DARK VOID™ ZERO
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DARK VOID: A HISTORY
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System Requirements

OS: WINDOWS® XP (SP2 OR HIGHER)/ VISTA / 7
PROCESSOR: 2.5 GHz PENTIUM 4, 1.6GHZ CORE2DUO OR HIGHER

MEMORY: XP: 512 MB MINIMUM, 1 GB RECOMMENDED; VISTA /WIN7: 1 GB MINIMUM, 2 GB
RECOMMENDED

HARD DRIVE: 200 MB AVAILABLE DISK SPACE REQUIRED

GRAPHICS: DIRECTX 9.0C COMPATIBLE VIDEO CARD WITH 256 MB

SOUND CARD: DIRECTX(R)9.0C COMPATIBLE

DiIsPLAY: 8B00X600 MINIMUM RESOLUTION, 1280Xx720 OR HIGHER RECOMMENDED

INPUT: WINDOWS-COMPLIANT KEYBOARD XBOX 360® CONTROLLER FOR WINDOWS®
RECOMMENDED
e ADOBE® READER®

Dark Void: A History

IT 1S 1987 AND THE NINTENDO ENTERTAINMENT SYSTEM™ DOMINATES TELEVISION SETS ACROSS THE
WORLD. CAPCOM IS POISED TO RELEASE MEGA MAN® FOR THE HOLIDAY SEASON, AND WITH SUCCESSES
SUCH As COMMANDO™ AND GHOSTS ‘N GOBLINS® ALREADY UNDER ITS BELT, THINGS COULDN'T HAVE BEEN
BETTER FOR THE COMPANY. WHAT MANY PEOPLE DON'T REALIZE HOWEVER IS JUST HOW MANY GAMES WERE
IN DEVELOPMENT AT CAPCOM DURING THIS TIME THAT NEVER SAW THE LIGHT OF DAY.

AS THE ‘80S WERE DRAWING TO A CLOSE, THE DEVELOPERS AT CAPCOM BEGAN WORK ON A TOP SECRET
PROJECT THAT AIMED TO SET NEW STANDARDS FOR THE PLATFORMER GENRE, BLENDING THE INTENSE
SHOOTING ACTION OF SECTION Z™ WITH THE LATEST INNOVATIONS IN PLATFORM JUMPING FROM MEGA
MAN. THAT GAME WAS CALLED “DARK RIFT”. IN ORDER TO PROPERLY FULFILL THE TEAM’S VISION FOR DARK
RIFT (LATER RENAMED DARK VOID), THE HARDWARE ENGINEERING TEAM AT CAPCOM WAS ENLISTED TO
DESIGN AND PRODUCE AN ALL-NEW CHIPSET THAT WOULD BE INCLUDED IN EVERY CARTRIDGE, ENABLING
HUGE NUMBERS OF SPRITES AND NEVER-BEFORE-SEEN SPECIAL EFFECTS TO BE DISPLAYED ON THE NES™
PLATFORM. (NINTENDO ADOPTED THEIR OWN STRATEGY WITH THEIR INVENTION OF THE FX CHIP FOR THE
SUPER NINTENDO ENTERTAINMENT SYSTEM™, A UNIQUE WAY TO IMPROVE THE GRAPHIC CAPABILITIES.)
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AN ARCADE VERSION OF DARK RIFT WAS PLANNED, BUILT TO TAKE ADVANTAGE OF THE DUAL MONITOR
NES™-BASED CABINET ALREADY AVAILABLE IN ARCADES. (THE SYSTEM USED THE TOP MONITOR FOR GAME
SELECTION, WITH NES™-BASED HARDWARE RUNNING THE GAME ON THE LOWER SCREEN.) THE GAME WOULD
PROVIDE A PERSISTENT MAP ON THE TOP MONITOR TO AID PLAYERS IN THEIR QUEST. IN ADDITION TO NEW
HARDWARE, CAPCOM ALSO BEGAN ITS FIRST COMMUNITY PROMOTION PROGRAM IN AMERICA. THE CAPCOM
HIGH SCORE CHALLENGE WAS BASED ON SCORES IN COMMANDO, WITH THE WINNER OF THE COMPETITION
BEING FLOWN TO CAPCOM’S OSAKA, JAPAN HQ TO MEET THE DARK VOID TEAM AND BE A STARRING
CHARACTER IN THE GAME!

COMPETITION WINNER, YOUNG JIMMY FALLON,
POSES FOR A UNRELEASED MARKETING PHOTO

ALAS, TIME WAITS FOR NO MAN AND GAME DEVELOPERS ARE NO EXCEPTION. THE DAWN OF THE SUPER
NINTENDO ENTERTAINMENT SYSTEM™ MADE THE ADDITIONAL HARDWARE REQUIREMENTS FOR DARK VOID
REDUNDANT. CAPCOM SUSPENDED DEVELOPMENT ON DARK VOID AS IT BEGAN TO EVALUATE THE SNES™.
BEFORE LONG, THE GAME WAS SHELVED AND DRIFTED, UNNOTICED, INTO THE ANNALS OF GAMING HISTORY,
WITH EVEN THE INTERNAL TAPE-BASED ARCHIVES LOST DUE TO AN UNFORTUNATE MAGNET INCIDENT WHICH
EVEN TODAY IS BEST LEFT UNDISCUSSED. THE TEAM WAS QUICKLY RE-DEPLOYED TO OTHER PROJECTS, AND
WENT ON TO PRODUCE SEVERAL HIT TITLES, AS WELL AS SOME OTHER CAPCOM ODDITIES (TO BE DISCLOSED
AT A FUTURE DATE). DARK VOID BECAME A LEGENDARY “LOST PROJECT” AT CAPCOM.

NOW, NEARLY TWENTY YEARS LATER, DARK VOID IS BACK! IN THE RUN-UP TO THE RELEASE OF DARK VOID,
CAPCOM STAFFERS IN THE US WERE ABLE TO RECOVER THE ONLY REMAINING PROTOTYPE OF THE GAME,
WHICH WAS STILL IN THE HANDS OF THE 1987 DARK VOID CONTEST WINNER! TO COMMEMORATE THE
GAME’S HUMBLE ORIGINS, CAPCOM HAS COMMISSIONED THIS RECREATION OF THE ORIGINAL 8-BIT CLASSIC,
NOW RE-TITLED “DARK VOID ZERO”, ON THE NINTENDO DSI SYSTEM, PC AND IPHONE.

YOU PLAY RUSTY, THE FIRST HUMAN BORN IN THE VOID, WHO MUST TAKE ON THE WATCHERS IN A QUEST TO
STOP THEIR DOMINATION OF EARTH. WITH THE AID OF NIKOLA TESLA, AND HIS STATE-OF-THE-ART ROCKET
PACK, RUSTY MUST TAKE DOWN THE WATCHERS AND THEIR MINIONS ACROSS THREE INTENSE LEVELS OF
ACTION AND INTRIGUE. EQUIP RUSTY WITH UP TO 5 PRIMARY AND 3 SECONDARY WEAPONS. USE THE MAP
SCREEN TO LOCATE YOUR NEXT OBJECTIVE AND NAVIGATE THE ALIEN WORLD.
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DARK VOID ZERO FEATURES A STATE-OF-THE-ART (IN 1987!) MUSIC SYSTEM, CAPCOM'S SYSTEM ZERO NO-
FLICKER SPRITE CHIPSET, AND AN ADDITIONAL PROCESSOR PER CARTRIDGE TO KEEP THE ACTION FROM
SLOWING DOWN.

THE ONLY KNOWN DARK VOID CARTRIDGE
FOUND IN THE POSSESSION OF THE CONTEST WINNER

THE GAME PRESENTED IN THIS HISTORICAL DOWNLOAD WAS REVERSE-ENGINEERED FROM A PROTOTYPE
KNOWN TO BE 50% COMPLETE. IT HAS BEEN RE-MASTERED AND RE-DESIGNED TO BE COMPLETELY STAND-
ALONE AND SERVE AS A DOCUMENT OF PRESERVATION. FOR THE MOST PART, THE GAME REMAINS INTACT,
WITH THE ONLY ADDITIONS BEING THE ADDITION OF THE COMPLETE STORY ARC (FROM THE ORIGINAL
CONCEPT ART), MOST OF GAMEPLAY BUGS REMOVED, AND THE DESIGN COMPLETION OF LEVEL 3 BASED ON
NOTES AND SKETCHES FROM THE ORIGINAL TEAM. ITHAS BEEN COMPLETED TO THE BEST OF OUR
KNOWLEDGE FOR YOUR ENJOYMENT.

THE GAME THAT STARTED IT ALL HAS AT LAST MANAGED TO SEE THE LIGHT OF DAY. WE HOPE THAT TWENTY
YEARS WASN’'T TOO LONG TO WAIT.

Introduction

THE STORY SO FAR...

MANY YEARS AGO THE GREAT SCIENTIST NIKOLA TESLA BECAME TRAPPED IN THE VOID, A
HOSTILE PLACE BETWEEN OUR WORLD AND THE WORLD OF THE WATCHERS. FOR YEARS
TESLA AND THE BAND OF VOID-BORN HUMANS KNOWN AS THE SURVIVORS HAVE BATTLED
AGAINST THE EVIL WATCHERS AS THEY ATTEMPTED TO CREATE A STABLE PORTAL THAT
WOULD ENABLE THEM TO FINALLY CONQUER HUMANITY.

YOU PLAY THE ROLE OF RUSTY, WARRIOR TEST-PILOT AND TESLA’S
TRUSTED FRIEND. IT IS TESLA’S BELIEF THAT WHERE ARMIES HAVE FAILED, MAYBE ONE
MAN, ARMED WITH TESLA’S TECHNOLOGY, CAN SUCCEED.

THE FATE OF THE HUMAN RACE RESTS IN YOUR HANDS!



http://www.capcom-unity.com/shana/gallery/view_gallery.one?pid=99256143

Controls & Screens
YOU CAN CONFIGURE YOUR CONTROLS AT ANY TIME THROUGH THE OPTIONS MENU.

KEYBOARD CONTROLS (DEFAULT)
CONFIGURABLE

DEFAULT INPUT

ACTION

[LEFT ARROWI

MoOVE/AIM LEFT

[RIGHT ARROW]

MOVE/AIM RIGHT

[UP ARROWI] MoVE/AIM UP
[DOWN ARROW]I MoVvE/AIM DOwWN, CROUCH
[A] FIRE
[S] Jump

NOT CONFIGURABLE

DEFAULT INPUT

ACTION

JUMP BUTTON

DOUBLE PRESS TO HOVER /
HOLD TO BOOST

M]

ACCESS MAP

EEC]]

PAUSE, SKIP CUTSCENE

[ENTER], JuMP BUTTON, FIRE BUTTON

ADVANCE TEXT DISPLAYS

[ALT] + [ENTER]

TOGGLE FULLSCREEN

GAMEPAD CONTROLS (DEFAULT)
XBOX 360 CONTROLLER
CONFIGURABLE

DEFAULT INPUT

ACTION

[DPAD LEFT]

MOVE/AIM LEFT

[DPAD RIGHT]

MOVE/AIM RIGHT

[DPAD UP] MOVE/AIM UP
[DPAD DOWNI] MoVE/AIM DOWN, CROUCH
[B BUTTON] FIRE
[A BUTTON] JUMP
[BACK BUTTON] ACCESS MAP

[START BUTTON]

PAUSE, SKIP CUTSCENE

OTHER GAMEPAD CONTROLLERS
CONFIGURABLE

DEFAULT INPUT ACTION

[LAXIS X-] MOVE/AIM LEFT
[LAXIS X+] MOVE/AIM RIGHT
[LAXIS Y- MOVE/AIM UP
[LAXIS Y+] MoOVE/AIM DOWN, CROUCH
[BUTTON 1] FIRE
[BUTTON 2] JUMP
[BUTTON 3] ACCESS MAP
[BUTTON 4] PAUSE, SKIP CUTSCENE

ALL CONTROLLERS

NOT CONFIGURABLE

DEFAULT INPUT

ACTION

JUMP BUTTON

DOUBLE PRESS TO HOVER /
HOLD TO BOOST

JUMP BUTTON, FIRE BUTTON

ADVANCE TEXT DISPLAYS




PRIMARY SCREEN

030523

THIS IS THE PRIMARY GAME-PLAY SCREEN. THE HUD FOR THIS SCREEN DISPLAYS RUSTY’'S CURRENT HEALTH,
HOW MANY LIVES HE HAS REMAINING, AS WELL AS HIS CURRENT PRIMARY WEAPON. I[F COLLECTED, THE
CURRENTLY ACTIVE SECONDARY WEAPON IS ALSO DISPLAYED. THE NUMBER NEXT TO THE SECONDARY
WEAPON SHOWS THE TIME LEFT (IN SECONDS) BEFORE ITS EFFECT WEARS OFF.

Gameplay Essentials

YOUR MISSION

YOU MUST DESTROY THE THREAT OF PORTAL X ONCE AND FOR ALL! TO ACHIEVE THIS, YOU MUST COLLECT
THREE PORTAL CONTROL CODES, ONE IN EACH LEVEL OF THE GAME. ONCE THESE HAVE BEEN COLLECTED
YOU MUST SEEK OUT THE PORTAL CONTROLS AND USE THE CODES TO DESTROY PORTAL X FOREVER!
THE MAP

@ 012-100
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TO AID YOU WHEN DEEP WITHIN WATCHER TERRITORY YOU HAVE A MAP DISPLAYED ON THE MAP SCREEN.
TESLA WILL HELP YOU BY UPDATING THE MAP WITH YOUR OBJECTIVES.

YOUR CURRENT POSITION IS SHOWN ON THE MAP AS WELL THE LOCATION OF ANY TELEPORTERS YOU HAVE
DISCOVERED, INCLUDING THE ONE THAT IS CURRENTLY ACTIVE. TESLA WILL DISPLAY THE LOCATION OF YOUR
OBJECTIVES ON THIS MAP, SO KEEP AN EYE ON IT! THE CURRENTLY HELD ITEM IS SHOWN ON THIS SCREEN
(KEYCARDS, ETC.) AS WELL AS THE NUMBER OF SECONDARY OBJECTIVES YOU HAVE ACHIEVED AND HOW
MANY TECH POINTS YOU HAVE COLLECTED SO FAR.

TELEPORTERS

THERE ARE MANY TELEPORTERS WITHIN WATCHER TERRITORY. STANDING IN A TELEPORTER WILL ACTIVATE IT.
IF RUSTY’S SHIELD IS REDUCED TO ZERO, THE BUILT-IN SAFETY FEATURE IN HIS SUIT WILL TELEPORT HIM TO
THE LAST TELEPORTER HE ACTIVATED. BE AWARE THAT RUSTY’S SUIT CAN ONLY SAVE HIM A FEW TIMES
BEFORE IT WILL FAIL FOREVER AND YOUR GAME WILL COME TO AN END.

SAVE GAME

[F YOU MANAGE TO SURVIVE AN ENTIRE LEVEL THE GAME WILL SAVE YOUR PROGRESS AS SOON AS YOU START
THE NEXT LEVEL. WHEN YOU QUIT THE GAME (OR LOSE ALL YOUR LIVES) YOU WILL BE ABLE TO RESUME THE
GAME FROM THE LAST LEVEL YOU REACHED. YOU WILL ALSO BE ABLE TO RESTART THE GAME FROM LEVEL. 1
IF YOU WISH, BUT BE AWARE THAT ANY PREVIOUS PROGRESS WILL BE LOST.

Weapons and Pickups

PRIMARY WEAPONS

E LIBERATOR

RUSTY’'S PRIMARY WEAPON, THE TRUSTY LIBERATOR IS THE STANDARD ISSUE WEAPON USED BY
SURVIVORS IN THEIR STRUGGLE AGAINST THE WATCHERS.

E DISINTEGRATOR

THE WATCHERS’ ANSWER TO THE HUMAN PUMP-ACTION SHOTGUN, THE DISINTEGRATOR IS A LETHAL
WEAPON AT CLOSE-RANGE, BUT INEFFECTIVE AT LONGER RANGES.

E PULVERIZOR

THIS IS A WATCHER VARIANT OF A ROCKET LAUNCHER. EVEN THOUGH IT HAS A SLOW RATE OF FIRE, IT
DEALS A LARGE AMOUNT OF DAMAGE. IT CAN BE USED TO OPEN UP OTHERWISE INACCESSIBLE AREAS.

mac
TELEFORCE LANCE

THE SLOW-FIRING TELEFORCE LANCE FIRES STREAMS OF UNSTOPPABLE ENERGY THAT CAN PASS
STRAIGHT THROUGH ANY WALL.

=
HYPERCOIL

DESIGNED BY TESLA HIMSELF, THE HYPERCOIL IS CAPABLE OF MASSIVE AMOUNTS OF DAMAGE AT THE
EXPENSE OF OVERHEATING. MAKE SURE YOU DON’T RUN THE WEAPON CONTINUALLY FOR TOO LONG,
OTHERWISE IT WILL OVERHEAT AND BE USELESS UNTIL IT COOLS DOWN ONCE AGAIN.
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SECONDARY WEAPONS

...

THIS SHORT-RANGE SMART BOMB DOES NOT PRODUCE A GREAT DEAL OF DAMAGE, BUT IT IS GREAT
FOR WHEN YOU FIND YOURSELF SWARMED BY ENEMIES. IT FIRES EVERY TIME RUSTY’S MAIN WEAPON
FIRES. LIMITED TO A 10 SECOND DURATION, USE IT WHILE YOU CAN!

E FORCE FIELD

THIS HANDY PIECE OF HARDWARE ENHANCES RUSTY’S SHIELD FOR A SHORT TIME ONLY, MAKING HIM
IMPERVIOUS TO ENEMY DAMAGE, BUT NOT AGAINST ENVIRONMENTAL HAZARDS.

D ELECTRIFIED FIELD
BASED ON THE SAME TECHNOLOGY AS THE FORCE FIELD, THIS SECONDARY WEAPON ALSO PACKS AN
ADDITIONAL PUNCH TO ANY ENEMY UNFORTUNATE ENOUGH TO BE WITHIN RANGE OF ITS EFFECT.

WEAPON UPGRADES

rj AMMO DOUBLER
THE AMMO DOUBLER INCREASES THE RATE OF FIRE OF YOUR CURRENT WEAPON TO DEAL MORE
DAMAGE. THE EFFECT ONLY LASTS 10 SECONDS BEFORE THE RATE OF FIRE RETURNS TO NORMAL.

il TRI-DEFLECTOR

THE TRI-DEFLECTOR REDIRECTS ADDITIONAL AMMO TO HIT TARGETS NOT DIRECTLY IN FRONT OF YOU.
THE EFFECT ONLY LASTS 10 SECONDS BEFORE FIRING RETURNS TO NORMAL.

OTHER PICKUPS

ROCKET PACK

RUSTY’'S TRUSTY ROCKET PACKS GIVE HIM ACCESS TO AREAS OTHERWISE UNREACHABLE. BEWARE OF
THE WATCHER’S NULLIFYING FIELDS AS THESE WILL DESTROY YOUR ROCKET PACK!

1. Y

EACH COLLECTED 1UP GIVES RUSTY ONE EXTRA LIFE.

D TECH POINTS

TECH POINTS ARE DOTTED THROUGHOUT THE WATCHER INSTALLATIONS. COLLECT 100 TECH
POINTS TO RECEIVE AN EXTRA LIFE.

E....

HEALTH PICK-UPS CAN BE FOUND PLACED IN EACH OF THE LEVELS. EACH ONE RESTORES SOME OF
RUSTY’S HEALTH. OCCASIONALLY, ENEMIES ALSO DROP HEALTH PICKUPS.
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. KEYCARD

KEYCARDS OPEN LOCKED SECURITY DOORS THROUGHOUT THE MAPS.

E PORTAL CONTROL CODE
LOCATE ALL OF THE PORTAL CONTROL CODES TO DESTROY PORTAL X.

Customer Support

CAPCOM ENTERTAINMENT, INC.

FOR TECHNICAL SUPPORT:

1. NOTIFY THE CAPCOM CONSUMER SERVICE DEPARTMENT OF THE PROBLEM REQUIRING WARRANTY
SERVICE BY CALLING (650) 350-6700. OUR CONSUMER SERVICE DEPARTMENT IS IN OPERATION
FROM 8:30 A.M. TO 5:00 P.M. PACIFIC TIME, MONDAY THROUGH FRIDAY.

2. IF THE CAPCOM SERVICE TECHNICIAN IS UNABLE TO SOLVE THE PROBLEM BY PHONE, HE/ SHE WILL
OFFER ADDITIONAL INSTRUCTIONS.

YOU CAN ALSO SUBMIT TECHNICAL SUPPORT REQUESTS ON OUR WEBSITE AT. WWW.CAPCOM.COM. CLICK
ON THE 'SUPPORT' LINK.

DIRECT LINK: HTTP://SHOP.CAPCOM.COM/STORE/CAPCOMUS/CONTENT/PBPAGE.CAPCOMSUPPORTZ2

HERE YOU CAN SEARCH THE DATABASE OF EXISTING QUESTIONS OR SUBMIT YOUR OWN SUPPORT REQUEST.
TO CONTACT US BY MAIL, SEND TO:

CAPCOM ENTERTAINMENT, INC.
CONSUMER SERVICE DEPARTMENT
800 CONCAR DRIVE, SUITE 300
SAN MATEO, CA 94402-2649
USA

CUSTOMER SUPPORT AVAILABLE IN THESE LANGUAGE(S): ENGLISH

©CAPCOM ENTERTAINMENT, INC. 2010 ALL RIGHTS RESERVED. ALL TRADEMARKS ARE THE
PROPERTY OF THEIR RESPECTIVE OWNERS.


http://www.capcom.com/
http://shop.capcom.com/store/capcomus/Content/pbPage.CapcomSupport2

