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COMMAND
SUMMARY':

MENU SYSTEM

Move Up
Move Down
Select Item

Return to Previous Screen

Decrease \lalue
Increase Ualue

IN GAME:
“DUKE” MODE

ACTION

Turn Left/Right
Move Forward
Move Back

NMove Left

ove Right

Look Up

Loak Down

Jump

Fire

Open

Select Weapon
Select Inventory Item
Use Inventory Item

2

Control Pad Up OR Control Stick Up
Control Pad Down OR Control Stick Down
A OR START

B

Control Pad Left OR Control Stick Left
Control Pad Right ORControl Stick Right

BUTTON

Control Stick Left/Right

Up € Button

Down C Button

Left C Button

Right C Button

Contral Stick Dewn

Control Stick Up

R Button

Z Button

B Button

A + Control Stick Left/Right OR Control Pad Left/Right
A + Control Stick Up/Down OR Control Pad Up/Down
A+ Z OR L Button

“ATOMIC” MODE

ACTION
Turn Left/Right

* Move Forward

Move Back

. Move Left
. Move Right

Look Up

Look Down

Jump

Fire

Open

Select Weapon
Select Inventory ltem

Use Inventory Item

BUTTON

Cantrol Stick Left/Right
Control Pad Up

Control Pad Down

Control Pad Left

Control Pad Right

Contral Stick Dawn

Contral Stick Up

L Button

Z Button

B Button

A + Control Stick Left/Right:
A + Control'Stick Up/Down

Use Inventory ltem A + Z OR B Button
“SHAKEN” MIODE
ACTION BUTTON
Turn Left/Right Control Stick Left/Right
Move Forward Contral Stick Up
Move Back Control Stick Down
Wove Left Left C Button
. Move Right Right C Buttan
Look Up Down C Button
Look Down Up C Button
Jump R Button
Fire Z Button
Open B Button
~ Select Weapon A + Control Stick Left/Right OR Control Pad Left/Right
Select Inventory ltem A + Control Stick Up/Down OR Control Pad Up/Down

A + Z OR L Butten 3




“STIRRED” MIODE

ACTION

Turn Left/Right
Move Forward
\Move Back

Moue Left

Moue Right

Look Up

Look Down

Jump

Fire

Open

Select Wleapon
Select Inventory Item
Use Inventory Item

“NUKE” MODE

ACTION

Turn Left/Right
Move Forward
ove Back

Move Left

Move Right

Look Up

Look Down

Jump

Fire

Open

Select Weapon
Select Inventory ltem
Use Inventory ltem

BUTTON

Control Stick Left/Right
Control Stick Up

Control Stick Down

Control Pad Left

Control Pad Right

Contral Pad Down

Control Pad Up

L Button

Z Button

B Button

A + Control Stick Left/Right
A + Control Stick Up/Down
A + Z OR L Button

BUTTON

Control Stick Left/Right
Up C Button

Down C Button

Left C Button

Right C Button

Control Stick Down
Control Stick Down

R Button

Z Button

B Button

A Butten/Control Pad Left
Control Pad Down/Control Pad Up
L Button

—_—

“NITRO” MIODE
ACTION

Turn Left/Right

Wove Forward

Move Back

Move Left

NMoue Right

Look Up

Look Dowm

Jump

Fire

Open

Select Weapon
Select Inventory ltem
Use Inventory ltem

“GOLDEN” MODE

ACTION

Turn Left/Right
Move Forward
Move Back
Move Left

" Move Right

Look Up
Look Down
Jump

Fire

Open

- Select Weapon

Select Inventory ltem
Use Inventory ltem

BUTTON

Control Stick Left/Right
Control Pad Up

Control Pad Down
Control Pad Left
Control Pad Right:
Control Stick Down
Control Stick Up

L Button

Z Button

B Button

A/Left C Button

Down C Button/Up C Button
R Button

BUTTON

Control Stick Left/Right
Control Stick Up

Contraol Stick Down

Left C Button

Right C Button

Down C Button

Up C Button

R Button

Z Button

B Button

A Button/Control Pad Left
Control Pad Down/Contral Pad Up
L Button




“DIAMOND” MODE

ACTION

Turn Left/Right
\ove Forward
Vove Back
Move Left
Moue Right
Look Up

Look Down
Jump

Fire

Dpen

Select Weapon

Select Inventory ltem
Use Inventory ltem

BUTTON

Control Stick Left/Right
Control Stick Up
Control Stick Down
Control Pad Left
Cantrol Pad Right
Control Pad Down
Control Pad Up

L Button

Z Button

B Button

A Button/Left C Button
Down C Button/Up C Button
R Buttan

THE STORY SO FAR...

After single-handedly defeating the original Alien invasion of the planet Earth, Duke
Nukermn was looking forward to a little R&R. But the Alien scum are still determined
to destroy humanity and have launched another attack, this time aimed at New York.
As the police and army are driven back, the Generals call for Duke Nukem to save
the world again. But do the Aliens have mare planned than a simple invasion?

Only Duke can find out . . .

Zero Hour begins with Duke in & top-secret military base. Here you can practice using
the control system, test your speed over an assault course, and familiarize yourself
with several weapons on the firing range. But don't spend too much time here —

a helicopter is waiting to carry Duke into battle with the alien scum.

MAIN VMIENU &
GAME OPTIONS

When you start Duke Nukem Zero Hour, you can choose to start a new game, load a
previous game, or aceess the options menu to change the game settings. You can
use the Control Stick or Control Pad Buttons to highlight your choice, and select it

using the A or Start.
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START GAME

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

SINGLE PLAYER GAMES

After selecting a single player game, you can choose a difficulty level.
There are three different difficulty levels to choose from:

Normal - The default setting. The enemies move and fire at a normal rate, and your
weapons have standard levels of auta-aiming.

Hard - For expert players only. The enemies are harder to kill, do more damage than
normal and fire mare quickly. Auto-aim is reduced.

Once you've made your selection, the game will start.

MULTIPLAYER GAMES

MULTIPLAYER OPTIONS
After choosing a Multiplayer game you will be asked how many players will be taking
part. There can be a maximum of four players at any time.

After choosing the number of players you will then be presented with the Multiplayer
options screen. Here you have the opportunity to customize your multiplayer game in
several ways. These are:

Time Limit - Here you can choose the duration in time of the game. You can choose to
tumn the time limit OFF, or pick a time between 5 and B0 minutes. This will create an
in-game timer. YWhen this timer runs out the winner is the person with most kills.

Frag Count - Here you can choose the number of kills required to win the game. You
can choose between 5 to 100 kills or OFF. In a deathmatch game the first player to
reach the number of kills you have selected will be the winner

You must select either a time limit OR frag limit. You can also select both a time and
a frag limit - if you do so the game will end when either the kill target is reached or
the time limit runs out, whichever occurs first.

Radar - You have the choice here to turn the in-game radar on or off. VWith the radar
on, a scanner point is displayed on screen for each other player, enabling you to follow
the radar signal and track your opposition mare easily.

2P Split - Here you can adjust which way the screen is split. in two player games.
You can choose to split the screen either horizontally or vertically.

* 3P Split - Here you can chaose which way Player Three's screen is displayed in a three

-

player game. If you select equal, Player Three's screen will take up an equal amount of
space to the other players, and one quarter of the screen will be left blank. If you select
full, the whole bottom half of the display will be used for Player Three's display. 7




Friendly Fire - Here you can turn friendly fire on or off. If you turn friendly fire OFF Duke
cannat kill himself in any deathmatch game, ar 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.

Once 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 how many kills they made.
The Time Limit and Frag Limit are turned off for this mode.

King Of The Hill - This game made 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 kil becomnes the king (they will look different ta 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 peint, 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 ta 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. VWhen the victory conditions have been met on a level, each
player's scores are displayed and the players move on to the next level.

LOAD GAME

Each time you finish a level of Duke Nukem Zero Hour, you have the opportunity to
save your game onto a Contraller 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 [evel.

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

Alternatively 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 sereen and
the level's statistics will be updated with the new scores. You will then have the oppor-
M&j@ to sglect 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 Uolume - Use this slide bar to adjust the game music valume or tum
it off completely.

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

r Graphics - [ you have the N64 Expansion Pak inserted this option allows you to

choose whether to play the game with normal, medium or high-resolution graphics.
Playing the game in medium and high resolutions gives increased screen resalution,
which displays even more detail than narmal mode. [f you don's 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:

9




Crosshair - Here you can change Duke's crosshair You can choose between
default, laser dot, crosshair, angle, brackets, tri-dot, X, nuke, circle or star. If you
use the default option the crosshair will automatically change to the best
crosshair for the weapan that Duke Nukem is carrying. You ean alsa chaase to
turn the crosshair off altogether

Autoaim - Here you can adjust the amount of autoaim that Duke Nukem's
crosshair has in game. You can select from three levels of autoaim: low, medium
or high. The higher your autoaim setting is, the more Duke Nukem's crosshair
will automatically lock-on to and track his enemies.

Auto Center - You can choose to have Duke's crosshair retum to a central
position if you do nat make any movements on the Controller for longer than
five seconds. By default this option is turned off.

Control Configuration - This option gives the player the opportunity to change their
control method ta one that more suits their individual preferences. There are eight
options: Duke, Atomic, Shaken, Stirred, Nuke, Nitro, Golden and Diamand (described
at the beginning of this manuall.

IN GAME MENU

Once you have started a game, you can then call up the in-game menu at any time by
pressing Start. You can then choose to access the options menu, restart the current
level, or quit the game you are playing. You can return ta the game in progress by
selecting continue or pressing the Start button again.

SAVING GAMES
SAVING TO CONTROLLER PAKS

You can only save your game after completing & level. You can save numerous games
to the Controller Pak, and then load any of them when you wish to carry on playing
where you left off. As well as saving your status in the game. this will also save your
controller setup and any other options that you have chosen.

RUMBLE PAKS

Duke Nukem also supports Bumble Paks. You can swap between a Bumble Pak and a
Controller Pak in a single Contraller while playing the game. Simply follow the in-game
prompts and swap your Rumble Pak and Controller Pak when instructed ta do so.

PLAYER STATUS

During game play, the two status areas at the top, plus a single status area in the
bottom left camer of the screen all display vital information.

The battom left area shows your health. Your health starts at 100 and if it ever drops
to O then you are dead. If your health level drops below 30 the heath display will tum
red as a waming.

The top left-hand area shows your inventary. The inventory shows which items you have
collected and the status of the currently selected item, including whether it is active or
not. Many items have a limited amount of use in them, which will also be displayed.

The top right: hand area shows your selected weapon. It also shows the status of that
weapon. The yellow ammunition display shows haw many remaining rounds you have
for the selected weapon. Some weapons, such as the Blasters, have to be reloaded
after a specific number of rounds have been fired from the weapon. These weapons
also have an orange ammunition display, which shows how many rounds that weapon
has before it needs to be reloaded. Duke can also collect powered-up ammunition for
some weapons, such as the IMagnum rounds for the Peacekeeper .45 Revalver. f
powered-Up ammunitien is in use the weapon ammunition display is displayed in red.

In multiplayer games the information is displayed in a similar way. The only difference is
that the bottom right hand carner of each player's screen displays the number of kills
that player has made.

PLAYING THE GAMVE

The environment: you must fight through contains many features:

DOORS

Most doars can be opened just by going up to them and pressing the Activate button
(B' by defauit). Some doors are locked: you will need to find a key before you can open
them. Other doors will only open if you press a switch on a nearby wall, Some doors
are locked and can't be opened.

LADDERS

Duke will often have to climb ladders to get from one area of & level to another, He
needs both hands to climb, so Duke will put away any weapon he is holding before
grabbing a ladder. To climb & ladder just run up to it and Duke will automatically grab
hold of it. Then just push the mave forward or backward buttons to climb up or down.

SIVIALL PASSAGEWAYS
In some places Duke will need to squeeze through small tunnels, holes in walls
and even air vents. To do this, run up to the hole and press the Activate button

(B by default).
11
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MOVING AREAS

While elevators are useful in getting from floor fo 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 an the level, Mast teleparters are 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,
gven nuclear waste all pose a threat to Duke's safety.

HEALTH SOURCES

To help Duke survive on his mission, there are a variety of ways he can heal the dam-
age he may take. Medkits will provide useful boosts, and there are a variety of water
sources that yau 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 evel
and even discover hidden secrets.

CAPTIVE BABES

As part; of their evil schemes, the aliens are kidnapping earth babes. You must find
these innocent vietims and free them before 1t 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
area may contain extra equipment to pick up, captive babes to rescue, or just mare
enemies to fight.

FINISHING A LEVEL

Most [evels contain a spinning orange Nukem syrmbol. 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
end unexpectedly, so watch out!
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DUKE’S WEAPONS

Duke Nukem can hold a wide variety of weapons in his arsenal. You start the game
with only two - your M-80 Pulse Gun (or Blaster) and your bare fists. You can switch
between these weapons by pressing the weapon select buttons (A + Contral Stick
Left and Right or Control Pad Left and Right as default). You will find many other
Weapons as you progress through the game, and each of these weapons can be
recharged with ammo found seattered around the levels. Each weapon has its

own type of ammao. For example, if you find Blaster cells, you cannat 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
fully-loaded weapan, you can reload these guns at any time by pressing the

Activate button (B’ by default).

A number of Duke's weapans 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 pawer-ups, it will automatically be used in preference
to the standard weapaen, and your ammunition display will turn red to indicate this.
Once the power-up s 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 Dukes fists to beat your opposition into submission. Duke’s fists never run out of
ammo, but if theyre the only weapon you'e gat left to kill the alien hoards with, youine 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
fram 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 charges. Shats travel so
fast they're almost invisible, but they leave small scorched craters
where they impact. Range has little effect on the power of these
shots. The M-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 ta generate a single shat, this mode is not recommended
for combat: use.

Ammunition: Blaster Cells
Power-ups: |f Duke can find a second Blaster he can use two at

l once for double the destruction.




'PEACEKEEPER’ .45 REVVOLVER

The classic cowboy's weapon, this is a long-barreled heavy-caliber
revolver. It is & powerful weapon but needs to be reloaded after
BVery 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 nommal ammo once they're picked up. If Duke can find
a second Revolver he can use two at once for
twice the fun.

CLAW-12 SHOTGUN

The Close Assault VWeapon is a pump-action 12-gauge combat shat-
% | gun, which needs to be reloaded after each shot but is devastating at
* | close range, making this an ideal close-guarters 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 lower rate of fire.

SAWED-OFF SHOTGUN

A double-barreled 12-gauge shatgun with the barrels sawed off,

this weapon has devastating stopping power at point-blank range.

|| However, at longer ranges it becomes virtually useless. It has to be
reloaded after every shot.

Ammunition: Shotgun shells

LEVER ACTION .30-30 RIFLE

Another classic cowboy's weapan, this is a lever-action rifle with a
. long range and considerable stopping power. It needs to be
=== | 5ded after each shot, but the rapid lever-action allows a rea-
sonable rate of fire.

Ammunition: Rifle bullets

149

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: SVIG clips

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

GATLING GUN

A powerful multiple-barreled weapon operated by & hand-turned

J [ rotary crank and fed with ammunition belts. The weapan is slow
B : compared to modern machine guns, but the heavy bullets do a lot
_ of damage.

Ammunition: Gatling gun bullets

AGL-9 GRENADE LAUNCHER

~ | A rotary-feed, semi-automatic grenade launcher. This fires single
i grenades which can ricochet of walls before detonation. They will
e:pllude either on contact with an enemy, or after a set amount
ar time.

Ammunition: Grenades

RADIUM CYANIDE LAUNCHER

A madification of the AGL-9 grenade launcher, this launcher fires
grenades carrying poisanaus gas rather than explosive charges.
The grenade will detonate a set time after fining, spewing out
clouds of highly toxic fumes. These clouds will eventually fade
away, but before they do the only way to enter the area safely

is by wearing a gas mask. Be careful though, because some
monsters stch as the zombies are unaffected by gas - after all,
you can't gas the undead!

Ammunition: Radium cyanide grenades

15




DYNAMITE

| Homemade explosives which are thrown by hand, and then
| detonated by remate contral. Pipebombs are detonated after
| they have been thrown by pressing the Activate buttan

(B by default).

o Simply a stick of dynamite with a short time delay fuse.
=== | ight it, throw it and run the other way!

This is a cannonball-shaped high explosive, once again
on a short time delay fuse. Light and throw it at the
oncoming alien hoards.

ALIEN FREEZE-THROWER

16

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

| Ammunition: Cryogenic crystals

ALIEN GAMMA CANNON

This bulky laser weapon Liilizes strange alien crystalline technology
to deliver searing laser blasts. Pulling the trigger on this weapan
results in a barrage of reflective [aser 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 weapan.

Ammunition: Gamma crystals

- .-

VOLTAIC PROJECTOR (A.K.A VOLT CANNON)

Inspired by the work of several Victorian scientists, and eager to
| fight the bizarre creatures now stalking the streets of London, a
brilliant inventar has produced the Volt Cannon. A bulky and noisy
weapon, it hamesses a large number of Voltaic Cells to create
~ large voltages which can be discharged at enemies, frying them
in 8 barrage of raw electrical pawer.

Ammunition: VoIt Box

HAVOC MULTHAUNCHER

| A cluster of mini-missile tubes fitted with the latest in smart
' targeting technology and a convenient carrying handle. The
ey MultH auncher fires small missiles with armar-piercing explosive

- werheads, each one capable of destroying all but the toughest
opponents. Each trigger pull unleashes three mini-missiles, and the
targeting 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: Mult-launcher rockets

Power-ups: Heat-seeking missiles. These are fired in preference to
normal missiles, and actively change course to follow
moving targets. Those with high heat profiles such as
vehicles and large enemies will be especially vulnerable.

CTX-2000 TRIPBOMEB

o A powerful anti-personnel charge Duke deploys on walls. The CTX-
*| 2000 creates a laser tripwire directly in front of itself, and deto-
| nates when anything breaks the laser beam.

Power-ups: Magnavolt 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

A heawy sniper rifle with formidable range and penetrating power.

| The integral Bx telescopic sight allows accurate targeting of even

the most distant enemy. Unfortunately, while the zoom lens is in
operation Duke can't move at his normal speed, and is therefore
vulnerable to attack. The sniper rifle functions slightly differently
from other weapons: when you press fire (Z Button) it activates
the zoom lens. You can change between the 3 levels of zoom by
pressing jump (B 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)

by pressing the Activate Button (B by default).

Ammunition: .50 Rifle rounds

Power-ups: Armor-piercing rounds. \VWhile the standard .50 round
will kill most
targets, certain heavily armored enemies may survive a
single shot. Armor piercing rounds will help solve this
problem, killing all enemies with a single round.

BMF THUNDERSTRIKE

Designed by the Pentagon to combat the alien menace, this is

8| another weapon utilizing alien technology. The BMF is a phased
| particle pulse cannon which fires blasts of transmagnetic forces

capable of obliterating whole crowds of enemies.
Ammunition: BVIF cells

ITEMS

You can pick up items in the game simply by walking over them. If you are unable to
pick up an item it is because you cannot currently use it - for example, you cannot
pick up a Medkit if you already have 100 health. ltems come in two sorts:
Power-ups and Inventory ltems.
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POWER-UPS

These items are used immediately when picked up, and cannot be stored for later use.

= SMALL MEDKIT
Gives an instant boost of 10 health units, but will not raise your health
over 100,

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

- to go over 100 units.

e &
ARMOR,/BOILER PLATE

Provides extra protection against attacks by absorbing some of the
damage, You can check on your armor status in the inventory.

INVENTORY ITEMS

During the game, Duke can pick up various helpful items. Unlike Power-ups, you can
save these items and use them when you need them most. You have to select most
of these items before you can use them. You move through items in the inventory by
pressing the Control Pad Up or Down buttans by default, and once you have selected
an item you can use it by pressing the L Button (by default). Some items cannot be
activated manually, but will automatically activate in certain situations.

PORTABLE MEDKIT / DOCTOR'S BAG

A large health pack. These items carry 100 units of additional
health. VWhen 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 paclkd. The amount used is subtracted from the amaunt
stored in the pack.

VITAMIN X

A small item that: looks like a pill battle. VWhen 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 turned off. VWhen it runs out, you will
have to find another bottle to use it again.




| NIGHT VISION GOGGLES

| The night vision goggles help you to see in dark areas by making
& everything look brighter. The gogales have a limited lifespan, but
’ | can be tumed on and off during this time.

s | SCUBA GEAR / DIVING HELIVIET

| These items allow Duke to survive underwater for extended periods
of time. They do have a limited lifespan though, and they are 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 boats. They will protect Duke
from many hazards like the green radioactive slime and acid pits.
They have a limited lifespan however, and

will eventually stop protecting Duke. They must be

activated manually.

GAS MIASK

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 COMIPUTER SYSTEM [TACS]

Duke carries his TACS personal computer console with him at all times. This provides
access fo a satellite uplink communication system and tactical database. On solo
missions this is Duke's only link to Special Forces HA 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 wil alsa 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 inventary item -
select it and press Use Inventory ltem (A + Z or L Button by default).
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ENEMIES

Duke Nukerm 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
B8 The basic shock troopers of the alien anmies, these amphibious lizard-
like Enforcers make up in numbers what they lack in strength. While
% the standard soldier is equipped only with a Blaster and light body

& armoar, 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 promated to the rank of
B8 Captain. Identified by their golden armor and the twin Blasters they
8 capry, the Captains present more of a threat than the basic soldier

BATTLE ENFORCERS

Bl Enforcers who excel in combat are recruited to the elite Battle Legions.
i Here they undergo extensive weapons training while alien scientists Use
B genetic engineering to toughen and strengthen their bodies. The result-
ing Battle Enforcers are much more resilient to damage. The genetic
treatments which toughen their scales into the equivalent of anmor give
them a distinctive yellowish color, and the Battle Enforcers can also be
recognized 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 can give a few secands
warning before the fatal shat.
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GRUNTS

Not content with merely killing humans, the alien overlords delight in taking innocent
victims and mutating them into bloodthirsty mensters - the Grunts. With their
powerful bodies and hideous warthog-like appearance, these once-human freaks are
then used to strike terrar into the hearts of any remaining human opposition.

The aliens usually prefer ta pick police officers or soldiers as the raw material for
these terror troops, since they are already familiar with weapons ar explosives. As
Duke travels back through time, he will discaver 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

Formerly proud officers of the NYPD, these are now

dangerous opponents to any human resistance. They
still wear their ragged uniforms and protective body

armor, and carry pump-action shotguns.

Grunts equipped with police anti-riot gear; these brutes
wear heavy armor and helmets over their uniforms.
The grenade launchers they carry once fired tear gas,
but the Riot Pigs now load them with lethal nerve

gas instead.

B Gangs of bikers and road warriors, these Grunts are

| bloodthirsty and vicious. Their bodies are toughened
8 Dy exposure to the harsh environment, and their favorite
e \eapons are sawed-off double-barreled shotguns.
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The warlord leaders of the scavenger gangs are the
biggest and meanest of the Apacalypse Grunts. They
steal their weapons and body armor from the soldiers
they kill, and like to load their grenade launchers with
explosive anti-personnel rounds.

SAVAGE GRUNTS

B The aliens took peaceful tribes of Native Americans
8 and transformed them into savage warriors. They
carry powerful lever-action rifles looted from the
U.S. Cavalry.

Once hard-working cowboys and gold-miners,
| these inhuman monsters now delight in
terrorizing innocent townsfolk and raising hell.
They like nothing better than throwing sticks
of dynamite at innocent passers-by and
watching the chunks come raining down.

SOLDIER GRUNTS

The formerly loyal soldiers of the British Crown
have become pawns of the aliens. They still

" \ear their bright uniforms, but have armed
themselves with sawed-off shotguns to terrorize
the civilian population of London.

CAPITALIST PIGS

B One-time respected businessmen and pillars of
society, these Grunts now delight in bomb-throwing
| and wanton destruction.
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APOCALYPSE ZOMBIES

The mutant flesh-hungry survivors of the Apacalypse, these
roam the shattered cities and desert wastelands of the first
episode. Once human, they have devolved into sub-humans

| eating any living thing they can find. They are now slow moving
| and not too intelligent;, although they are persistent and can

: i:‘g absorb a lot of damage from light weapans.

PLAGUE ZOMVIBIES

el =% 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

" they are nevertheless dangerous in packs. The virus that infests
| them is also damaging to any living human who is exposed to it.

These swaollen multi-imbed 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 emational state that they
savor, a Parapsyche will find a victim and attack them with blasts

of concentrated psychic foree. 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

shotoun blasts.

BROODLINGS

| Scientists classify these as Arachnomorphs for their spider-like
g5 appearance, but the human soldiers wha have to fight the scut-
e tling little horrors call them Broodlings. These alien creatures

| may be small, but they cluster together in dark corners and

- 28 attack in swarms. Their pincers carry painful venom, and even
B when killed they can be dangerous as their poison-sacs rupture.
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BROOD MOTHER

e 8 These ugly mathers are easy to recognize: the multiple limbs cradling

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

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

Genetically engineered killers, these ferocious beasts were created to
| senve a single purpose: to destroy the enemies of their alien masters.
Capable of sunviving in the most hostile environments, Chimeras can
m 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.
Waorse, 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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FANG BOMIBER

5 The Fang has a multi-tube rocket launcher slung beneath each
1 wing, and a belly-mounted unguided munitions dispenser:
Designed to deal with fortified positions or clusters of enemy
M soldiers, the Fang will either engage targets at long range with
w8 rocket fire, or simply fly over the target in a bombing run.

.‘:"nEAm?Y DRDNES

Kept afloat by anti-gravity propulsion units and equipped with a

= wide range of sensors, these robot watchdogs were ariginally
designed to guard high-security alien installations. As the invasion
progresses, the aliens put the drones to use as hunter-killers,
patrolling the streets in an endless search for targets. Sentry
Drones are fitted with rapid-fire machine guns capable of chop-
ping a human into pieces in seconds.

3 Designed to defend underwater alien bases on aquatic worlds,
 these drones are slow moving but fire high-speed homing tor-
pedoes. The presence of an Agua Drone is
usuially announced by the sound of its sonar sweeps.

EXTERM!NAHDN DRONES

. | Powered by anti-grav engines, these dranes consist of little

= | more than an explosive charge with a sensor suite attached.

| They are used as guards in alien penal colonies, and as a last-
diteh line of defense in the most important bases. Their
method of attack is simple: detect an enemy, fly at high speed
towards the target, and explode.

A portable sentry unit, this is often carried into battle by
Enforcers and set up to provide covering fire for attacks or
defense for staging areas and supply dumps. They are also
found as more permanent fixtures in alien bases. Capable of
3600 tracking, and sporting a belt-fed minigun as standard
fitting, the Sentry Gun is well suited ta 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, a turret will scan for

nd intercept incoming ground or airborne assaults: its twin

| multiple barreled assault cannon and quad missile launchers
make it capable of dealing with maost threats.

GORGON TURRETS
ak Designed to destroy gnemy I:anks and other heavily armored

C‘HEAT MENU

As you progress through the game you will be rewarded with cheats and extra features.
Every time you successfully complete a level, new multi-player characters will become
available for your Dukematch games. If you perform particularly well on a level you can
unlock new cheats, but you'll have to find out exactly how to do this for yourself.

As soon as you earn yaur first cheat, a new Cheat option will be added to the main
game menu. Selecting this will allow you to turn on or off any of the cheats that you
have managed to unlack. If there are cheats there which you cannat select it's because
you haven' earned them yet.

You will need to return to the main menu in order to activate any cheats. The cheats that
you have unlocked will be saved to your Controller Pak when you save your game.
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TECHNICAL SUPPORT (U.S. & CANADA)

ASSIST LD WIDE WEB

Get up-to-the-minute technical information at the GT Interactive Software web-site, at: hittp:/www.gtisonline.com wenty-four
haurs a day, seven days a week. Through this site you'll have access to our FAQ documents, (Frequently Asked Questions)
which contain our latest troubleshooting information.

You!ll have access to our FTP (File Transfer Protocol) area where you can download patches and new enhancements as soon as
they become available, and an E-Mail area where you can leave us your tech support problems and questions if you do not find
your answers within the FAQ.

HELP VIA TELEPHONE/FAX OR MAIL IN THE 1]

For phone assistance, call GT Interactive Software's Tech Support at 425-398-3074. We have an Interactive Voice Respanse and
Faxback system that is available twenty-four hours a day, seven days a week. If you should need live su%port we are available
Monday through Friday, 7:30 AM until 7:30 PM (PST). Please note that live Tech Support may be closed on major folidays. We
ask that you do the following when calling: be at your computer; have your system information ready for our technicians inclid-
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 (if not currently displayed on your screen). It will expedite your handling significantly. You may also fax in your
Technical Support questions or problems to: (425) 806-0480, or write in to the addrass below.

P E UNITED STATES & DA

In the event our technicians at 425-398-3074 determine that vou will need to forward materials directly to us, please include a
brigf letter explaining what is enclosed and why. Make sure you include the Return Merchandise Authorization Number (RMA#)
supplied you by the technician and your telephone number in case we need 1o call you. Any materials not containing this RMA#
will be returned to you unprocessed. Your mail should be sent to the following address:

GT Interactive Software

13110 NE 177th Place

Suite # B101, Box180

Waoodinville, WA 98072-0965

Aftn: Technical Support

RMA# (include your RMA# here)

Wi POL TATES & CANADA
If our 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 will replace the item freg of charge.
to the oniginal purchaser, if the item is accompanied by the original dated receipt and packaging. |f you do not have the original
recaipt, or if the warranty period has expired, GT Interactive Software will replace the product storage medium for & nominal fee.
If your product information contains Technical Support phone numbers for Europe, you must contact those phone numbers and
abide by their warranty policies.

TECHNICAL SUPPORT (EURDPE)

HELP VIA TELEPHONE IN EURDPE
Technical Assistance: English speaking customers call 01923 209145

Assistance Technique: Remarque: Notre service de soutien technique se trouve en Angleterre. Clients francophones appelez e
00 44 1923 209148

Technischer Kundendienst: Beachten Sie bitte dass sich unser fechnischer Kundendienst in England befindet. Den
deutschsprachigen 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
earm their livelihood from its lawful use, Don't make copies for others who have not paid for the right to use it. To report copy-
right violations to the Software Publishers Association, call 1-800-388-PIRS or write:

Software Publishers Association

1101 Connecticut Ave., Suite 901

NW Washington, DC 20036

This program Is protected by United States federal and international copyright laws.
All tracemarks mentioned in this manual are the property of their respective owners.

Duke Nukem Created and Licensed by 3D Realms Entertainment
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Good graphics don’t make a great game, control
does, That's where InterAct comes in, with
controllers like the SharkPad Pro 64°® and the
MakoPad® 64. Designed to feel right in your
hands and respond the way you'd expect. Add
peripherals that give you immense powers,
weapons and the ability to share triumphs

with everyone.

SharkPad Pro 64" MakoPad® 64

Master your world. Control all variables.

This Is Not A Game.

‘www.gtstore.con
or by phone: I-G10X:

m © 1998 InterAct Accessories, Inc. SharkPad Pro 64°
. and MakoPad 64 are registered trademarks of

InterAct Inc. 64 isa

www.interact-acc.com trademark of Nintendo of America Inc.




HAIL TO THE
NEW ENFORCER
OF ROCK AND
ROLL, buke nUkE

NOW DUKE HAS HIS O

HARD DRIVING SOUND-

TRACK FEATURING A

BRAND NEW “DUK Ut

THEME” FROM MEGADET

ALS0: RARE, COOL

EXCLUSIVE TRACKS FROM

WU TANG CLAN, SLAYER, STABBING WESTWARD,
BEATNUTS, COAL CHAMBER, TYPE O NEGATIVE,
ZEBRAHEAD, XZIBIT, CORROSION OF
CONFORMITY, AND SEVENDUST.

}LUS OVER 180 MB OF EXCLUSIVE SOFTWARE
‘I@ELUD!NG THE INTERACTIVE STRATEGY GUIDE
FOR DUKE NUKEM: TIME TO KILL, DUKE NUKEM
SCREEN SAVERS, AUDIO SAMPLES, SHAREWARE,
WEBLINKS AND SOME GREAT SURPRISES.
AVAILABLE AT ALL MAJOR RECORD STORES
NOW ON RED INTERACTIVE RECORDS.

Also available at:
www.redmusic.com/dukenukem
www.gtstore.com/Duke
or by phone 1-800-610-GTIS [(4847)

come fo life in these raging Resaurus action figures. Exquisitely detailed, fully posable,
and totally equipped with obliterating arsenals, they're guaranteed to kick buit!

[ want an action figure!

Welcome to
my nightmare,

Also available at:

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




