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WARNINGS AND CONSUMER INFORMATION 

  

‘THIS PRODUCT HAS BEEN RATED BY THE ENTERTAINMENT SOFTWARE RATING 
Ce Na Se en : 
APPROPRIATENESS OF THE RATING, PLEASE CONTACT THE ESRB AT 1-800-771-3772. 
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APPROVED THE QUALITY OF THIS PRODUCT. ALWAYS LOOK FOR THIS 
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COMMAND 

          

   

  

     

SUMMARY: 
MENU SYSTEM 4 

Move Up Control Pad Up OR Control Stick Up 

Move Down Control Pad Down OR Control Stick Down 
Select tem AOR START 
Return to Previous Screen B 
Decrease Value Control Pat Left OR Contralistick Let 
    

  

Increase Value 

IN GA 
Control (OF Contra! Stick Fight 

    

    

        

   

    

         

  

          

               

              

    

  

Tum Left/Right 
Move Forward 
‘Move Back 
‘Move Left 

Look Up Control Stick Down 
Look Bown Control Stick Up ae 

= ig ema 
Fire Z Button Up ¢ Button 

Open B Button | 
Select Weapon A + Control Stick Left/Right OR Control Pad Left/Right Z Button 

Select Inventory Item A + Control Stick Up/Down OR Control Pad Up/Down : Bae 

ee lena Le eee a Select Weapon A+ Control Stick LefvPight OR Control Pad LefuRight 
Select Inventory Item ‘A + Control Stick Un/Down OR Control Pad Up/Down 

2 Use Inventory Item A+ZORL Button 3 

   



    

   

  

   

                  

    

ACTION BUTTON 
‘Turn Left/Right Control Stick Left/Right 
Move Forward Control Stick Up . 
‘Move Back Control Stick Down, 
‘Move Left Control Pad Left 

Move Right Control Pad Right 
Look Up Control Pad Down 
Look Bown Control Pad Up 

dump L Button 
Fire : Z Button 

Open B Button 

‘Select Weapon A + Control Stick Left/Right 

Select Inventory Item A + Control Stick Up/Down 
A+ ZORL Button



    
   
    

  

START GAME 

   
    

   

   
     

      

ACTION BUTTON. You can choose to start either a new single player or multi-player game. 

Turn Left/Right Control Stick Left/Right SINGLE PLAYER GAIVES 

‘Move Forward Control Stick Up : 
Back Control Stick Down Placa ole See Ee 
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Friendly Fire - Here you can tum friendly fire on or off. If you turn friendly fire OFF Duke 
cannot kill himself in any deathmatch game, or be killed by his teammates in Team 
Dukematch mode. With the option turned to ON Duke is injured by any weapons, 
regardless of who fires them. 

Onee you are happy with the game options select ‘play’ to advance to the game type menu. 

MULTIPLAYER GAME TYPES 
From the game type menu you can choose one of four game types to play. These are: 

Dukematch - This is the standard multiplayer game. Here the aim is to kill as many 
other players as possible. Each time you kill an opponent you will score one kill. If you 
accidentally kill yourself your kill count will be decreased by one. The winner is the 
person with the most kills when the timer runs out, or the first person to reach 
the frag limit. 

Last Man Standing - In this mode the aim of the game is to be the last person left 
alive. All players have only one life. When they die they lose this life and are out of the 
game. The last person alive is the winner, regardless of haw many kills they made. 
The Time Limit and Frag Limit are turned off for this mode. 

King Of The Hill - This game mode is in many ways similar to the standard Dukematch 
game. The difference is that in this mode, at the start of the game the first person 
to make a kill becomes the king (they will look different to other players and on the 
radar]. From this time if a player kills the king they receive five kill points instead of 
the normal one kill point, and become the king themselves. The previous king then 
becomes a standard player once again: there can only be one king at any one time. 
‘The winner is the person with the most kills when the timer runs out, or the first 
person to reach the frag limit. 

Team Dukematch - This mode offers the opportunity for the players to join one of two 
teams - Red and Blue. You and your teammate then score kills against the other 
team. At the end of the game your scores are added together and the team with 
most kills wins. 

After selecting your game mode you get the opportunity to select which level to play 
from the special multiplayer maps. You then have the choice of which character that 
you wish to play as. All players must choose a different character. Originally there 
are four possible characters to play, but as you progress through the game new 
characters will become available. 

In Team Dukematch mode, after all players have selected their characters they then 
choose the team they wish to join, Red or Blue, Once you have made your selection 
the game will start. When the victory conditions have been met on a level, each 
player's scores are displayed and the players move on to the next level. 
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| the levels statistics will be updated with the new scores. You will then have the oppor- 
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LOAD GAME 
Each time you finish a level of Duke Nukem Zero Hour, you have the opportunity to 
Save your game onto a Controller Pak. A saved game records all the weapons and. 
items that you are carrying, as well as your position in the game. 

After you have selected a load game you will be taken to the level select screen. Here 
all the levels that you have played up to your save position are displayed. For each 
level that you have completed your ratings for that level will be displayed. This includes 
your time taken to complete that level, the number of monster kills that you made, 
the number of secrets and babes found, and your overall rating for that level. 

From the level select screen you have the opportunity to select a level to play. If you 
choose to continue from where you saved the game, you will start at that position in the 
game, with all the weapons, items and health that you had when you saved the game, 

Altematively you can choose to play an individual level that: you have already completed, 
in order to practice your gaming skills or improve that levels statistics. If you choose 
to do this, when you finish the level you will be returned to the level select screen and 

tunity to select. a different level; you do not automatically progress to the next level 
in this mode. 

OPTIONS 
SFX Volume - Use this slide bar to adjust the sound effects volume or tum. 
them off completely. 

Music Volume - Use this slide bar to adjust the game music volume or tum 
it off completely. 

Rumble Pak - This allows you to change the strength of the rumble produced by 
your Rumble Pak if you have one. 

Graphics - |f you have the N64 Expansion Pak inserted this option allows you to 
choose whether to play the game with nonmal, medium or high-resolution graphics. | 
Playing the game in medium and high resolutions gives increased screen resolution, 
which displays even more detail than normal mode. If you don't have an Expansion | 
Pak this option will default to normal resolution, and you will be unable to change it. 

Player setup - This option allows all players to customize their individual game controls 
to match their personal preferences. If you choose to change the player's setup you 
will then be asked which player's controls you wish to customize. You can individually 
Customize the controls for all the Controllers that are inserted into your N64. Once 
you select a Controller to edit you will be presented with three options: 
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Grosshair- Here youn carye Dues oosshar Yascenchoosbwen | PLAYER STATUS 
TCeaE eure a oe ae ie During game play, the two status areas at the top, plus a sinde the use wi to status a single status area in 

crosshair for the weapon that Duke Nukem is carrying. You can also choose to | bottom: of 

Be ches ence The bottom left area shows your healt, Your health starts at 100 andifit ever drops 
‘Autoaim - Here you can adjust the amount of autoaim that Duke Nukem’s Deter cc cal Fonten We die ana gees ae ee 
cnosshair has in game. You can select from three levels of autoaim: low, mediu . le 

      
    

  

     
    

      

‘or high. The higher your autoaim setting is, the more Duke Nukem's crosshair nate 
‘Inventory shows which items you have 

Oe Bier sated home a ee eee ee 
Auto Center - You can choose to have Duke's crosshair return to a central ot. Many items have a limited amount: een which wil also be displayed. 
Soar ot a va sb tae a oe 
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Control Configuration - This option gives the player the opportunity to change thelr ad \ See He Cae eee ee 
Eee ee ie ae se ee . There are eight i e fined 

, Atomic, Shaken, Stinred, Nuke, Nitro, and Diamond (described n ke ‘shows 
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RUMBLE PAKS | Bik to climb ladders to get from one area of a level to another, He 
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MOVING AREAS 
While elevators are useful in getting from floor to floor, Duke will sometimes need to 
utilize other modes of transportation to get around. So keep an eye open for vehicles 
and machinery that Duke can use in difficult or hazardous areas. These can help Duke 
Move more quickly and safely than on foot... but be careful, as these objects can 
Often create hazards of their own. 

TELEPORTERS 
You can spot a teleporter by the blue glowing lights that they produce between 
floors and ceilings. Just jump in and you will be transported to a linked teleporter 
pad somewhere else on the level. Most teleporters ane two-way, so you can travel 
back and forth easily. 

HAZARDS 
The world Duke lives in is dangerous: remote gun turrets, lava, toxic slime, fierce 
fires, exploding barrels, thundering piledrivers, tripwires, bear traps, poison darts, 
even nuclear waste all pose a threat to Duke's safety, 

HEALTH SOURCES 
To help Duke survive on his mission, there ane a variety of ways he can heal the dam- 
age he may take. Meckits will provide useful boosts, and there are a variety of water 
sources that you can use to refresh yourself - although you may need to do a little 
damage to the scenery first. As you progress through the game, you will also the find 
alien artifacts that the invaders use to keep their troops in fighting condition: Duke can 
turn these against the alien scum by using them himself. 

CRACKS 
Look for cracks in walls. If you blow these up, you can access new areas of the level 
and even discover hidden secrets. 

CAPTIVE BABES 
As part of their evil schemes, the aliens are kidnapping earth babes. You must find 
these innocent victims and free them before it is too late. Simply go up to a captive 
and press the Activate key (B’ by default). 

SECRETS 
Each level is crammed with secrets for you to seek out. Look out for switches, touch- 
Plates, hidden doors, concealed tunnels, and destructible or one-way walls. A secret 
nea may contain extra equipment to pick up, captive babes to rescue, or just more 
ehemies to fight. 

FINISHING A LEVEL 
Most levels contain a spinning orange Nukem symbol. Running into this at any time 
will end the level, at which point you will be told how many enemies you killed, how 
many babes were rescued, and how many of the secrets you found. Other levels may 
@nd unexpectedly, so watch out! 

T2 

DUKE’S WEAPONS 
Duke Nukem can hold a wide variety of weapons in his arsenal. You start the game 
with only two - your I-80 Pulse Gun (or Blaster) and your bare fists. You can switch 
between these weapons by pressing the weapon select buttons (A + Control Stick 
Left and Right or Control Pad Left and Right as default). You will find many ther’ 
Weapons as you progress through the game, and each of these weapons can be 
recharged with ammo found scattered around the levels. Each weapon has its 
Own type of ammo. For example, if you find Blaster cells, you cannot use them 
with the shotgun. 

‘Two weapons - the Blaster and the Revolver - require reloading. The Blaster holds 14 
shots in a clip, while the Revolver can hold only 6 shots. When empty, these guns will 
automatically reload (provided you have some ammunition left) This will take a 
Moment, so be careful. If you want to make sure you always start a fight with a 
fullyoaded Weapon, you can reload these guns at any time by pressing the 
Activate button (B' by default). 

A number of OukeS weapons have power-ups, usually in the form of specialized 
ammunition. For example, the .50 Sniper Rifle can be loaded with Armor Piercing 
rounds. If you find one of these power-ups, it will automatically be used in preference 
to the standard weapon, and your ammunition display will turn red to indicate this. 
(Once the power-up is depleted, the weapon will revert to its standard form. 

FISTS 
If you run out of ammunition, or just want to deal out some man-to-alien justice, you can 
use Duke's fists to beat your opposition into submission. Duke's fists never run out of 
ammo, but if theyre the only weapon you've got left to kill the alien hoards with, youlre in big 
trouble. Unfortunately, as Duke needs both hands to swim he cannot punch underwater. 

M-80 PULSE GUN (A.K.A. ‘BLASTER] 
Duke's standard weapon has been specially developed by the US: 
Military for Special Forces use. Utilizing technology appropriated 
from the aliens, this is a semi-automatic particle pulse weapon, fir- 
ing small but deadly energy blasts. Each shot consumes a cased. 
pulse charge, and each clip contains 14 changes. Shots travel so 
fast theyre almost invisible, but they leave small scorched craters 
Where they impact. Range has little effect on the power of these 
shots. The I-80 has an emergency particle generator built-in, allow- 
ing it to slowly recharge single shots for emergency situations even 
when all other ammunition has been depleted. Since it takes a few: 
seconds to generate a single shot, this mode is not recommended 
for combat use 

  
Ammunition: Blaster Cells 

Power-ups: If Duke can find a second Blaster he can use two at 
‘ once for double the destruction 

 



    
    

  

   

   

    

    

    

      
   

     

   
    

   

‘PEACEKEEPER’ .45 REVOLVER: 
The classic cowboys weapon, this is a long-barreled heavy-caliber 
revolver. It is a powerful weapon but needs to be reloaded after 
every six shots. 

Ammunition: .45 Slugs 

Power-ups: ‘Scum-stopper’ Magnum rounds - these heavy-grain 
bullets pack a massive punch and are fired in preference 
to normal ammo once theyre picked up. If Duke can find 
€ second Revolver he can use two at once for 
twice the fun. 

MP-10 SMG 

  

A compact 10mm submachine gun, this gives Duke the capability 
to pump bullets into one target at a horrendous rate, or mow 
down whole rooms full of bad guys. Extended clips mean the 
weapon does not need to be reloaded. 

Ammunition: SMG clips 

Power-ups: Finding a second MP-10 allows Duke to fine bath at 
once, doubling his rate of fire. 

    
     

      

   

      

GATLING GUN: 
A powerful multiple-barreled weapon operated by a hand-tumed 

rien ors ed ammunition belts. The weapon is slow 
carpae to modern machine guns, but the heavy bullets do a lot 

of damage. 

Ammunition: Gatling gun bullets 

   CLAW-12 SHOTGUN 
‘The Close Assault Weapon is a pump-action 12-gauge combat shot- 
gun, which needs to be reloaded after each shot but is devastating at 
Close range, making this an ideal close-quarters weapon. At longer 
ranges, the effect of each shot is reduced dramatically. 

Ammunition: Shotgun Shells 

Power-ups: Auto-loader. This replaces the firing chamber and load- 
ing mechanism of the actual weapon. This power-up 
provides automatic reloading, increasing the rate of 
fire. However this new device wears out quickly due to 
the stresses created by the increased rate of fire, and 
Duke will eventually return to his previous firing mecha- 
nism with its lowen rate of fire. 

SAWED-OFF SHOTGUN: ‘| 
A double-barreled 12-cauge shotgun with the barrels sawed off, 
this weapon has devastating stopping power at point-blank range. 
However, at longer ranges it becomes virtually useless. lt has 

   

  

AGL-9 GRENADE LAUNCHER 
A rotary-feed, semi-automatic grenade launcher. This fires single 
grenades which can ricochet of walls before detonation. They will 
ee either on contact with an enemy, or after a set amount 

  

      

LAUNCHER 
‘A modification of the AGL-8 grenade launcher, this launcher fires 

Carrying poisonous gas rather than explosive charges 
reloaded after every shot. le grenade will detonate a set time after firing, spewing out 

See clouds of highly toxic fumes. These clouds will eventually fade 
Ammunition: Shotgun away, but before they do the only way to enter the area safely 

is by wearing @ gas mask. Be careful though, because some 
Monsters such as the zombies are unaffected by gas - after all, 

you cant: gas the undead! 

Ammunition: Radium cyanide grenades 

LEVER ACTION .30-30 RIFLE 
Another classic cowboys weapon, this is a lever-action rifle with a 
long range and considerable stopping power. It needs to be if 
reloaded after each shot, but the rapid lever-action allows a rea- 
sonable rate of fire. hy 

Ammunition: Rifle bullets 
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Homemade explosives el ce thrown by hand, and: ven 
detonated by remote cont ipebombs are detonated a 
they have been thrown by pressing the Activate button 
(B by default) 

amite was a time Peet feet 
{ 

Simply a stick of 
run the other Light it, throw 

  

: 

This is a cat high explosive, once again 
eat ala Maat 

A bizarre i, ‘weapon which freezes anything it hits. Once frozen, i 
the intense cold causes the target to shatter into icy shards. 

Ammunition: Cryogenic crystals 

ALIEN GAIMIMA CANNON 
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This bulky laser weapon utilizes strange alien crystalline technol 
to deliver searing laser blasts. Pulling the trigger on this weapon 
results in a barrage of reflective laser bolts, spraying fire over a 
wide area. Even the high-capacity power pack fitted cannot sustain 
this rate of fire for long, but while working it is a fearsome weapon. 

Ammunition: Gamma crystals 

      
CTX-2000 TRIPBOMB 

VOLTAIC PROJECTOR (A.K.A ‘VOLT CANNON} 
Inspired by the work of several Victorian scientists, and e: 
fight the bizarre creatures now stalking the streets of a 
brilliant inventor has produced the Volt Cannon. A bulky and noisy 
weapon, it harnesses a large number of Voltaic Cells to create 
large voltages which can be discharged at enemies, frying them 
ina barrage of raw electrical power 

Ammunition: Volt Box 

HAVOC MULTHAUNCHER 
A cluster of mini-missile tubes fitted with the latest in smart 
targeting technology and a convenient carrying handle. The 
Multi-Launcher fires small missiles with armor-piercing explosive 
warheads, each one capable of destroying all but the toughest 
opponents. Each trigger pull unleashes three mini-missiles, and the: 

  

tangeting system automatically guides these for optimum results. 
Faced with a number of enemies, the mini-missiles spread out to hit 
as many targets as possible, while all three projectiles will be tar- 
geted as one against a single opponent. 

  

Ammunition: \Viultitauncher rockets 

Power-ups: Heat-seeking missiles. These are fired in preference to 
normal missiles, and actively change course to follaw 
moving targets. Those with high heat profiles such as 
vehicles and large enemies will be especially vulnerable.    
anti-personnel charge Duke deploys on walls. The CTX- 

creates @ laser tripwire Girectly in front of itself, and deto- 
rates when anything breaks the laser beam. 

‘Power-ups: ‘Megnavolt Tripbomb, ‘This larger tripbomb uses a 
beam of electricity as the tripwire. Any target crossing 
this beam is zapped by a high voltage charge before 
the explosive detonates. 
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_ 50 SNIPER RIFLE | POWER-UPS 7 | 
A heavy sniper rifle with formidable range and penetrating power. 

The integral 8x telescopic sight allows accurate targeting of even ‘These items are used immediately when picked up, and cannot be stored for later use. 

SMALL MEDKIT | 
the most distant enemy, Ut ;, while the zoom lens is in 
operation Duke can't move at his normal speed, and is therefore 2 i : i 
vulnerable to attack. The sniper rifle functions slightly differently Gives an instant boost of 10 health units, but will not raise your health 
from other weapons: when you press fire (Z Button) it activates ‘over 100. 

=
 

      

  

the zoom lens. You can change between the 3 levels of zoom by 
pressing jump (R Button by default), and fire a shot by pressing 

Z again. If you decide not to fire, you can deactivate the zoom 
(but retain the sniper rifle as your selected weapon) 

LARGE MEDKIT 
Gives an instant boost of 30 health units, but will not raise your health: 
cover 100. 

          

by pressing the Activate Button (B by default). 

Ammunition: 50 Rifle rounds 4 i a ee | 
Power-ups: Arrnor-pierci Fr ‘an instant boost of 50 health. This item can be used even ifyou 

i ee dee 10 health ee a     will kill most 
targets, certain heavily armored enemies may survive }go over 100, 

ree igi anit 
i i against attacks by absorbing some of the 

can check on your armor status in the inventory. 
     

    
You can pick up items in the game simply by walking over 
SEVERE TH eee eee oy you i 

up a it if you already have |. Items come in sorts: i. A lange health 
Power. pack. These items carry 100 units of adltional 
ee ee - health. When you are low on health, you can select this to bring 

your health back to 100 units (provided there's enough health left 
in the pack). The amount used is subtracted from the amount i 
stored in the pack. 

VITAMIN X 
A small item that looks like a pill bottle. When used, this item 

makes Duke run faster, throw things further and basically-speeds 
up all his actions. There is a time limit on this item, however, and 
once activated it cannot be tumed off. When it runs out, you will 
have to find another bottle to use it again. 

      

    
18



  

NIGHT VISION GOGGLES 
The night vision goggles help you to see in dark areas by making 
everything look brighter The goggles have a limited lifespan, but. 
Can be turned an and off during this time. 

  

     

    

SCUBA GEAR / DIVING HELMET 
‘These items allow Duke to survive underwater for extended periods 
of time. They do have a limited lifespan though, and they ane auto- 
matically activated whenever you go underwater. If the air supply 
in the helmet or scuba tanks runs out while Duke is underwater, 
he will start taking damage. 

  

PROTECTIVE BOOTS 
These look like an ordinary pair of boots. They will protect Duke 
fram many hazards like the green radioactive slime and acid pits. 
They have a limited lifespan however, and 
will eventually stap protecting Duke. They must be 
activated manually. 

    
      

            

GAS MASK 
The gas mask protects Duke from smoke and poisonous gas creat- 
ed by both enemies and level obstacles. The gas mask has a limit- 
ed lifespan, but it can be activated and deactivated at any time 
after being collected. 

  

   

TACTICAL ASSESSMENT COMPUTER SYSTEM (TACS) 
Duke carries his TACS personal computer console with him at all times. This provides 
access to a Satellite uplink communication system and tactical database. On solo 
missions this is Duke's only link to Special Forces HQ and his commanding officers. 
It informs Duke of his primary goal for his current mission as well as his present 
Objectives, which usually have to be completed in order to achieve the overall primary 
goal. It will also tell you how many secrets and babes there are to find on the current 
level. By pressing the B button you can switch between the two screens of the TACS - 
the second screen displays the keys you have found on that level, as well as whether 
you have found the time machine part hidden on each level. 

You can activate and deactivate your TAGS as you would any ather inventory item - 
select it and press Use Inventory Item (A + Z or L Button by default). 
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ENEMIES 
Duke Nukem will encounter the following enemies during the game. Fortunately you 
will only encounter the more fearsome foes as you progress further into the game. 

LIZARD ENFORCERS 
‘The basic shock troopers of the alien armies, these amphibious lizand- 

Ba like Enforcers make up in numbers what they lack in strength. While 
the standard soldier is equipped only with a Blaster and light body 
armor, there are other classes of Enforcer that Duke must watch out, 
for. All Enforcers have locator devices implanted in their skulls—this 
allows their alien masters to track their progress, and also act as 
beacons for the teleportation devices carried on board their space- 
ships. Enforcers can therefore by teleported directly into the heart of 
battlefields or to the sites of surprise attacks. 

ENFORCER CAPTAINS: 
Particularly tough and smart Enforcers are promoted to the rank of 
Captain. Identified by their golden armor and the twin Blasters they 
Carry, the Captains present more of a threat than the basic soldier 

     

   

  

BATTLE ENFORCERS 
Enforcers who excel in combat are recruited to the elite Battle Legions. 
Here they underga extensive weapons training while alien scientists use 
genetic engineering to toughen and strenathen their bodies. The nesult- 
ing Battle Enforcers are much more resilient to damage. The genetic 
treatments which toughen their scales into the equivalent of armor give 
them a distinctive yellowish color, and the Battle Enforcers can also be 
fecognized by the twin SMGs they wield. 

  

ENFORCER SNIPERS 
Selected from the Battle Legions for their shooting skills, these sol- 
diers are equipped with powerful sniper rifles and sent on assassina- 
tion missions. Fortunately for Duke, these Snipers use visible laser 
sights to target their prey, and the red beam ean give a few seconds 
warning before the fatal shot. 
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GRUNTS 
Not content with merely killing humans, the alien overlords delight in taking innocent 
victims and them into bloodthirsty monsters - the Grunts. With their 
powerful bodies and hideous warthog-lke appearance, these once-human freaks are 
then used to strike terror into the hearts of any remaining human opposition. 
‘The aliens usuelly prefer to pick police officers or soldiers as the raw material 
these terror troops, since they ane already familiar with weapons or explosives. As 

_ Duke travels back through time, he will discover that the aliens have recruited the 
local human population to their evil schemes. The Grunts that Duke will meet will 
therefore vary from Time Zone to Time Zone. 

PIG COPS 

The warlord leaders of the sce ane the 
Teepe ard respect ofc Aricatess Ge THE) 

steal their weapons and body armar from the soldiers 
they kill and like to load their grenade launchers with 
explosive anti-personnel rounds. 

 



APOCALYPSE ZOMBIES 
The mutant flesh-hungry survivors of the Apocalypse, these 
foam the shattered cities end desert wastelands of the first 

ee ma episode. Once human, they have devolved into sub-humans: 
ee ; =e! eating any living thing they can find. They are now slaw moving: 

E and not too intelligent, although they are persistent and can 
absorb a lot of damage from light weapons.    

PLAGUE ZOMBIES 
5 F| Corpses reanimated by an alien virus, these hideous undead 

now stalk the streets of Victorian London. They need fresh 
human tissue to keep the virus working in their decomposing 
bodies, and so they prey on the living. Lumbering and clumsy, 
they ane nevertheless dangerous in packs. The virus that infests 
them is also damaging to any living human who is exposed to it. 

  

PARAPSYCHE 
These swollen multi-limbed monsters feed on the mental energies 
of other sentient races. They prefer to taste the emotions of fear 
and pain, and so spend their time around war-zones and other sites 
of suffering, If they can find no one in the emotional state that they 
savon a Parapsyche will find a victim and attack them with blasts 

“| of concentrated psychic force. The pain and confusion this causes 
are — quite literally — food and drink to the evil monster. Unfortunately, 
Parapsyches are capable of surviving in the most hostile environments 
and so can be found anywhere the aliens have invaded. Fortunately, 
their fleshy bodies offer little resistance to Duke's 
shotgun blasts. 

BROODLINGS 

  

= Scientists classify these as Arachnomorphs for their spider-like 
appearance, but the human soldiers who have to fight the scut- 

| tling little horrors call them Broodlings. These alien creatures 
may be small, but they cluster tagether in dark comers and 

sw attack in swarms. Their pincers carry painful venom, and even 
—! when killed they can be dangerous as their poison-sacs rupture. 

    

BROOD MOTHER 
j These ugly mothers are easy to recognize: the multiple limbs cradling 

= the bloated egg sac are not an easy sight to forget. Worse is the way 
they constantly spawn new Broodlings. A Brood Mother has no defenses 

© of its own and has only one purpose: to produce more of its children. 
®| They in return will devour anyone who disturbs her birthing chamber 

         
        

SPORE EGGS 
No one is sure whether these are some kind of alien plant or in fact 
eggs laid by some mutant breed. What is known is that their leathery 
outer skin contains billions of tiny spores, each one toxic to humans. 
When disturbed or ruptured, the egg spews out these spores in a 
choking cloud. 

"| Genetically engineered Killers, these ferocious beasts wene created to 
serve a single purpose: to destroy the enemies of their alien masters. 
Capable of surviving in the most hostile environments, Chimeras can 
absorb huge amounts of damage without any loss in efficiency, The 

| Chimera’s strength and speed make them dangerous foes, tearing 
‘| apart the bodies of their prey with razor-sharp claws and fangs. 

_! Worse, Chimeras can synthesize noxious toxins in gene-fixed 
throat glands; spewing out clouds of this poisonous gas allow 
them to subdue even the toughest opponent. 

VENOM GUNSHIP 
Equipped with twin rapid-fire particle pulse cannon in a belly 

© | mount, the Venom is designed to engage and neutralize several 
targets in quick succession. It is adept at performing deadly 

  

strafing runs. 
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The Fang has a multi-tube rocket launcher beneath each 
wing, and a belly-mounted unguided munitions 
Designed to deal with: positions or clusters of enemy 
soldiers, the Fang will either engage targets at long range with 
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sensors, these robot watchdogs were oniginally 
weer a high-security alien installations. As the invasion 
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ping a human into pieces in seconds. 

(rete of see Sa detect an en 
towards the target, and explode, 

tracking, and sporting a belt-fed minigun as 
fitting, the Sentry Gun is well suited to all such duties. 

CERBERUS TURRETS 
Massive turrets bristling with weaponry, these defense sys- 
tems are flown in with detachable vectored-thrust engines for 
rapid front-line deployment. Once set up, @ turret will scan for 
and intercept incoming or airbome assaults: its twin 
multiple barreled cannon and quad missile launchers 

make it capable of dealing with most threats. 

GORGON TURRETS 
Designed to destroy enemy tanks and other heavily armored 
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TECHNICAL SUPPORT (U.S. & CANADA) 

ASSIS! WIDE WEB 
Get up-to-the-minute technical information tthe GT Interactive Software web-site at: htp-/nww.atisonline.com. twenty-four 
Tours a day, seven days a week. Through ths ste youl have access to our FAQ documents, (Frequently Asked Questions) 
\Wwhich contain our latest froubleshooting information 
You'l have access to out FTP (File Transfer Protocol) area where you can dovnload patches and new enhanoements as soon as 
they become avalable, and an E-Mail area where you can leave us your tech support problems and questions f you do not find 
your answers within the FAQ. 
HELP-VIA TELEPHONE/FAX OR MAIL IN. 
For plione assistance, call GT Interactive Software's Teoh Suppor at 425-398-3074. We have an Interactive Voioe Response and 
Faxback system that is available twenty-four hours a day, seven days a week. If you should need live pat we are available 
Monday through Friday, 7:30 AM until 7:30 PM (PST). Please note that live Tech Se may be closed on major holidays. We 
ask that you do the following when caling: be at your computer, have your system information ready for our technicians includ- 
ing system make and model; RAM; video and sound card data and drivers; and any screen or error messages you've encoun- 
tered and where (ifnot currently displayed on your screen). it will exnedite your handling significantly. You may also faxin your 
‘Technical Support questions or problems to: (425) 806-0480, or write in to the address below. 
PI TED STAI DA 
Inthe event our technicians at 425-398-3074 determine that you will need to forward materials directly tous, please include a 
brie letter explaining whats enolosed and why. Make sure you include the Return Merchandise Authorization Number (RMIA#) 
supplied you by the technician and your telephone number in case we need to call you, Any materials not containing this MAY 
willbe returned to you unprocessed. Your mail should be sent fo the following address: 
GT Interactive Software 
43110 NE 177th Place 
Suite #8101, Box180, 
Woodinvile, WA 98072-9965 
An: Technical Support 
RIMAé: (include your RMA# here). 

WI POL! STATES 7ANADA 
{four technicians determine that the product storage medium is found to be defective within ninety (90) days, 
of original purchase, (unless otherwise provided by applicable law), GT Interactive Software vil replace the tem free of charge, 
to the original purchaser, the tem is accompanied by the orginal dated receipt and packaging. Iryou do not have the orginal 
receipt, ort the warranty period has expired, GT Interactive Software wil replaoe the product storage medium for a nominal fee. 
1K your product information contains Technical Support phone numbers for Europe, you must contact those phone numbers and 
abide by their waranty policies 
TECHNICAL SUPPORT (EUROPE) 
HELP VIA TELEPHONE IN EUROPE 
Technical Assistance: English speaking customers call 01923 209145 
‘Assistance Technique: Remarque: Notre service de soutien technique se trouve en Angleterre. Clients francophones appelez le 
00.44 1923 209148 
Technischer Kundendienst: Beachten Sie bitte dass sich unser technischer Kundendienst in England befindet, Den 
cdeutschsprachigen Kundendienst erreichen Sie unter folgender Nummer: 00 44 1923 209151 
OTHER 
Please do not make unauthorized copies The program you've purchased was produced through the efforts of many people who 
earn their liveliiood from its lawful use, Don't make copies for others who have not paid for the right to use it. To report copy- 
fight violations to the Software Publishers Association, call 1-800-388-PIR8 or write: 
Software Publishers Association 
1101 Connecticut Ave., Suite 901 
NW Washington, DC 20036 

This program is protected by United States federal and intematonal copyright lav. 
Altrademarks mentioned inthis manual are the property oftheir respective owners. 

Duke Nukem Created and Licensed by 3D Realms Entertainment 
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END-USEA LICENSE AGREEMENT 
PLEASE READ CAREFULLY, BY USING OF INSTALLING THIS SOFTWARE, OR BY PLACING OR COPYING THIS SOFTWARE ON 
{YOUR COMPUTER HARDWARE, COMPUTER RAM OR OTHER STORAGE MEDIUM, YOU ARE AGHEEING TO BE BOUND BY THE 
TEAMS OF THIS LIGENSE. IF YOU DO NOT AGREE TO THESE TEFIS, PROMPTLY RETURN THE PRODUCT IN ITS PACKAGING TO 
THE PLACE WHERE YOU OBTAINED 
J Lense, The sofware accompanying this toense (he "Sofware end the related documentation are beensed to you by us and ae subject 

{otis conse. lithe Sofware contoured for easing ono a had ive, you may eo load the Sofware onl ono the har ave ofa siglo 
omputer and runthe Sofware of ony thal hard dive. You may not delete the copyright noioes or any her proprietary legends on the 
‘gal copy ofthe Sofware. thee an edior incorporated ito the Sofware, this feense[s ls sec fo Gaston 8 bso You ages thal the Software wil not be shoped,tansfrred or exported nto any country n velaton ofthe U.S, Export Administration Act ot any other 
law governing such mats) by you or anyone al you rechon and thal youl not ile and Wil not authorize anyone to Ue, nary ‘aher manner the Sofware in velaton of any applicable lw. The Sofware may not be downloaded oretherwise exported or exported ino 
(Grto-anatonal or esdent of any country to which the U.S. has embarooed goods ort anyone or ini any county Wholwrich ae profist- ‘by applicable law, rom recolung such propery 

2 Resticions. Tho Sofware contains copytted mato rade secrets and othr propitary material. You may nt decomple, modiy 
feverse enginoer, publ display, prepare derivative works based on the Sofware (except as permite n Secon 6, below), isasserble of 
tihervise reprede tho Sorat, You may not nt, sal, easo, subicons or tute the Sofware. You may not fer the Sofware on pay-porpla basis or cherwisecommorcaly explo in Sofvaro or use the Sofware for any commercial pupose. You may pot eledron= 

Ealy transit the Sotiare trom one computer o another or overa network. 
GiTeminaton. This iconse efecive unt terminated. You may terminate his Ieense at any time by destroying the Sofware and related 

“Th leense wil immedately without note from us if you falta comply wih ary provision of his leense, Upon 
termination, you must detioy the Sofware and related documentation. 

4 Daslamer of Warrenty on Sofware. You are avare and agroe thal us ol tha Sofware and the meda on which tis recorded is at your sole 
fk The Software, related documentation and the meda are provided "AS IS" Unless olherwce proved by applabl a, GT inert 
Sofware Corp. (GT) warrans to the cial purchasor ofthe prec thal the Sofware storage medum willbe treo fom detects n mala 
nd workmanship under noma use for ninety (2) days rom te date of purchase This waranty fs ol the deft has aise trough 
Ancient abuse, negect or misapplication, GT EXPRESSLY DISCLAIMS ALL OTHER WARRANTIES, EXPHESS OF IMPLIED, INCLUD 
ING BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FORA PARTICULAR PURPOSE. WE 
DO NOT WARRANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET YOUR REQUIREMENTS, NO ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY US OR ANY OF OUR AUTHORIZED REPRESENTATIVES SHALL CREATE A WAR 
RANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS WARRANTY, SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION 
(OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS WAV NOT APPLY TO YOU 

S limiaion of Libity, UNDER NO GIRCUMSTANCES, INCLUDING NEGLIGENCE, SHALL GT OR ITS OFFICERS. EMPLOYEES, DIREC- 
‘TORS, AGENTS, LICENSEES, SUBLICENSE OR ASSIGNS BE LIABLE FOR ANY INCIDENTAL, SPECIAL OR CONSEQUENTIAL DAM 
AGES THAT RESULT FROM THE USE OF INABILITY TO USE THE SOFTWARE OF RELATED DOCUMENTATION, EVEN JF SUCH 
PARTIES HAVE BEEN ADVISED OF THE POSSIBILITY OF THOSE DAMAGES. SOME JURISDICTIONS DO NOT ALLOW THE LIMITA: 
TION OF EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES SO THE ABOVE LIMITATION OF EXGLU- 
SION MAY NOT APPLY TO YOU. Inno event shal our toa lb to you forall damages, losses, and causes of acbon(whethor in con- 
Had lort or cthorviso) exceed the amount paid by you forthe Sofware. 

#6 Contoling Lav and Severability. This Icense shall be governed by and consinied in accordance wih the laws of he Sate of Now York, USA. Exclusive vonue for al gation shall be in Now York, New Yor, any provision ois hese is unenforceable, the rst of thal 
‘emai in oct. 

7 Complete Acroomert. This conse consis the ene agreement betien he pares with respect othe use ofthe Software and he 
sod documentation. 

Bator and Ene-userVaiations 
{@) The Sofware may incu on "Edtor. An Eto? i a eau which allows you to modi the Sofware orto construct ne variations 

foruse wih it. These mociicafons and vations can be both playable and nen-layable. An Editor includes is associated tools and 
Uitte. An Edtoris NOT sharewafe. You may not esl dtibus t's any BBS, CD, foppy orary afer media. You may not sl 

‘or repackage t forsale 
{b) Using the Edt, you may create moxications or enhancement he Sofware, icuxing he constetion of ne eels eaiecvay 

fefered to as ‘Varatons), subject othe folowing restictons 
i Yur Vaftons must only work wth the ful reisteved copy of he Sofware, not independently or with any other sofware, 
i. Your Vaiaions must rol contain modifications to any exedutabe fe. 
i. Your Vations must not eantan any Hblous, defamatory, rather ilegal matenal marl thats scandalous or invades tha 

fighls of privacy or publicity of any thd pay, of contain any trademarks, copyrght- protected work, or clher recognizable prop- ‘ty of irs pation 
iv. Atleast once in ever onine description and wt reasonable duration on the opening sereen, your Vaisions must prominent, 

ideity (the names and onal adreasos of ts reales, and (9 he words THIS LEVEL Is NOT MADE BY OR SUPPORT 
ED BY Gr Interactive Sotware Corp. The WearcWorks Group, In. orany of such pails aflates and subsiares” 

‘Your Variations must be dsinbuted solely for tee. Nether you narany other porson or parly may selhem fo anyone, commer- 
Gilly epi them in any vay, oF charge anyone fusing them, You may exchange them al ro charge-among other end-user. 

Vi By clstbuting or permting the dsinbution of any of your Vaatons, you hereby rant back to GT an irevecabl, wordvide, 
iysree rghit vse and trout tm by any means 

‘¥icThe prisons and resticionsn this secon apply fo ajone in possession ofthe Software or any ot your Variations 1 Copyright. The Software and al copyrights, trademarks and all oherconeaiabl intoloctual prapery rhs relted to the Sofware are 
‘med by GT of leensors and are protected by Und States copyrights laws, intemational Vealy provisions and ll apoiable law such 
asthe Lanham Ack. You must teat the Sohware tke any othorcopynghied materi, as required by 17 U.S.C. seaton 101 et seq.and ther 
Ippcable lw. You sgre that you are receiving 2 copy ofthe Sofware by beenso ony andi not sale and that hast sale®cctine of 17 US. section 109 does not apply fo your rector use of he Software. 
gas do ot make unautnonzed copie, The program youve puchaso Was produced through the efrts of many people who ear tee We 

food fom is lavil use. Dont make copies for other who have not paid for the ight to Use. To repo copyight vlaons othe Sofware 
Publishers Associaton, call -600-388-PIR8 or wie: 

Software Publishers Aseociaton 1101 Conectct Ave, Suite 901 
‘NW Washinton, 62006 

Th program i protected by United Sates federal and intematnal copyraht as 
‘Aiirndemarks mentioned in his manual are the property of ther respective owners 
‘YOU MAY NOT DISTRIBUTE THIS VERSION OF THE SOFTWARE.  
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Good graphics don't make a great game, control 
does, That's where InterAct comes in, with 
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peripherals that give you immense powers, 
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Master your world. Control all variables. i) ra at) tI rE 
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This Is Not A Game. | $12.95 
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BRIE) OVER 180 MB OF EXCLUSIVE SOFTWARE 
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FOR DUKE NUKEM: TIME TO KILL, DUKE NUKEM 
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WEBLINKS AND SOME GREAT SURPRISES. 
AVAILABLE AT ALL MAJOR RECORD STORES 
CC eC eS 

Ne Cat 
www.redmusic.com/dukenukem 

www.gtstore.com/Duke 
or by phone 1-800-610-GTIS (4847) 
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come to life in these raging Resaurus action figures, Exquisitely detailed, fully posable, 

and totally equipped with obliterating arsenals, they're guaranteed to kick butt!     wane an action figure!   

Also available at: 

or order by phone: 1-800-610-GTIS (4847) 

 


