley), Matthew Darbyshire, Flavio Favelli, Regina José Galindo, Goldschmied & Chiari, Franco Guerzoni & Luigi Ghirri, Ugo La Pietra, Claudia Losi, Eva Marisaldi, Jonathan Monk, Liliana Moro, Giovanni Ozzola, Cesare Pietroiusti, Luigi Presicce, Paolo Scheggi, Lorenzo Scotto di Luzio, Sissi, Luca Trevisani, Massimo Uberti, Luca Vitone, Erwin Wurm & Coop Himmelb(l)au.

Luca: How do you approach artists to collect their unrealized works? Are they usually open to let people to see something they were not able to complete, or are there some reasons why they don’t want to show those unfinished ideas?

Elisabetta Modena: The museum accepts donations of one or more unrealised art works of every author on digital format. The gathering is by invitation, offer and demand by the Scientific Committee members and curators. Each application is evaluated on its relevance to the purposes of the museum by the Scientific Committee which, together with the exception of the member proposing, assess the quality of the proposed project and decide by a majority whether to add it in the archive of the museum itself. The donation contemplates the right of usufruct by the artist and does not entail the impossibility to realize the donated project in case of opportunity.





Marco Scotti: Every artist has its own approach: some of them consider unrealised projects as an important part of their research, or as a way to explore utopian themes. In fact some projects are simply designed to be unrealizable! But obviously some others are still failures in the eye of the artist, missed opportunities, lost competitions. The relationship with the artists we choose to invite and work with is the most important thing, so we can then operate as digital archaeologists and reconstruct the project in all its phases…

Luca: Do you receive any aid from traditional museums for the MoRE project? How do you interact with other artistic and historical organizations to find support for your research?

Marco Scotti: Usually we try to collaborate with museums and institutions on specific projects. University of Parma has always been an obvious technical and research partner, and it’s strictly linked in many ways with the project, but there have been many partnerships: Fondazione Bevilacqua La Masa in Venice for example invited us to participate in a workshop, with the Museo del Novecento in Milan we organized a conference where researchers, artists and various professionals from the art world talked about the theme of unrealised, while MSU in Zagreb hosted us for a residence, where we studied the local avant-gardes, their archives, and we presented the project to the Croatian public. In this case for example we met on a common ground, as they were developing the Digitizing ideas project, a digital archive of conceptual art practices in Central and South-eastern Europe in the 60s and 70s.

Luca: Why do you think unrealised art should be preserved? What makes it interesting to look at something that will never be?

Marco Scotti: There are many pretty good reasons. Basically we believe that unrealised projects are fundamental to understand the research of an artist, his practice, his ways of working and developing ideas. And they could be very important also to understand how the dynamics between artist and the different kind of commissioners orient and modify the projects during their developing.




Elisabetta Modena: If you think for example to architecture, this question would not make much sense. Many architects actually achieve to build a minimum percentage of what they design during their lifetime and it’s normal for them to show and publish their unrealised projects. Is it possible today to consider in a different way art and design, videogame and architecture etc.? The art historian Boris Groys noted a few years ago that the theme of the design and the project has assumed in our age an increasingly significant role and an autonomous status which importance has not yet been fully understood.

Luca: Which are the main reasons why an art project is never realized? Too much ambition? Lack of funds?

Marco Scotti: We have tried to define several categories, studying the projects we collected: Failure to meet the commissioner's demands, theoretical exercise, logistical reasons, financial reasons, ethical reasons, regulatory / juridical / administrative reasons, project which wasn’t selected in a prize or competition, ideological reasons, technical reasons, political reasons, project abandoned by the artist… But usually lack of funds is the most common one to find out!

Luca: Do you think that videogames could be seen as some kind of art? Are there any “characteristics” that we can value to decide if a game should be considered art or not?

Elisabetta Modena: This is an excellent question, considering the controversy raised not long ago by their entry of a selection of videogames in MoMA's design collection. No doubt on the videogame’s value, quite a reticence due to the moral panic that it still generates especially at the general media level.




Marco Scotti: Yes, I don’t have any doubt about it! However, I think that we shouldn’t even ask this question: videogames are so important nowadays that they should be studied as we usually do with other still or moving images. Probably it’s easier to apply aesthetic categories or art history models on some of them, that focus more on some visual aspects, but they remain such a peculiar form of visual design that they probably don’t even need to be considered art. I prefer to consider the juxtapositions and contaminations between genres and languages, images and samples…

Luca: Preserving history and art is often tough and grueling work, but every researcher has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories from your experience as an art historian?

Marco Scotti: I’ve always been quite lucky with MoRE, and working with artists has always been great fun (well, really demanding too..). Sometimes studios visit and long talks with artists to reconstruct and find out unrealised projects involve many drinks, and this usually brings to funny and quite incredible stories, but for now it’s better to keep them private! And sometimes archive researches are the perfect way to discover stories and people you could never reach otherwise: I worked as a detective together with Anna Zinelli to discover the materials and the people involved in an unrealised project by Gorgona, a Croatian avant-garde group from the late 60s we really fell in love with.

Luca: Which are some of your favorite videogames? What are you playing lately?

Marco Scotti: The list of my favourite videogames is pretty long, and changes everyday. Moreover, I’m really lucky as I’m currently teaching Videogame Screenwriting at Accademia SantaGiulia in Brescia, so I also have to work with games! Currently I’m playing Proteus and Hotline Miami, as I missed them when they first came out, but Sensible World of Soccer and Indiana Jones and the Fate of Atlantis will forever be in my top ten list (I’m tied to the 90s, I know…).




Elisabetta Modena: Actually I'm attracted by very mainstream videogames, but I was recently fascinated by some “walking simulator” like The Vanishing of Ethan Carter (The Astronauts, 2014) I discovered thanks to the researchers of Archivio Videoludico in Bologna (www.cinetecadibologna.it/archivi-non-film/videoludico), a place that I’d like to mention in this interview because it is an extraordinary archive of (realized) videogames, and a forward-thinking and scientifically correct experiment, where every year we bring the students of our Videogame Screenwriting course. There is still much to do in this direction: it is a long way to go to give dignity to videogame as a medium and as a cultural product and I actually believe that your work contributes in this sense a decisive way!

Luca: that was the last question, thanks for your time!







Interview with National Videogame Museum

Interview by: Luca Taborelli (monokoma), Tony Peters

The goal of the National Videogame Museum (Frisco, TX) is to document, first hand, as much information about the creation and evolution of the videogame industry as possible and preserve as many physical artifacts as possible for generations to come. The vast majority of the people who created the videogame industry had no idea how enormous it would become and therefore never really saw much importance in what they were doing. The founder of Atari, Nolan Bushnell, felt he was creating something huge and saw videogames as having the potential to become a “billion dollar business”. There are individual games that make that much today. The National Videogame Museum presents the information and as many of the physical artifacts as possible to the public in an entertaining and informative way. Videogames are meant to be played and that is the underlying thought behind each and every exhibit in the museum, to allow museum patrons the opportunity to actually play as many games as possible during their visit.


www.nvmusa.org
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Unseen64: To start this interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about who you are, your experience in the videogame industry and your role at the National Videogame Museum.


NVG: The co-founders are: Sean Kelly, John Hardie and Joe Santulli. Together, they have been collecting videogames and related items for over 30 years. Sean and Joe both own gaming stores in Chicago and New Jersey, respectively.

Unseen64: As we can read in your website, the goal of the National Videogame Museum is to document as much information about the creation and evolution of the videogame industry: can you tell us more details about the project, what you are trying to achieve, why it’s important to preserve electronic game and how it all started?


Sean Kelly: There are many different ways I could answer this question, but indulge me a little with this explanation if you will… Today, explorers and archeologists go to great lengths to find out as much information about their discoveries as they possibly can. If the ruins of an ancient civilization are uncovered, archeologists go to painstaking lengths with chisels, pick-axes and tiny brushes to preserve every last detail possible. Imagine how much more information or knowledge we would have about past civilizations if those people had the technology and foresight to preserve information about important parts of their cultures. We have both the foresight and the technology to do it today, why wouldn't we? Videogames are a HUGE part of many people's lives. More than half of all Americans play videogames at some point in every day. Wouldn't it be amazing if archeologists 5000 years from now could not only read about the "Angry Birds craze" but potentially be able to actually PLAY the game? I certainly don't mean to imply that an iPhone with a copy of Angry birds on it that still works in the year 7016 is the equivalent of the Rosetta Stone, but we strongly believe that we should preserve as much insight into our past for future generations as possible.

Unseen64: Do you think that videogames could be seen as some kind of art? Are there any “characteristics” that we can value to decide if a game should be considered art or not?


Sean Kelly: Absolutely! There is no question that videogames are art. In fact, a videogame is one of the most complete expressions of art there is. Most people wouldn't disagree that more common artforms are paintings (or graphical artistic expressions), music and literature. A videogame is all three of these combined into one.

Unseen64: What kind of exhibitions and workshops are organized by the National Videogame Museum?


NVG: Here is a list of some of our exhibits:

Pixel Dreams: A 1980s-inspired arcade full of timeless classics such as Asteroids, Centipede, Donkey Kong, Space Invaders and more.

Giant Pong: Play the classic game Pong on the world’s largest home Pong console on a giant 15-foot TV replica from the 1970s.

Head-to-Head Hall: A hall full of gaming stations where you can go head-to-head with friends, family or competitors in tournaments. Guests may find a set of game systems and games they’ve never seen before or find a tribute to their favorite game franchise played on 10 different systems. The hall takes advantage of NVM’s 12,000+ library of games and will be an ever-changing area of fun.

Gearbox behind the scenes: See the actual office of Randy Pitchford, founder of Gearbox Software and creator of the games Borderlands, Brothers in Arms and Duke Nukem Forever.

The Timeline of Consoles: Learn the stories and see artifacts from more than 50 past and present videogame consoles on a physical timeline.
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Unseen64: Preservation is an important aspect of any museum. How are computers, consoles, games, etc. stored and maintained at the National Videogame Museum? How to let visitors to enjoy and play with old games, without risking to damaging those artifacts?


NVG: Everything at the museum is fixable or replaceable. We want guests to come in and get their hands on our games, consoles, etc. This is a very interactive museum and we’re allowing guests to play as much as they can.

Unseen64: How are pieces for the museum obtained? Do you collaborate with publishers, gaming studios and other videogames collectors?


NVG: Most of the items have come from our personal collections. A handful have been donated by fans and friends.

Unseen64: Does the National Videogame Museum contain any unreleased or prototype consoles, games or accessories? If so, could you tell us what they are and how they were obtained? If not, would the museum be open in the future to taking them in?


NVG: Yes, the museum has a few prototypes including:



	The only Sega Neptune prototype,


	the unreleased Barbie edition for the Nintendo Game Boy Pocket system,


	the Atari Mindlink controller (one of only two in the world),


	the ultra-rare RDI Halcyon laserdisc-based game console,


	the Nintendo World Championships cartridge from 1990






Unseen64: Do you receive any aid from traditional museums or the Texas government? How do you interact with other artistic and historical organizations to find support for your researches?


NVG: We have received aid from the City of Frisco. They are our main financial sponsor to turning this idea for a videogame museum into a reality.

Unseen64: While it’s already difficult to preserve old (and new) videogames that were officially published to the market, there is a whole world of cancelled projects that never seen the light of day and could be easily lost forever. What can be learned from an unreleased or unfinished game? What place do they have, generally speaking, in gaming history?


Sean Kelly: These early versions of games ("prototypes" as we refer to them) have been one of our top priorities for decades. These games offer unmatched insight into the development of a game and sometimes explanations as to why a game was cancelled. In the case of games that were eventually released, they allow us to follow the development of the game and watch it unfold into what the final product eventually became.

They are a hard-copy of the "story" of the games progression even if the developers can't be found to tell that story. Where cancelled or unreleased games are concerned, prototypes often tell the story why the game wasn't released. Playing some of them it's fairly obvious that the gameplay or even the concept itself is flawed and the final product likely would not have been up-to-par. Sometimes, however, prototypes bring more questions than answers. Those are the fun ones where we get to investigate what happened!
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Unseen64: Preserving history and art is often tough and grueling work, but every historian has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories from your experience founding the National Videogame Museum?


Sean Kelly: The path leading up to founding the museum is much more laden with funny stories than the opening of the museum itself but I'll tell one of the earlier stories that most people get a kick out of. Over the past fifteen years, we have been doing traveling exhibits at videogame industry tradeshows all over the country. We've done E3, PAX South, PAX East, SXSW, Game Developer's Conference, among others. In 2012 we did a pretty small exhibit at a show in Las Vegas called DICE. It was the first time we had ever done DICE so we really didn't know what to expect but we knew the majority of the attendees were industry higher-ups and we were looking forward to meeting some of these people.

This exhibit was attended by myself and my partner John. John and I are probably the least well-versed in modern gaming whereas our third partner Joe is much more up-to-speed with the current generation. Like I said, our exhibit at DICE was pretty small and we were actually tucked-away in a room off the beaten path a bit so traffic in there wasn't quite what we'd hoped. At some point over the course of the show, "some guy" got really excited about our exhibit. He talked to John about it for quite a while and told John that we should get together to push the plan for the physical museum forward.

One thing to keep in mind here is that we have had this exact same conversation with "some guy" at just about every show we've done an exhibit at. There's always someone who has a great idea and all kinds of cash and wants to help us out but it NEVER pans out. So at the D.I.C.E. Summit (when we had this conversation yet again, we kind of brushed it off and went about our business without getting too excited about it. After the show we reached-out to this person and he responded right away telling us we needed to come down to Texas to see what he had in mind. 

This time, "some guy" was Randy Pitchford, President of Gearbox Software! Randy had been building a collection of his own and he wanted to make sure that "someone" did a proper videogame museum. He was in the process of moving his company from Plano to Frisco and said we would love it in Frisco - he was right!

Unseen64: That was the last question, thanks a lot for your time!






Interview with Tim Williams

Interview by: Luca Taborelli (monokoma)

During his career Tim Williams has worked at Virgin Interactive, Shiny Entertainment, Planet Moon Studios, Ubisoft and Telltale on such classic titles as MDK, Giants: Citizen Kabuto, Armed and Dangerous and on such lost games as Propaganda (Playstation), Greed and My Amazing Story (Xbox 360).


Luca: To start this interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about your career in the gaming industry and what you are working on today.


Tim: I’ve been in the game industry for over 20 years, working as a Designer, Writer and Creative Director mainly in California, although I recently spent 3 years in France working on a game. More recently I’ve been working as a Writer on Minecraft: Story Mode at Telltale. It’s been a lot of fun as well as a big change because we release games pretty frequently compared to my console games of the past. It’s also allowed me to delve further into interactive storytelling, which is something I’m very interested in.

Luca: Can you name some of your favourite videogames? Have you been playing anything lately?


Tim: Going way back, I have very fond memories of the first Ultima games, and then moving forward I’d say I had a lot of fun playing Ocarina of Time, Tribes, Golden Eye, the Call of Duty games. And more recently I’ve been playing Clash of Clans, Clash Royale, and GTA V.

Luca: While at Burst Studios / Virgin Interactive you were working as Senior Designer on the cancelled Propaganda, can you tell us some more details about the game and why was it never completed? 


Tim: Our initial idea with Propaganda was to make a car game unlike anything that had ever been seen. We wanted a 3D game where the player would be able to freely move about a city, going on various missions, with a strong storyline and cinematics. We wanted to try technology that was pretty new to video games at the time such as green screen. In many ways the intent was to create a game much like what GTA turned into. While at Virgin, I spent a lot of time with the artist, Bob Stevenson, working out how the game would look and play. It was a lot of fun, but probably too ambitious for the time.
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Luca: Do you remember any other cancelled game in development at Virgin during those years? If so, can you share some details about what it could have been?


Tim: Bob Stevenson, John Botti and I worked on an unreleased platform game called “Greed.” It was basically like a game show set on an alien planet. You actually skydived down to the planet from a space station and start battling your way through while collecting as much money as you could. It was quiet absurdist, with aliens splatting and then leaving behind a briefcase that suddenly popped open, revealing stacks of cash. We really wanted it to be over-the-top and funny. We even tried out rotoscoping, filming stunt men at a Hollywood studio and putting them into the game for an extra layer of realism.

Luca: In 1997 MDK was one of the best games released for PC and Playstation: what do you remember about its development, how was to create the first 3D game by Shiny Entertainment? Was there anything that had to be cut or heavily changed in the final version?


Tim: MDK was one of the smoothest and most enjoyable development experience I’ve ever had. It was a lot of hard work, but I was making it with some of my best friends. There were only 6 of us, so there was great communication and everyone was on the same page. We also moved very fast. If there was a slightly crazy idea, like freefalling onto a planet, which is how MDK starts, we got a prototype up and running pretty fast and then developed it from there. It was also very much my sense of humor, so if I came up with a funny idea, we simply put it in there. In fact, I remember one Saturday morning having a big laugh around a kitchen table with 2 of my teammates (Bob Stevenson and Nick Bruty), and essentially that morning is where some of the best comic ideas came from. I felt confident with the game as we were making it because I knew it would look amazing, we were innovating it just the right places, and it had a lot of character. I also knew how dedicated we all were to truly making it great. This wasn’t a job for us, it was a passion.

Luca: Do you remember any cancelled game in development at Shiny Entertainment during those years? If so, can you share some details about what it could have been?


Tim: Sorry, I can’t think of any.

Luca: You worked for almost 12 years at Planet Moon Studios, a talented team that developed such cult-classics as Giants: Citizen Kabuto and Armed and Dangerous as their first two released projects. Both titles were acclaimed by gamers and the press at the time, but it seems that they did not sell as much as they deserved. What did the team feel at the time? Were sales enough to justify all the effort and creativity put in such great projects? It seems that after a while Planet Moon had to stop working on original games and to survive they accepted to develop tie-in games and casual titles, before to close down in 2011.


Tim: We had a lot of positive feedback from many people, both in the game industry and out, but I think we were disappointed that sales weren’t better. Giants was quite late, so I think that affected things, and Armed and Dangerous was about half the game I had designed, so that was always in the back of my mind. Originally it was meant to have your wing men in scripted sequences playing out around you, and which you could affect in different ways. So you might be laying down cover as your partner ran to a door and planted dynamite on it, or vice versa. I remember I wanted a kind of 3D Frontline and Ikari Warriors (arcade games from WAY back) feel to it, where you’re blasting your way forward, using whatever you can find.

We even had our version of a tank you could shoot up and take over, then blast your way through heavily defended areas. We also wanted a game where it would look really beautiful, and then you’d get to destroy the whole landscape, blasting huge numbers of enemies and seeing them fly through the air. Thinking about it now, I wanted this same thing back in MDK as well - in the bombing run you’d see aliens exploding up towards you. Anyway, we managed to get some of that into A&D, but nowhere near as much as I wanted. Like with Giants: Citizen Kabuto, I wrote all the cutscenes in A&D, which was a lot of fun, but stressful because I was also designing the game.

I always loved coming up with truly original and innovative ideas, as well as getting my comedy into our games, so when Planet Moon started moving away from that it didn’t really feel the same. But I am hugely proud of the talented team we build up while retaining our sense of fun. I think we all share so many fond memories of that place.
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Luca: Armed and Dangerous had some of the crazier and most original weapons ever: the "Land Shark Gun", the "Topsy Turvy Bomb" or the "world's smallest black hole" are still remembered and loved by those who played the game. How were such eccentric weapons conceived? Were there any other over-the-top weapons that were conceptualized, but then cut from the final game?


Tim: Well, if you look at some of the weapons I came up with in MDK (World’s Most Interesting Bomb and the World’s Smallest Nuclear Explosion) I think it’s not that surprising to see similar weapons in A&D. I was always looking for weapons that would make people say, WTF, and then want to tell others about it. My original idea for the Shark Gun was something called “The Rabbiter,” which would fire off several killer bunnies. They’d burrow through the ground towards the enemy, then spring onto him. We later made this more dramatic by switching the bunnies for a shark! The Topsy Turvy Bomb came about because of a bug. I was playing the game when all of a sudden the screen started turning until it was almost upside down.

I sat there staring at it for a minute, and suddenly the idea popped into my head: What if you drilled something into the ground and held onto it as the whole world turned upside down. Then you’d be hanging there at the top of the screen while all the enemies dropped off the bottom. Then the screen would correct itself and all the enemies would drop out of the sky and splat on the ground around you. An absolutely nuts idea, but this was Planet Moon, so we made it happen! One idea that, probably rightly, never happened was the “La-La Bomb.” It would send an enemy into “La La Land” where you’d see them in a cloud above the battlefield rocking back and forth on a rocking horse, and then they’d explode.

Luca: Do you remember any cancelled game in development at Planet Moon Studios during those years? If so, can you share some details about what it could have been?


Tim: We started having “pitch-a-thons” as we started to hire more people, so there were many many potential games, but one that actually went into development was this unreleased game that was a return to what we were doing with MDK, Giants and Armed & Dangerous in terms of innovation and wow-factor. Unfortunately, I doing think I’m at liberty to talk about it, but there are some great ideas in there, and I’m even seeing some of them turn up on popular iPhone apps. I noticedEngadget posted about it awhile back.
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Luca: Working on videogames is often tough and grueling work, but every development team has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories from your long experience in creating games?


Tim: Oh, there were so many because we would party a lot. Maybe this is because in the early days most of our small team was British, me included, so we’d often go down to the local bar or restaurant to chat over ideas. I remember that trips to E3 often ended with hardly any sleep. One such time, after a few too many drinks, we (for no particular reason)decided to reenact the part of the Matrix where Neo dodges bullets in slow motion. So we had one person playing the part of Neo, 2 people holding onto him so he could lean back in slow motion, another person to fire the invisible gun, another to carry the invisible bullet in slow motion towards Neo, another to spin a Coke can that got “accidentally” hit by the bullet, and bizarrely, another to hold the invisible movie camera, filming the whole thing… Anyway, I think you get the picture. This went on for at least an hour with us seriously perfecting this idiocy. Trouble is, this was right in front of the elevators in our hotel, so whenever the doors would open, people were scared because they didn’t have a clue what was going on. It fact, it probably looked very much like we were mugging someone.

Luca: That was the last question, thanks a lot for your time Tim!






Interview with Omar Cornut

Interview by: Luca Taborelli (monokoma)

During his career Omar Cornut has worked at In Utero, Mekensleep, Q-Games, Media Molecule and Lizardcube on such games as Evil Twin: Cyprien's Chronicles, Soul Bubbles, PixelJunk Shooter, Tearaway, Dreams and the official remake of Wonder Boy: The Dragon’s Trap.

Luca: First we would like to thank you for your time :) To start this interview, we would like to ask you to briefly introduce yourself to our readers: we’d love to know about your career in the gaming industry, how you started and what are you working on today.

Omar: Hi Luca and thanks for having me! My name is Omar Cornut, in the retrogaming scene I am perhaps best known as Bock and started SMS Power which deals with anything Sega 8-bit related. Started programming as a hobby as a teenager, which led me to release the MEKA emulator in 1998. I’ve been professionally working as a game programmer since, in France, in Japan, in the UK. Recently I have founded a small studio called Lizardcube in Paris, where we are making an official remake of Wonder Boy: The Dragon’s Trap (also known as Dragon’s Curse/Adventure Island on the PC Engine).

Luca: The Dragon's Trap (Master System, PC Engine, Game Gear) is for sure one of the best chapters in the Wonder Boy series and thanks to the remake you are working on at Lizardcube a new generation of gamers will finally enjoy this cult classic with a new hand-drawn graphic style: why did you choose to remake The Dragon’s Trap and how were you able to gain the license? (We are glad that the "Smoking Pig Shopkeeper" will still be in this remake, after he was removed from the Game Gear version!)

Omar: The Dragon’s Trap is one of my favorite game too. One can easily guess from the fact that I called my emulator Meka and I run around on SmsPower under the name Bock.. I think it is such a marvellous game that really needs to get into the hands of all those poor kids who only owned Nintendo systems ;) We contacted Ryuichi Nishizawa of Westone early in 2014 stating our intent to make the game and he was supportive from the beginning. They with LAT who owns the Westone assets also helped us secure a deal for the Trademark which involved Sega. It was a very very long process. Originally my own plan was to not bother with the name, because I felt it would be too complicated. But I’m sort of glad we pushed through it too.. Our publisher DotEmu really helped with that as well. I’m working with Ben Fiquet who has been hand drawing and animating the entire game himself, in a classical fashion. We will also have a fantastic soundtrack arranged by Michael Geyre and recorded with dozen of instrumentalists, based on Shinichi Sakamoto’s original, and sound design by Romain Gauthier.
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Luca: Do you have access to the original The Dragon’s Trap design doc or game files to develop the remake? If so, did you find any interesting feature that was planned for the original game but not implemented into the final version? And… do you plan to add anything new to the remake?

Omar: Unfortunately there was no design documentation or key artwork made for the game! When we asked Nishizawa-san, he told us that at the game they directly created the pixel art within the game, and only at the time of the release they would draw stuff for the manual, etc. Similarly, he had an overall design plan but it was kept and evolved in the team’s mind more than on paper. I initially spent months reverse engineering the game ROM to study the engine because I wanted to find unknown secrets in the game. Eventually Nishizawa-san managed to find the original source code (in Z80 assembly, commented in Japanese) and sent it to me, so that made the second half of my work easier. There’s a few comments here and there and some interesting intent can sometimes be inferred from the code, but it didn’t seem to have many unknown secret. What I was most surprised to learn was how when using a potion, the amount of refill isn’t actually completely random, but depend on the player mashing the joypad buttons. That was in the game all along but I never knew about it before I studied the game code very closely. On adding new things to the remake.. Maybe! So far we haven’t started doing that. We are entirely focused on making the remake great and complete first. When we are done we will look into what we can possibly add to the game. But it such a complete package already that I’m not sure we can add something worthwhile to it.. Stay tuned! We will definitively rebalance some of the things like reduce charm stone grinding and adjust the difficulty in the Japanese temple.

Luca: Could there be any chance to also work on a remake for Westone’s unreleased Clockwork Aquario after The Dragon’s Trap will be completed?

Omar: It is too early to consider any other projects, but I am definitively super curious about Aquario! I remember reading somewhere that M2 was looking at it and those guys would definitely do an amazing job if they were to do it. The way they created a System-16 version of Fantasy Zone II was nothing short of amazing.

Luca: Working at In Utero in 1999 on one of the last Dreamcast games ever released (Evil Twin: Cyprien's Chronicles) sounds like an interesting time to be in: do you remember any other In Utero projects that were in development while you were working in there, but that were never completed? There are not much info available on them, it seems that they closed down a couple of years later, after releasing "Jekyll & Hyde" and "The Shadow of Zorro" for PC / PS2.

Omar: I was the young intern there, on and off for a total of only 8 months so I wouldn’t know everything about what happened at In Utero! The initial main target was Dreamcast but as the game slipped it and Dreamcast was discontinued it became quite a struggle for the team to pull it off, however they did in the end! The Dreamcast version unfortunately had a few issues, they had to cut quite a few enemies, and it had this problem where voices would cut the music, because the engine couldn’t stream two audio tracks simultaneously. That bit was quite unfortunate as the music by Bertrand Eluerd (rip) were really good! Go check them out on Bandcamp! It is possible that at least Jekyll & Hyde had a build running on the Dreamcast, as the games were all using the same engine, but I don’t think they ever pushed for that. Jekyll & Hyde was developed alongside Evil Twin. Shadow of Zorro was developed later and I don’t know much about it. When I came back to In Utero in summer 2000 I prototyped and created 4 games for the Visual Memory Unit, which you can now find on my website. They eventually weren’t included in Evil Twin, presumably because adding VM games would incur lots of UI changes and extra technical requirements with game submission.. At a time when the game was already late it made sense to cut them off. I however was allowed to publish them separately. Near the end of the company they started designing and prototype what would become Evil Twin 2, with an older character manipulating a stick. After the company closed Diego, Nino and Cedric from In Utero formed their studio Fandango working on a PSP game called Carnival: Theorem One which I think was inspired by those early Evil Twin 2 design. The game unfortunately was not finished.

Luca: Mekensleep was the team behind one of the best DS games that probably most people never played: Soul Bubbles. Unfortunately it seems that the game did not sell enough, but was this the reason why the team had to close down? What do you remember about that time? Is the studio really dead or could it be back one day?

Omar: It was quite frustrating for us that after 4 years the game didn’t sell well. I think at the time we just had different desires. Ben had already left to pursue making animation, and I wanted to work in Japan, etc. At the time I became a little frustrated of being the lead programmer on Soul Bubbles: I wanted to go to a team where I would be the less experienced person and learn from others. Unfortunately I never achieved this dream of finding a master senpai :) but I still learned amazing amount of stuff from the teams at Q-Games and Media Molecule. In the end I learned that each of us within a team have different skills. We learn by working together. The company Mekensleep didn’t close. Olivier the founder gathered a new team and they made a geolocalized game called Meatspace Invasion along with C4M. It didn’t take off and had some technical issues at the time Apple changed the map API. Then went and tried different things. I think the company may be closed now..

Luca: After working on the Japanese version of Soul Bubbles (and an unreleased iOS version?), was there any other game in development at Mekensleep? 

Omar: Olivier had several projects, there was Meatspace Invasion which was released, and some prototypes they made with Marc Planard. There was a game called Taxiwars which was also a geolocalized game involving taxi with cool weapons. I don’t know what happened to that. And Marc prototyped a music game they wanted to make. Olivier was quite influenced by Flower and wanted to make something that had the same amount of beautiful.

Luca: How was your time working at Q-Games in Japan? The studio has a good relationship with Nintendo (Starfox Command, Starfox 64 3D, etc.) and Sony (PixelJunk Series, The Tomorrow Children, etc) and seems a great place to work in, with enough freedom to develop original concepts. While in there did you see any new pitch or feature that was "too original" or “too risky for the market” and had to be cut out?

Omar: They did a million things which weren’t released. Unfortunately Japanese companies are quite strict and I probably can’t talk about them in details. I’m pretty sure they had at least one 100% complete DS game that went unreleased, and many cool DSi prototypes. They still managed to release three amazing DSi titles. Starship Defence, X-Returns, Trajectile were all very good games. When you aim for quality you have to drop a lot of ideas. It’s never really about being “too risky for the market”, at least not in that sort of studio, but sometimes even though we have what seems like a great idea it is hard to get the gameplay to gel. It can be frustrating, because many dropped prototypes looked super pretty and promising.
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Luca: Tearaway is another gem for PSVita that seems to have not received all the love it deserve. While the final game was beautiful and lots of fun, do you remember anything major that was cut or heavily changed? It seems that originally the game was meant to be an open world adventure titled “Sandpit”.

Omar: The game changed so much during development. There’s agood article on Polygonthat discusses some of those early iterations so it would be redundant for me to talk about it here. But even once we settled on the game direction, we kept making changes until the end. If you have played the final game and look at our announce video, you’ll be surprised to notice that pretty much NONE of the scene from that announce video are left in the final game. The announce video showed some gyro features that we dropped because they weren’t good enough. There was a silly megaphone thing in the announce video showing Michelle yelling at the microphone. We thought it was fun but obviously everybody on the internet hated the idea. Sandpit came from the name of the small room where the original core team was crammed. When I joined it it was Rex, Paul, Nathan and Men-Lu in a small room. The directors of MM told us we could do any game we wanted. Rex looked at the Vita and immediately had this silly idea of having a finger character we could control with the back-touch. It evolved into that final story where both the papercraft character and you as the player shared a bond. So the codename was Sandpit for a while, then Uncovery, because the game was then about uncovering part of the real world.
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Luca: As most of the Unseen64 Staff is italian, we just LOVE to eat good food :) What is your favorite food ever? Any secret recipe that you would like to share with us?

Omar: I like roasting a big eggplant directly over fire (if your kitchen uses gas) and letting it cook here almost to the point where it gets on fire. Then you open it and extract the inside which you can mash. It tastes all smokey, much better than boiling it or cooking in the oven.

Luca: That was the last question, thanks again for your time!

Omar: Thanks for having us and keep up the good work with the site :)

Players can check our Wonder Boy III remake at TheDragonsTrap.com and we hope that you will like the game! You can also follow me on twitter @ocornut @lizardcube and Facebook Wonder Boy The Dragon’s Trap / Lizardcube, etc.
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Interview with Terry Greer

Interview by: Luca Taborelli (monokoma), Ross Sillifant

During his career Terry Greer has worked at Microprose, Kuju Entertainment, Ratbag Games and Blitz Games Studios on such lost games as Citizens (PC), XCom Alliance (PC), Unreal (Playstation), Battletech (PC), River Raid (PS2), Possession (Xbox 360) and many more. You can read a long series of interesting memories about these cancelled projects at Terry's website:


www.terrygreer.com.

Unseen64: To start this interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about your career in the gaming industry and what you are working on today.


Terry: Well my name is Terry Greer - I've been in the game industry for just over 30 years. I started by creating sleeve covers for early spectrum/C64 games before getting into ingame graphics, animation and game design. I've worked for a fair number of UK companies over the years and there's a full breakdown on my website (www.terrygreer.com). When Blitz went into receivership i decided I'd had enough of commuting long distance to work so today I do a multitude of things. I've published an SF/fantasy novel (now available on Amazon). I'm working on my own indie game based around chess (Pawned!), and I've also started lecturing on game design and game art design at university.

Unseen64: Can you name some of your favourite videogames? Have you been playing anything lately?


Terry: I'll play most things, and like RPGs a great deal - but I don't go out of my way to play all of them. I just stick with a few I like. But I have a special fondness for certain classics. The original Red Alert series and Red alert 2 I consider the pinnacle of the RTS. I don't think anything since has the same level of approachability and clarity. XCom of course - and I've loved the reboot (mostly but with some caveats). Since leaving blitz I've largely gone back to PC gaming, but that should be remedied soon as I'm dying to try several titles unique to the PS4. Currently my main time sinks are FTL, Fallout 4 and Telltale's adventure games (currently Game of Thrones). But there's a big waiting list on my Steam account.

Unseen64: We were super happy when we found your site, in which you share many memories and documents from cancelled games you worked on (X-Com Alliance, Battletech, Citizens, Unreal PSX, River Raid, Possession..). It seems that you are well aware of the importance of videogame history and try your best to save what you can from projects that could be forgotten. How did you manage to save files from the old games you worked on? Was it just a coincidence as in finding some documents in old backups you made at the time or do you consciously preserved files to not lose those memories?


Terry: I tend to be hoarder and not throw much away. But it's not been organised in the past, which is why I've lost so much over the years via corrupted discs. I may have kept the disc, but it's become unreadable. But overall yes - I do agree that a lot of this stuff is being lost nowadays, and the move online to service-based games where players don't have physical copies compounds the problem hugely. Online games inb particular have a major problem in that they tend to change slowly over time.

I recently played team fortress 2 again for the first time in ages, and was rather horrified by what it's become. But there's no way now it seems to pull it back to what it was originally, and to play it in an original vanilla form (despite what the settings say), which is a shame. This is even more true of MMOs. I actually applaud the work of those that resurrect ancient classics on modern equipment and it's the only way that people can play many of these games now. Having said that, many older games are very difficult and unwieldy now, and coming at them from a modern perspective often lacks the fun that they had originally.

However there are many elements of those games (such as manual record keeping and map making) that have more or less vanished from games today in favour of hand-holding and ingame solutions, and handled well they were immense fun, and could be again. It's largely through luck I've kept a lot of stuff rather than planning, if I'd been more careful I could have saved a whole lot more. The website was and is just a marker in the sand, and is really sort of 'I was here' statement. For the last decade I've largely worked behind the scenes, and not on specific game projects, so it's nice to reminisce as well. For a while I half-planned to pick up XCom myself, and tried to get Blitz to buy the license, but all to no effect, so I was really happy to see it revised.
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Unseen64: As a veteran of the industry, how does it feel after a lot of hardwork and effort by you and your fellow team members, to see projects never get finished? Does it lead to a degree of cynicism or sometimes could they also be blessings in disguise, IE you were aware that despite your art being of a high standard, game itself for whatever reasons simply wasn’t shaping up and had it been released would received a mauling at review / been ignored by the consumer at large?


Terry: It's always gutting. I've never forgiven Hasbro for the mess they created when they cancelled XCom Alliance. That burned for a long time, but you just have to let things go. All developers are a peculiar mix of cynicism and optimism (sometimes blinkered), you have to be to keep on working on a project for years. Though I've rarely been on a project where I though a game would get a mauling, it's fair to say that a lot of reviews are made out of ignorance of the problems and tradeoffs that were made to get a particular result.

There's no real answer to this of course, as there's no real reason why a reviewer should be that knowledgeable, but sometimes a review seems to be totally missing the point. Many games however never make it even as far as being started. I spent many years in blitz's pitch department creating proposals for games (both original and aimed at specific IP holders). The chance of landing any specific pitch was normally low. So we'd spend anywhere from a few days to over a month creating a 'deck' (which comprised all the elements documents, mockups, examples, demos etc) with the full knowledge that it was unlikely to be picked up.

The only way through it was to consider the actual creation of the pitch itself as a project whose success wasn't based on if we landed the project, but if it was done to the best of our ability. Blitz's pitches were generally regarded as amongst the best in the business and I know that many of them have been kept as best-practice examples of their type. We had a reasonable success rate in getting beyond the initial pitch to actual further discussions, but cost and timeframe often became problematic and we ultimately lost a lot of projects where the pitch actually initially succeeded. More galling is when features that you just know would have been groundbreaking never see the light of day, or get attributed to other games.

Though sometimes it's nice to just see a system used. For example one of Alliance's designers went onto another company creating a small-scale squad-based game and implemented a squad order and control scheme that was close to what Alliance would have had (and which I was particularly pleased with). But that's life.

[image: terry-citizen]


Unseen64: How could developers help to save documents and memories from games they worked on? Do they have some kind of “duty” to preserve gaming history that could be lost?


Terry: I can't say yes to that, games are a commodity really. I don't think it should be forced on on the creators to maintain records and documentation. That's for the game industry's 'historians' to do. However, I think that companies have a duty not to get in the way of this, or claim false copyright to shut down this sort of archiving. But for that we need massive reform on copyright and patent laws, and a shakeup of how it's currently handled.

And most certainly not the approach proposed in the US that makes it so that only those that can afford protection get it. I'm only sharing stuff from companies that have folded, are considered abandonware or which I know I own. However, some of the rights have undoubtedly been bought up over the years and it would be a minefield to track down who owned them now. So, I'm acutely aware that at anytime someone could ask me to take something down. Also sharing what might have been means that it's not all been to waste.
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Unseen64: It seems that during your career you saw a lot of concepts that were never implemented into the final games and lots of projects that were canned in early development. From your experience, which is the percentage of released games in relation to all the proposed but unfinished ones? Which are the major reasons why some features are cut and some games are cancelled?


Terry: My experience isn't probably typical. Firstly I'm ignoring pitch concepts that don't get as far as initial funding, because they can't reasonably be called cancelled (and there are so many of them). I'd say that over half the games I've been involved with in some way or other have been cancelled for one reason or another. Over ambition is one of the main causes, and it's something I've also been guilty of doing in the past. The more new elements you have over a previous game the longer it will take, but the relationship isn't linear. Two new elements can be four times as difficult as one new one and so on.

This can lead to levels being cut, mechanics being removed or replaced and characters eliminated, and of course to the cancellation of the game. I've worked on very few games that progressed as expected. XCom Terror from the Deep was one of those because it was largely a mod of the original game (without too many new features) and it was a walk in the park compared to most other games I've worked on. The other main reason is change of ownership, either directly if a new company comes in and takes over, or if a new producer from the client comes aboard. Both of these lead to significant reevaluation of the game. It's easier for a new producer or owner to cut something if they consider it even remotely risky. Cancel it and nobody knows if you make a wrong decision, allow it continue (and possibly fail) and your head is on the block. Every time there's significant move at the top of a company there's huge risk of cancellations.
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Unseen64: Is there any lost game you worked on that is still not on your website? If so, can you share any details about what it could have been?


Terry: Oh - there are lots from the pitch days that will never see the light of day, most of which are aimed at specific IPs, or which may still be being worked on, so I won't say too much about those. There are also a couple in particular that I may put up one day, but I might also have a kickstarter for them, so I can't say too much about them. When we did the Dune pitch for Paramount, we were also asked if we wanted to pitch for World War Z and Star Trek.

Unfortunately the way they wanted us to self-fund the prototype for Dune put the kybosh on the deal (it's not practicable for a small work-for-hire studio to finance something like that), which meant we never put in a pitch for either of the other two film conversions. But I already knew exactly what I wanted to do for that pitch. I wanted a story not linked in to either the first or second film, where the player started off as a lowly redshirt. So the player would find out the story from that perspective, from hanging out with Kirk, Mcoy, Spock etc. as part of their security detail. The player would have had to impress and gain the respect of the enterprise bridge crew - and survive all the things that normally desptach redshirts. And it would give them the opportunity to interact with the rest of the enterprise and it's crew as well.

Unseen64: Working on videogames is often tough and grueling work, but every development team has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories back from your time in so many different companies?


Terry: Catastrophic: There have been many disasters over the years. One that stands out to me was XCom Apocalypse. A hugely ambitious project. The artwork was based on concept art created by Tim White, which while good didn't scale well to the sizes and resolution then possible in svga graphics. The sprites looked awful. Even the human sprites were significantly compromised as the original 3ds animation files had been lost and only 16 colour compressed images remained. Which were then used for ingame sprites. But not being able to recolour them properly significantly reduced their final quality. I'm probably blind to disasters I've caused, but I'm sure there are a fair number of those as well, certainly there's a hell of a lot I'd do differently in hindsight.

Funny: Probably the most bizarre was when I was working at microprose and was sent over to work on on Master of Orion 2 for a few weeks at simtec in Austin Texas. The wednesday's design and programming meetup used to take place at 'The Yellow Rose' which was a pole-dancing joint (with free food). Probably the strangest place to discuss game development I've ever been.

Unseen64: As most of the Unseen64 Staff is italian, we LOVE to eat good food :) What is your favorite food ever? Any secret recipe that you would like to share with us?


Terry: I love cooking and I love Tex mex stuff which I first really experience when i worked in Texas at Simtec (Microprose)

Stuffed deep fried chillies (poppers).

Ingredients



	Small chilies (not the blindingly hot ones - but certainly not mild ones)


	Cream cheese - Philadelphia or Roulle is ok - but anything goes.


	breadcrumbs


	flour


	beaten egg


	hot oil for deep frying


	salt and peper


	sour cream (as a dip a salasa and guacamole are also good)




Cut the chilies lengthwise (including the stalk) into two haves and remove the seeds. fill the halves with cream cheese and press down to make sure it's filled completely and has a smooth upper surface - slightly beveled up. Drench in flour to coat them fully Dip them into the beaten egg and then into breadcrumbs to make sure they're fully coated. Fry them in small batches in hot oil for just a minute or two until golden. Place them on a paper towel to drain.


Eat with the sour cream dip.

Unseen64: That was the last question, thanks a lot for your time Terry!






Interview with William (Bill) Anderson

Interview by: Luca Taborelli (monokoma)

During his career William (Bill) Anderson has worked at Virgin Interactive, Spectrum Holobyte, Alexandria, Oddworld Inhabitants, Namco, Capcom, Midway, Ready at Dawn Studios and Awaken Games on such lost games as Max Mayhem (Playstation), Myth (Playstation), Pac-Man Ghost Zone (Playstation), Maximo (N64), Clown Combat (Xbox 360, PS3, PC) and many more. You can check his website at awakengames.com


Luca: To start this interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about your career in the gaming industry and what you are working on today.


Bill: My name is Bill Anderson and I started out designing and programming video games way back in the early 1980’s on the Atari 800 home computers, mainly doing shareware games and like many at the time hoping for a big break into mainstream game development. Then in 1991 I was hired by Virgin Games, a.k.a. Virgin Interactive Entertainment in Irvine California. I was the first game designer hired by Virgin Games and was the lead game play designer on Aladdin for the Sega Genesis (Game of the Year), Jungle Book, Cool Spot, Global Gladiators (Sega’s 3rd Party Game of the Year), I was also responsible for kicking off a number of other game projects, along with training all the incoming designers at the time. I left Virgin Games after David Perry split off to form Shiny Entertainment and I was offered a design management position at Spectrum Holobyte in the bay area, but after a mass layoff when they merged with MicroPros I ended up at a small studio in central California that would become Oddworld Inhabitants, where I was recruited by Sherry McKenna and Lorne Lanning to create the game play designs for Abes Oddysee for the Sony Playstation. After working for Oddworld I ended up working as Manager of Design and Producer of Original Concepts for NAMCO, where I helped across a number of products before ending up over at CAPCOM. I was recruited to be the Senior Game Designer on Maximo Ghost to Glory. A few years later I would end up at Midway Home Entertainment, before another mass layoff would have me working over at Ready at Dawn Studios where I was responsible for creating the initial game play designs and player mechanics for Daxter for the Sony PSP. Later I would go on to work in the casual game market where I created the Game Party franchise for the Nintendo Wii, helped with Pinball Hall of Fame: The Williams Collection and many more casual titles, before deciding it was time to go independent. Now days I work through my own company Awaken Games, where I provide game designs and consulting services to game developers and publishers all over the world.

Luca: Can you name some of your favourite videogames? Have you been playing anything lately?


Bill: I’ve always been a fan of the Command and Conquer style games, dating way back when Westwood Studios came out with DUNE 2, but currently I had to pick up Day of the Tentacle (Remastered), for sometimes you can’t beat the classics.

Luca: Alexandria Inc is a quite obscure team, they released just a couple of games for SNES and Genesis (Demolition Man, Izzy's Quest for the Olympic Rings) and had a few unreleased projects for the original Playstation, one of which was titled “Max Mayhem”: what do you remember about it? What kind of game would it have been, why was it never released and how much was done before the cancellation?


Bill: Funny thing is, I was the designer of Izzy’s Quest based on an oddball license US Gold had for the Olympics and I managed the design team at that company, but Max Mayhem really didn’t get off the ground do to the owners of Alexandria literally being crushed under the weight of Oddworld Inhabitants being backed by the same venture capital company that owned them. We had done some cool concept art for Max Mayhem and were in the process of working on some level designs and 3D art when the studio went poof! I was looking to leave the company at the time, as I saw the storm clouds moving in, but when the owners of Oddworld found out they made me a great offer to work for them.

Luca: Did you also work on another cancelled Playstation game by Alexandria titled “Myth”? Do you remember any details about the game?


Bill: Haha, you’ve done your homework. Yes, for Max Mayhem and Myth were the two concepts the owners of Alexandria hoped would break them into next-gen console game development and to be honest, both of them would have been totally killer games. Myth, unlike Max Mayhem wasn’t going to be the blood and gore shooter. Instead it was going to be a more artistic style of game, based in lush fantasy forest settings. 

Luca: In early 1996 you became Manager of Design / Producer at Namco USA where you handled the transition of the studio from PC / Sega Saturn development to Sony Playstation and produced many new concepts for potential games. What do you remember about that time, was the Playstation already the main console to work for? Did the studio had any Saturn / PC games in development that were cancelled?


Bill: To be honest it was somewhat a confusing time for Namco, like a lot of developers, they didn’t have a good handle on what the Sony Playstation could do and everyone was saying 2D was dead, so everything proposed had to be 3D. I don’t recall about what Namco was doing on the Saturn, outside of maybe Cyber Sled, an arcade port from their arcade game. All I remember about that is it played terrible and I was told many times by the Director of R&D at the time to keep my designer hands off of it. It was an honest port from the arcade version and should have been redesigned for the more sophisticated console game players. My time there wasn’t a happy one, for there was a lot of higher management infighting going on and I quickly found myself in the middle trying to play peacemaker between the company directors and the head of R&D. Eventually I was offered the position of Director of R&D, but I turned it down because it would have taken me away from what I enjoy most, designing games. In hindsight I should have taken the position, for the man they did hire for the position came in and through us a layoff party.
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Luca: Can you tell us some details about those concepts you worked on at Namco USA, which ones were never developed / released and what kind of games could they have been?


Bill: Wow, you’re really testing my memory now. Ok, when I came to Namco I was told by the company directors that they wanted 6 new game concepts and I could use any artist in R&D at the time to help, but all 6 had to be done in 3 months and 3 of them had to center around Pac Man. In some ways that was good news, for I had already started on one called Pac-Man Ghost Zone, which was going to be a spoof on Tron where a kid gets pulled into a Pac-Man machine and turned into a 3D Pac-Man in a world inspired by the insides of the arcade machine. I don’t really recall much about the others, outside of one being a top-down adventure and the other a puzzle game. We also had an alien shooter game concept. In the end they directors decided to go with Pac-Man Ghost Zone as their first original product coming out of the studio, but first I had one big hurdle to deal with. Just before I arrived at Namco USA their legal team had spent two years coming up with a universal image guidelines and copyrights for how Pac-Man was to look. Well this all got tossed out the window when I showed up with a 3D game proposal. Their legal team wasn’t happy with me for a few weeks after that, but they all came around to agree that for Pac-Man to move into the future then guidelines for how he was to look in 3D was going to be a must. Unfortunately Pac-Man Ghost Zone was another casualty of the new director of R&D coming in, it was the only canceled game that I know of. You can read more about the game at awakengames.com/?page_id=3266

Luca: In November 1997 you became Senior Game Designer at Capcom USA creating the first Maximo, originally planned as a Nintendo 64 game. Capcom of Japan shown to the press a new “Ghosts ‘n Goblins” for the N64 just a year before (November 1996), but it was never released. Do you remember why Namco USA initially planned to develop Maximo for the N64? Did your “Maximo 64” had any connection with the lost Ghosts ‘n Goblins 64? Did you ever see anything from that japanese prototype? Was there any kind of Maximo prototype running on the N64 or was it just a design doc before to switch to the Playstation 2?


Bill: When I came to Capcom to develop Maximo the N64 was still the hot market, but Capcom USA only had one development team at the time and they were all working on Final Fight Revenge, which I was told would wrap up soon. Well soon doesn’t mean the same thing in Japan I guess for FFR had a producer over here from Japan and he wasn’t in any great hurry to finish the game. So it took a really long time to finally get a start date for the production and by then the N64 wasn’t king anymore and I was asked to change all of my designs to Playstation. When I designed Maximo it was always intended as a 3D Ghouls ‘n Ghost remake, despite Capcom Japan fighting me on the idea all the way, but no, I never saw any other newer Ghouls ‘n Ghost games, outside of the original classics.
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Luca: Your original idea for Maximo was to use a “realistic” style, but in the end the game was changed to a “cartoony” style at the request of Capcom Japan. Was any prototype of Maximo with the “realistic” style ever developed? Which are the ideas from the “Realistic Maximo” that were later adapted by Capcom Japan for Devil May Cry?


Bill: No, no prototype of a realistic Maximo was ever produced. Once we submitted the full game design document to Capcom Japan, along with the concept art we produced they pushed back and said that they wanted all of the realistic looking games to come out of Capcom Japan, so that’s when we had to change the look and feel of the game. It was our intent to make a gritty and dark game from the start, so we were a bit ticked off when our producer rep from Japan showed up with a first playable demo of Devil May Cry, for it had the look and feel of what we had originally proposed. Oh well, none the less we ended up with a game more successful than even Capcom Japan had expected, so much so that they asked us to convert the game to Japanese first, so they could do a big launch of the game in Japan, before here in the US.

Luca: In 2002 you founded Eagle Claw Studios, to work on your own IP “Clown Combat”, a comical FPS for PC, Xbox 360 and PS3 that unfortunately was canned when the studio lost funding. Can you tell us more about the project? How would have it been different from the usual FPS? Will we ever see the game again?


Bill: Clown Combat is still on my wish list for the future, fingers crossed and I’m still working on the design. The idea behind Clown Combat was to make a mainstream FPS game that was family friendly, where the clown characters were made of morphing clay and there for could do things way beyond realistic shooter games of today. It’s a parody game that pokes fun at a lot of science fiction moves along the way, from Logan’s Run to Star Wars and more. Currently I’m still working on game play designs and level designs for the game and with any luck we’ll get it made still. If you want to know more about Clown Combat please go to clowncombat.com
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Luca: Do you remember any other interesting games or concepts that you worked on, but never released?


Bill: There were other games that never got finished... Star Trek - Project Star Fire a VR game designed by me for Spectrum HoloByte. Falcons Run an isometric F-16 game I designed for Spectrum HoloByte. Star Trek - Wars of the Klingon Empire, also an isometric shooter game for Spectrum HoloByte. After 30 plus years of game design you bet I’ve got a whole lot of game designs sitting around, and a number of them are already in the works. One being a drone game, another a C&C game and many more.

Luca: Working on videogames is often tough and grueling work, but every development team has both one catastrophic and one funny story (or at least bizarre). Do you remember any such stories from your long experience in creating games?


Bill: Oh boy, some strange and some tragic, but I guess the two that sticks out in my head the most is when a programmer at Virgin Games got really pissed off that the Director of R&D had given his programming assignment to another programmer in the studio. He ran to the director’s office, smashed in the door saying “You hate me! You think my code is crap!” and ran out to his car crying, then started the car up and raced it at the building. Only the planter stopped his car from crashing through the window of the building. The second would have to be when the venture capital company locked the owners of Alexandria out of their own company with security guards posed at both entrances.

More concept art from Maximo N64:
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Interview with Scott Rogers

Interview by: Luca Taborelli (monokoma), Ross Sillifant

During his career Scott Rogers has worked at Alexandria, WaveQuest, Namco Hometek, Capcom, Sony, and THQ on such classic titles as Izzy's Quest for the Olympic Rings, Oddworld: Abe’s Oddysee, God Of War, Maximo and on such lost games as The Head (SNES), Interplanetary Lizards of the Texas Ranger (Mega Drive), Crystal Castles, Virtual War (PC), Max Mayhem (Playstation), Pac-Man: Ghost Zone (Playstation) and Maximo 3 (Playstation 2).


Unseen64: First we would like to thank you for your time :) To start this interview, we would like to ask you to introduce yourself to our readers: we’d love to know more about your career in the gaming industry and what are you working on today.


Scott: My name is Scott Rogers, I have been making video games for over 22 years. I am a video and tabletop game designer, I have been a creative manager for a major publisher and I am a former Disney Imagineer. I am an author who has written 2.5 books on game design (Level Up! and Swipe This!) and I have been teaching video game design for since 2009. I am currently working on several tabletop game designs including



	Rayguns and Rocketships


	Séance


	Who’s Hue?






Unseen64: Can you name some of your favorite videogames?


Scott: Gosh. I have so many favorite video games, I have to organize them by eras:



	1980’s – Donkey Kong, Sinistar, Star Castle, Dig Dug, Temple of Apshii,


	1990’s – Gunstar Heroes, Donkey Kong Country, Zombies Ate My Neighbors, Wing Commander Privateer, Curse of Monkey Island


	2000’s – Diablo II, LittleBigPlanet, Uncharted 2, Team Fortress 2, Call of Duty 4


	2010’s – Batman: Arkham City, Jetpack Joyride, Castle Doombad, The Walking Dead Season 1






Unseen64: As a veteran of the industry, how does it feel after a lot of hardwork and effort by you and your fellow team members, to see projects never get finished? Does it lead to a degree of cynicism or sometimes could they also be blessings in disguise, IE you were aware that despite your art being of a high standard, game itself for whatever reasons simply wasn’t shaping up and had it been released would received a mauling at review / been ignored by the consumer at large?


Scott: I’ve been pretty lucky to have most of the projects I’ve been involved with reach store shelves. In 22 years of game creation I can only think of six projects I was involved with that reached some form of production but were never finished.

Unseen64: From 1993 to 1994 you worked at Park Place Productions, a team that developed some popular sports game for Genesis and PC. It seems that at the end of 1993 the company collapsed, with publishers denying payments and dropping their projects. What do you remember about that time and was there any game that you were working on at Park Place, that was never released because of the situation?


Scott: The first game I worked on at Park Place was a side-scroller about a kid who rode a hoverboard and fought aliens. We never got past the pre-production stage of that game. However, all of the games that I was working on when Park Place went under were picked up by Sony Imagesoft and eventually released.
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Unseen64: After Park Place Productions was closed, you worked for a few months at Sony Imagesoft, did you develop any early Playstation project while in there?


Scott: I continued work on a couple of early Playstation sports titles: ESPN National Hockey Night and ESPN Baseball Tonight. Both games were released in 1994.

Unseen64: From 1994 to 1996 you worked as an artist at Alexandria Inc. a company that released some popular games for SNES and Genesis (Demolition Man, Izzy's Quest for the Olympic Rings) and had a few unreleased projects (as The Head and Interplanetary Lizards of the Texas Ranger): there are not many info available about this team and their games, what do you remember about Alexandria, how many people worked in there and what happened to the studio?


Scott: Alexandria was started by the Balthasar’s – Ken Balthasar Sr. had been a key player in the early days of the Sega Genesis. His son Ken Jr. and a friend from college started the company with Dad acting as CEO. They were pretty successful for a while, creating SNES and Genesis titles. It was a good place to work, especially as a young professional. There were around 30 - 40 people working there IIRC. There were some really talented folks there – many who had very successful careers in other fields before they came to Alexandria – and many who became very good friends. The studio had trouble transitioning to the new technology and at the same time, Alexandria had been acquired by a cable company out of Colorado. This company also owned a share in Oddworld and much of the staff of Alexandria got funneled into Oddworld. There was in-fighting over this and eventually I think this contributed to the collapse of Alexandria.
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Unseen64: Do you know anything about “Max Mayhem” and “Myth”, two lost games by Alexandria planned for the original Playstation?


Scott: I did a lot of work on Max Mayhem. I drew concept art for the game and storyboarded much of the gameplay. Legendary Batman artist Neal Adams drew the main character for the game. It’s too bad it never got into production. I don’t remember much about Myth.

Unseen64: Did you ever see any work done on the planned Atari Jaguar CD version of Demolition Man? Sources so far seem to indicate the game’s development only got as far as the FMV/Cinematic sequences being converted from the 3DO version to a format Jaguar CD could play, no actual game development ever started.


Scott: I was working on the SNES version of Demolition Man at the time, so I probably would have been involved in converting the game assets for the Jaguar version. I was a real whiz with Debabelizer during that time.

Unseen64: At Alexandria you worked on Atari Jaguar’s version of Return Fire: how far along was the conversion? How do you think the Jaguar hardware compared to that of the 3DO? Why the conversion was abandoned?


Scott: The Jaguar was junk. It was supposedly hard to program for and the artwork couldn’t look anywhere near as good as the 3DO version. In my humble opinion, it was a real dog of a console with one of the worst controllers ever created. The conversion was pretty close to being done at that point. We were also working on a conversation of the game “Frankenstein: Through the eyes of the monster” that also got canned.

Unseen64: Was it “tough” to have worked on a flagship title like Oddworld: Abe’s Oddysee on Playstation, yet not received a credit for it? Is this a common practice in the industry itself?


Scott: It stung at the time, but to be honest, it was the best thing for my career. It forced me to decide to pursue a career in game design rather than stay an artist. I’ve only encountered one other situation like this where I was refused to be given proper credit for the work I did. I left that company too. Credits in games can get weird. Some people want to take credit for something they didn’t do or had very little to do with. I believe that if it’s on your business card, that’s the credit you should receive. This is something the Writer’s Guild of America does really well – credit arbitration. The video game industry could really use a service like this.

Unseen64: In 1996 you worked for a few months at WaveQuest, a mysterious company that (as far as we know) only released 2 games, “Bronchie the Bronchiasaurus” and “Packy & Marlon” for SNES, then vanished forever. What do you remember about this team and did they ever created any more games?


Scott: WaveQuest was actually a pretty innovative company. They were the first to develop what are now known as “serious games” for the SNES and Genesis. If I remember correctly, their first two big hits were games that taught kids how to treat and maintain the use of insulin and a driving game that worked with a stationary bike. They were first into the healthy games market and were trying to branch out into more mainstream gaming when I came on-board. I worked on two designs: A re-make of the Atari game Crystal Castles and a massively sprawling top-down war-themed computer game called Virtual War. Virtual War had a great design and there were mechanics planned for it that I still haven’t seen in any other game. I was in charge of maintaining the tech-tree and a humongous 600 page document. My time there was very short but it gave me the credit of “game designer” which helped me get my foot in the door at other companies.
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Unseen64: You also worked as Associate Producer / Lead Game Designer / Writer for Namco Hometek during some of their best years, when many popular Namco games were released for the original Playstation. How was to work in such a great team, during one of their more prolific time? Was there any game that was cancelled?


Scott: My time at Namco was split into two phases. The first phase was very troubled. The original design of Pac-Man World was called Pac-Man: Ghost Zone. The production had big problems both with the design and the art. It just wasn’t the right team for the project. We created a playable demo but it wasn’t that great. We took it to Japan were it was shredded (and rightly so) by the Japanese creative team. As a result, most of the team was fired (save a programmer, an artist and myself) and new management was brought in. In this second phase, we quickly formed a new team and things took off.

Some of my very best friends were on that team and despite poor studio management, we still make what I think is a pretty damn good game. It was successful enough to re-energize Namco’s interest in Pac-Man (who had been ignored by Japan for many years) and I think the character is still riding high because of that renewed interest. Every time I see the 3D version of Pac-Man, I smile, because our team created that. I would have liked to have made more Pac-Man games, but the head of the studio pulled some dirty tricks on the team which led to myself and several others leaving the studio. What they say is true: that one bad apple can spoil the whole barrel.

Unseen64: We are huge fans of both Maximo games, you did a great work at Capcom Studio 8! How difficult you and the team found the PS2 hardware to develop for? (both Maximo looked fantastic!)


Scott: Maximo was already in development for at least a year when I came on-board. I had heard about it from the lead game designer was Bill Anderson, who was my game design mentor from Alexandria. It sounded really great and when I left Namco, he invited me to come on-board. I didn’t have any problem developing for the PS2. We were using proprietary tools so I was digging into the code like the programmers were. Things came together pretty quickly. I agree that the game looks great – even to this day. Many outside observers thought that the art was done is Japan – which was high praise back in the late 90’s/early 2000’s – because it was so good. The art team on the Maximo games was one of my favorite art teams to work with. They “got” what we were going for and captured the feel of Matshushita’s concept art beautifully.

Unseen64: Regarding the 1st Maximo, do you hindsight think perhaps the game stayed a little too true to Ghouls n Ghosts / Ghosts And Goblins in terms of difficulty, which perhaps put many people off and as a result sadly they missed out on the superb bosses and levels later on in the game?


Scott: Absolutely. No doubt about it, Maximo 1 is too damn hard. There are several mechanics and systems in the first Maximo that are just downright unfair or cruel. (I’m looking at you Death Coin continue system) Some of those were NOT my idea (I’m still looking at you Death Coin continue system) but I was definitely still in my “designer vs. the player” phase of being a game designer. It’s a phase you have to mature out of and many times it takes some game designers longer to grow out of it than others. When I finished the first design build of the game, it was actually much, much harder. The other team members complained about how hard it was. I called them babies and went back and did a second, easier pass of the game.

Everyone ok’d this version, but we had ignored that at that moment in time, we were the world’s best Maximo players. When the player got the game, they got pummeled by it, making for a very tough game. Now I know many people who love it because it is so damn hard. If you like that type of game, then give it a try. But I did learn something very important from Maximo 1 – the difference between difficult and challenging. After reading the reviews and feedback about the game, I went into Maximo 2 with a list of 50 things I would change about the game to make it more fun and fair for the players. I am proud to say 49 of them were implemented into the final game of Maximo 2.

Unseen64: Maximo 3 could have been the best episode in the series and it’s unfortunate that it was canned because of low sales of Maximo 2. You were the Lead Designer for Maximo 3 too before to leave Capcom, and most of your leads for the project were developed into a short playable demo, before the cancellation. What kind of hopes you had for Maximo 3 and which were your inspirations for the project?


Scott: Maximo 3 was interesting case. David Siller, who is an amazing designer and great guy, was the head of the studio for Maximo 1 and 2. The Maximo franchise is his creation. After Maximo 2 was finished, he had been unfairly forced out of Capcom and the person who replaced him was not a game designer or much of a manager and frankly, an ass. He disrupted the team whenever possible and I believe he was responsible for the failure of the studio and the reason why we didn’t make Maximo 3. Of course, the company line was that Maximo 2 didn’t make enough money – even though it was a greatest hit – so the series was cancelled.

All of that drama aside, there was an original design for Maximo 3 that was being developed to conclude the series. That game was called “Maximo and the Phantom Tower” and I think of it as the true ending to the series. The design of Maximo 3 which leaked out looks great and would still have been good, but I think that the team lost sight of what the players wanted – a spiritual successor to the Ghosts n’ Goblins franchise. Looking back at the story and the design, we were too influenced by the events of 911 and the war in the Middle East in our design. There are still some cool things in that design, but I think the story didn’t really go the direction it should have. So I’m torn. I’m would have loved to have made Maximo 3, but in a way, I’m glad we didn’t make THAT game.

Unseen64: While you were still at Capcom Studio 8 did you ever had a chance to see DeVargas, another PS2 lost project from this great team? If so, what do you remember about it?


Scott: No, I think I was gone from Capcom by that time. I left the aforementioned head of the studio threatened my job. The writing was on the wall, I wasn’t wanted there and so I moved on.

Unseen64: Having worked as Senior Game Designer on Sony's God Of War (PS2), a title which really showcased the power of the PS2, were you involved at all in playtesting? As despite looking utter gorgeous, there were a few frustrating QTE boss fights and the 'rotating blades of doom' type towers near the end (1 hit meant you fell back to start of section) did frustrate: how did you approach the balance between challenge and reward, for the player?


Scott: I was responsible for the first level of the game (the Hydra level), all of the boss fights and the “challenge of the Gods” – which was originally known as the “100 level dungeon”. For all complaints about whirling blades and Underworld levels, please consult my pal, Tobin, who designed those levels and took great pleasure in the pain of the players. When I came on-board God of War, the game had been in development for something like 3 or 4 years.

The team was seriously burning out and the game needed some re-invigoration. Dave Jaffe was gracious enough to assign me the first level of the game, which needed to start with a bang. The level went through many iterations, but thanks to the talent of the team, we managed to create a pretty classic starting level. The bosses were a different case. Some of them already existed when I got there and needed serious design work to make them playable. While you may find the QTE sequences frustrating, they were one of the hallmarks of the game and needed to be showcased whenever possible.

You have to admit, the QTE sequences allowed us to create some pretty epic and memorable moments in the game. Having come off of the lessons I learned from Maximo 2, God of War felt a bit like a set-back in thinking. The direction was that the game was to be “brutal” to the player, but I had learned that this shouldn’t be the case. I remember the director telling me that the player “had to die at least 5 or 6 times” before they should learn how to defeat the boss.

I strongly objected, saying that it was unfair to the player to punish them and that they would quit the game before they would learn how to win. I kind of felt like a Buddist Monk who had to team up with his ex-gunslinger partners for one last heist. It was part of the reason why I only stayed there a year. However, that team was probably the most talented team I ever worked with and they went on to do many amazing games.

Unseen64: You also worked for almost 7 year at THQ as Creative Manager on many games till 2011, about a year before they had to declared Chapter 11 bankruptcy and close down. From your experience at THQ, do you think that the current marked was just too difficult for them to survive? Was there anything that could have been done to let them being profitable again?


Scott: The market was pretty rough and no one quite knew what was going on. It was all over the place with mobile and console and indy games becoming popular. Everyone, not just THQ, was scrambling to understand the new reality of the gaming industry. However, I believe the decision to abandon the kid’s game market – which had been their bread and butter for years – was a big contributor to why the company failed. Of course, this observation is made from the trenches. Who know what conversations were being made on the executive level.

Unseen64: Talking about all the games that you worked on and that were released in your career, do you remember anything major that had to be cut or changed from the final version? Is there anything that you wish it would have not changed, even if you were satisfied with the final product?


Scott: The robot boss in Pac-Man World was originally named “Clankity-Clank” – I was outvoted on that one. I still think that name is more charming.

Unseen64: In the last few years you wrote a few books on game design ("Level Up! The Guide to Great Video Game Design" and "Swipe This! The Guide to Great Touch Game Design"), co-teach at the University of Southern California and New York Film Academy: what do you think of the new generations of game designers and what kind of games could we expect from future designer that will grow-up playing Minecraft and mobile games?


Scott: The new generation of game designers are taking game and game designs in a direction that few would have thought possible or reasonable back in the 90’s. A game about throwing birds at pigs? A game about slicing fruit with a ninja sword? Games that have no endings to them? These concepts would have been called madness back then and yet they are some of the most successful games now. I am eagerly looking forward to what new gaming mechanics and paradigms these graduates will come up with!

Unseen64: Any thoughts on the re-emergence of Home VR? It along with motion control and 3D TV gaming were attempted in the past, dragged up years later, technology improved but sadly it seemed few if any lessons learnt from past mistakes.


Scott: As a teacher of video game history, I love showing students that we have all been here before in 1992 with systems like Jarod Lainer’s “Eye-Phone” and the Virtuality system. They always seem so shocked to learn that VR didn’t start with the Oculus. I have been saying “AR is for home, while VR is destination-based” While I find VR intriguing and have seen some absolutely amazing things done with it, I think home is not the right place for VR. I think it belongs in theme parks or dedicated play spaces much like the late and lamented Virtual World centers – locations where there is the space to create really immersive experiences that have physical components to them. There are several things missing from VR that I think are essential to good gaming – the social component, a slight physical component, the room to move around and feel like you are in a real space.

Unseen64: Well, that was the last question, thanks again for your time!






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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Thanks to MathUser and Robert Seddon, we have added some more

beta screens in these archives: [SNES -
Unreleased], [SNES - Cancelled],
[N6a], [64DD - Beta/Unreleased?],
[Beta / Tech Demo], [Satum - Cancelled] and

[PSX/Saturn - Cancelled]
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-UNSEEN 64-

Finalmente siamo riusciti ad aprire questa sezione speciale di PDX. Sappiamo benissimo che non centra nuila con il mondo di
perfect Dark, ma questo & uno di quegli argomenti che ci fanno letteralmente impazzire; vedere gli screenshot di giochi che
non sono magari neanche usciti mai & una cosa che ci fa esaltare al pensiero che da qualche parte al mondo possa esistere
una versione beta di quel gioco e magari ci stanno giocando ed & bellissimo! oppure vedere quanto & diverso un titolo rispetto
alle sue prime comparse in versione beta a volte ci sono cambiamenti che hanno dellincredibile.

Soprattutto sul Nintendo 64, sono moltissimi i giochi che sono stati annunciati i primi mesi di vita e poi posticipati anche per
anni o perfino cancellati; tutto questo anche a causa di Nintendo che in un primo momento riusci ad attirare a se molte
Software House, attirate dal guadagno e dal successore del fortunato SIES, ma che poi per difficolts di programmazione si
s0no tirate indietro oppure hanno abbassato la portata dei loro giochi. Non credo ci sia molto altro da dire, qui sotto potrete
trovare sia screenshot che (forse) fimati in qui potrete vedere tutti questi giochi-beta (quell il interessanti) confrontati con
le versioni finite.

Gi spiace solo che molti probabili capolavori non siano mai usciti oppure che siano arrivati nei negozi ma rivelandosi poi piccole
delusioni (anche se certo non mancano quelli che hanno rispettato le aspettative). Un ultima cosa, per quanto riguarda i
filmati, cercheremo di metterne il piti possibile ma non sappiamo se lo spazio sul server sara sufficiente e neanche se sia
veloce poi per scaricarli, ma vi assicuro che se riuscite ne vale davvero la pena di avere certe cose sul proprio HD. Per poterli
vedere vi bastera avere installati sul vostro PC Quick-Time e Windows Media Player e per aprire il formato Zip serve avere
WinZip, in caso contrario cliccate sui link per entrare nei siti ufficiali e scaricarne le ultime versioni. Buona visone :]
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