




he early part of 1996 was a bad time for the 3D

action game genre. Gamers hungry for something new and orig-

inal were instead force- fed a tiresome parade of uninspired

Doom clones, and the revolution that
Quake promised was still some months
away. Clearly, the genre needed sorne-
thing new. Something original. It needed
a hero. And did it ever get one.

As if out of nowhere, 3D Realms'
quirky and inventive Duke Nukem 3D
burst onto the scene in early 1996 amid
considerable fanfare, and instantly
jumped to the top of the charts. And
there it stayed, right up until Quake
finally shipped, and even for some time
after. The running popularity battle
between the blasting genre's twin cham-
pions sparked a long, heated and at
times rancorous debate amongst gamers
over which was better, Quake or Duke.

A quick rehash of the classic argu-
ments: one side claimed that Quake was
vastly superior - that its true 3D engine,
its customizability, and its superior Inter-
net play made it the best game ever
made. Others said that Quake was great
technology but had only a thin veneer of
solo gameplay, while Duke Nukem 3D's

clever weapons, comic book colors, wry
sense of humor, and sheer sense of fun
more than made up for the fact that the
engine was slightly dated. In short, Duke
3D was a blast, and it's no wonder that
more than a million copies were sold.

But now the time has come to toss
away al! those arguments, because now
we get the best ofboth worlds, Quake and
Duke alike. The next installment of the
Duke Nukem series - Duke Nukem For-
ever - grafts the patented swagger of 3D
Realms' macho mainstay onto the Quake
engine, freshly-licensedfrom id Software.

Or in Duke's own words: "Damn,
I'm good."

The first question is why 3D Realms
chose to license ids engine in the first
place, after it had spent much time and
energy creating its own ín-house tech-
nologies, the Prey and Buildengines. The
short answer is timing. To build Duke
Nikem Forever (or Duke 4 for short) on
the Prey engine would have delayed the
release untillate 1998, around the same

Boom! The rocket launcher takes out a big piece of the Las Vegas landscape. About ten weapons are
planned for Ouke Nukem Forever. Though most haven't been created yet, a chaingun and shotgun are in,
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time as Prey itself. And to be honest, 3D
Realms' Build engine (the basis of Duke
Nukem 3D, Shadow Warrior and a slew
of clones) is looking a little out of date
these days. The only logical solution was
to use the ready-rnade, industry-Ieading
Quake technology.

3D Realms did consider other
engines, including Epic's Unreal, but
unlike Unreal, Quake was finíshed, it was
a known quantity, and it was ready to go.
By using the Quake/Quake 11code base,
3D Realms gains the true 3D world and
TCP/IP play of Quake with the added
functionality of the upcoming Quake II:
OpenGL, QuakeWorld, colored lighting,
more brushes per level, and more inter-
activitywith the environment. (And don't
forget the crouch recently added to
Quake II - who can imagine Duke
Nukem not crouching?)

Yet after the long, acrimonious
debates over Quake versus Duke, one has
to ask if the necessity of licensing John
Carrnack's technology hurt 3D Realms'
pride. The answer is no, according to
Scott Miller,president of 3D Realms' par-
ent company Apogee Software. "Pride
cannot affect our decisions. Pride is the
cause of many a company's demíse," he
says. "We see this deal with id as a way to
get Duke 4 out wel! ahead of Prey. We're
not pushing Duke 4 as a technology show-
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Al Bundy will feel right at home in
this nudie bar - Ouke 4 will have an
adult theme just as in Ouke 30.
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case likePrey; it's a game that willsucceed
or fail based on its unique content, game-
play innovations and Duke's characteri-
zatíon." And Apogee is not new to this
concept - id's Commander Keen engine
was used in Apogee's Bio Menace, and
the Wolfenstein 3D engine was used in
both the Blake Stone games.

"What we did was license an
engine, and a good one. But that's the
end of the story." says George Brous-
sard, president of 3D Realms and the
project leader on Duke 4. "Duke Nukem
Forever will have it's own unique feel,
setting and gameplay. When we're done,
you won't even care that it's the Quake II
engine anymore."

That's a good thing, considering
that there are so many other Quake
engine games on sale now or in immi-
nent release (including the two Quake
míssion packs, Hexen II, Half-Life,
Daikatana, SiN, and Quake II; not to
mention other, non-Quake engine 3D
games like Jedi Knight, Unreal, Blood 2,
Riot. and 3D Realms' own Prey). With so
much competition on the way, standing
out from the crowd is critical, and Brous-
sard knows this as well as anyone. He
spelled out for us in detail exactly what



Duke Nukem Foreverwill have all
the expandability 01 Quake and Quake
11, allowing users to add their own mod-
el s, levels, and extensions to the game.

will make the new Duke elifferent.
First off is the character of Duke

himself. Duke talks trash. Duke sings.
Duke has an ego the size of Texas, and if
you were casting an action movie hero
and had to choose between one of id's
anonyrnous grunts or Duke Nukem, the
choice couldn't be more clear. "He's the
coolest 3D action hero. Per iod," says
Broussard. (Naturally, Dukes voice has
to remain consistent as well. so the good
news is that L.A. disc jockey Jon Sto John
will reprise his voice once again.)

Then there's the famed interactivity
of Duke Nukem 3D - a game world filled
with little touches, like the pool table that
actually works or the toilets that restore
health when flushed - these were the lit-
tle things that made Duke 3D more fun
to playas a single-player game than any
action title before, and arguably, since.

"What we did in Duke 3D took inter-
activity to a level that still has yet to be
matched," says Broussard, "and people
are still scrambling to catch up and sur-
pass Duke 3D's interactivity." In Duke
Nukem Forever, 3D Realrns hopes to up
the ante again. "Everyone says that, but
the cool thing is we actually have a his-
tory of doing it, so it's not just talk or
hype. You will simply be able to 'do'
more things in Duke Nukem Forever than
you can in other 3D games," he says.

And since so many of the fun extras
in Duke Nukem 3D were added in the last
few months or so of development, when
the whole team was eating, breathing
and dreaming Duke Nukern, we should
hope for and expect the same kind of
thing to happen here, come crunch time.

Finally, by simply being a Duke
Nukem game, Broussard expects that the
controversy and notoriety that ensues can't
help but grab attention. "Controversy,"
says Broussard. "Yes, we love it, and you
can bet right now that Duke Nukem For-
ever will offend sorneone, somewhere, for
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There's talk 01 doing a Duke Nukem
action movie, and lines 01 action ligures
and nevels are in the works.

and Al, but stationary, animated decora-
tions. But since the success ofLara Croft in
Tomb Raider, female characters are tak-
ing on starring roles in games like Hexen
II, Daikatana, Unreal, and now Quake II, al!
ofwhich have female leads or co-leads. So
don't be surprised if Duke gets a girlfriend.

"Well over ayear ago, we had a 3D
shooter in development titled Bombshell,
somewhat inspired by the movie Barb
Wire and Pamela Anderson's title charac-
ter," says Miller. "Though we fired the
Bombshell team beca use the game was
going nowhere, we liked the character so
much that we're going to have her as a
cameo in Duke Nukem Forever, plus we
hope to have her as a choice you can play
as in multi-player marches." And if
Bombshell turns out to be popular, Miller
says. then she'll have a larger role in Duke
5 - (which admittedly is nothing more
than a gleam in Miller's eye at this point)
- and might possibly star in her own
game down the road.

But don't expect Duke to share the
spotlight with anyone this time around -
Bombshell will be strictly a supporting
role, and for good reason. "Since we have
heavy character speech in our games,
that'd mean a full set of male and female
Iínes." says Broussard. "Something like
that's just too far beyond the scope of an
action game. We'd rather put the time
into enemies and things to do in a level."

But we'lljoin the crowd and ask-
will the strippers return in Duke Nukem
Forever? "Hey, it's Duke, and we're 3D
Realrns." says Broussard, and as you can

The 3D Realms team is experimenting with putting
in working vehicles as seen in Shadow Warrior.

some reason. and that 95 percent of the
world willlove it, while 5 percent sit and
complain about this or that,"

While 3D Realms' Shadow Warrior
was recently subject to controversy for its
handling of Asian characters (see the side-
bar on page 107). Duke Nukem 3D drew
its fair share of heat for its simple-minded
depiction of women. All the women in
Duke Nukem 3D were either strippers or
hookers, and they weren't actual game
characters with independent movement

Surf's up! Duke sure looks cool on his very own jet ski, but Broussard and the Duke 4team
nave not yet determined what specilic vehicles will be included in the new game. se
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see for yourself from these screen shots,
the landscape of Las Vegas is the perfect
setting for a Duke game, with its casinos,
strip clubs, and houses of ill repute.

animated the Area 51 military guards and
given them bionic enhancements, creat-
ing an army of super-dupes to do his bid-
ding - and naturally, only Duke can stop
these nefarious schemes. It's a classic
comic book plot, and one perfectly in
keeping with a Duke Nukem game.

But apart from this backstory, 3D
Realms is keeping other details under
wraps, and of course, the story is subject
to change. "1 often think some people give
out too much information on their games,
so then there is nothing left to discover as
you play," says Broussard. One thing we
can reveal, though - most of the bad
guys from Duke Nukem 3D have been
retíred, and the only baddies from the last
game that will re-appear here are the
famous Pig Cops, this time dressed in mil-
itary duds. "Honestly, the enemies in Duke
3D were not that good," says Miller. "We'll
do much better this time."

THE GAME

Duke Nukem Forever takes place in
Las Vegas and the surrounding
state ofNevada, where Duke's old

nemesis from the early side-scrol!er
days, Dr. Proton, is making a comeback.
Proton has set up camp in Area 51 (the
top secret base where the government is
rumored to study captured UFOs, in case
you dori't watch "The X-Files"),
destroyed much of Las Vegas with a tac-
tical nuke, and recruited an alien army to
help him conquer the Earth. Hey, what
more do you want from a super-villain?

"Protón has taken over Area 51 and
used the spacecraft there to contact aliens
around the galaxy who have had their
butts kicked by Duke," Miller says. "Pro-
ton's plan is for al! of thesé aliens to join
forces with him and be rid of Duke once
and for all." The wicked Dr. Proton, him-
self a formidable 7'6" cyborg, has also re-

CHAINGUNS ANO CHOPPERS

Nopreview of an action game is
complete without a perusal of its
arsenal. While many of the de-

signs for the Duke 4 weapons are still
being worked out, Broussard already
knows what the basic lineup will be.
"Right now, we have the shotgun, chain-
gun and rocket launcher," he says.

Duke's nemesis, Dr. Proton, makes
an explosive return in Ouke Nukeffl For-
everwhen he nukes Las Vegas.
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No trip to Las Vegas would be com-
plete without a visit to the lair 01 the
one-armed bandits.

adding that he considers such weapons
as standard issue in action games these
days. But even these obvious choices
may offer a few unique twísts, such as a
SWAT team-style flashlight mounted on
the shotgun.

As for the rest, Broussard says.
"Ther'e will be a lot of new weapons.
We are making a new game here, around
the consistent game character of
Duke Nukem. Just like in James Bond
movíes, it's always Bond, but each time
he's back, you eagerly wait for the scene
with 'Q' to see what toys and gadgets he
has this time."

But 3D Realms will be listening to
fan input, and may let people vote on its
web site as to which older Duke Nukem
weapons make the cut. "Lots of fans have

requested the return of the Shrinker,
and we are seriously considering
it," Broussard says. He adds that there
will be about ten weapons in all. "Trying
to balance any more becomes silly and
unfocused," he says.

Considering what was achieved
with Duke Nukem 3D, we're confident
that Duke Nukem Forever will have an
impressive load of fun gadgets and toys
to play with - and along with Quake's
Capture The Flag grappling hook and
Heretic's animalizers, Duke 3D's shrinker,
freeze gun, laser tripwires. pipebombs,
holodukes. and jetpack rank among the
best power-ups ever seen in this genre.

Meanwhile, when it comes to Duke's
famed interactivity, 3D ReaIms says the .
team will surpass what ít's accomplished
in the past, with stuff light years beyond
what was seen in Shadow Warrior.
They're currently testing out vehicles in
the game environment and figuring out
which ones are fun enough to keep.

Some of the concept art shows
Duke on a motorcycle, an idea Broussard
líkes: "Duke on a Harley? That's too obvi-
ous and natural of an idea that wed be
crazy not to try it," he says. As for the
rest, again, Broussard doesnt want to
give away too much when there could be
competitors reading this article. "Duke
Nukem Forever is far enough out that we
real!y dori't want to give al! our ideas
away, although I promise you. you
haven't seen anything yet. Imagine Duke
Nukem Forever to be Duke 3D on crack
and steroids at the same time. I1's going
to simply be insane to play," he says.

BITS AND BYTES

Writing all the squiggly code that
makes Duke come alive is the
task oflong-time 3D ReaIms vet

Todd Replogle and Chris Hargrove,
freshly plucked from Raven Software.
They're already messing with the Quake
engine and playing around with ideas.

As Broussard points out, just
because you license Carrnack's technol-

Creating the outdoor, urban environments 01 ouke Nukem 3D in the Ouake engine is no easy
task, but as these screen shots demonstrale, Ihe design leam is already tackling Ihe problem.
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~---- •••• Scott Miller founded
Apogee Software in 1987 ~
and pioneered the share-
ware model of games
marketing, and was
recently awarded a Life-

~

time Achievement
Award from the Share- ~
ware Industry Founda-
tion. He's been in the

games business for a long
time and has a unique perspective on it.

~

PC Garner: Lately it seems like if ~
there's trouble in the gaming industry,
there's a good chance Apogee's involved.
For example, the Duke versus Quake
flame wars, your Raptor trademark, the

~

war of words between Ritual and Apogee,
alleged ethnic insensitivity in Shadow ~
Warrior, and the recent patent contro-
versy. Why is this7

Miller:Certain things we help orchestrate,

~

such as the strippers in Duke Nukem 3D.
Most controversies happen without ~
our initiating them, though, such as the
SPA Codie Awards controversy and the
"war" with Ritual. What makes us differ-
ent, perhaps, is that unlike other compa-
nies, we'lI take our issues public. For

~

example, dozens of other developers and
publishers received a similar letter regard- ~
ing the patent issue, but we were the first
to take it public.

PC Garner: Some in the industry

~

have criticized Apogee for its politically
incorrect content - the strippers in Duke ~
Nukem 3D, the ethnic stereotypes in
Shadow Warrior. How do you respond7

Miller:The cJaims that Shadow Warrior is

~

racist against Asians caught us by sur-
prise, and was certainly not our intentoWe ~
liketo be controversial with the content of
our games, but we'd never purposely use
racism toward this goal. l'rn afraid that we
live in such a politically correct society

~

nowadays that it's almost impossible to
make a piece of entertainment that doesn't ~
step on at least one group's toes. We can't
afford to walk on eggshells here.ibecause
we'd end up making a game so watered-
down that it appeals to no one.

~

PC Garner: Do game developers have ~
a certain responsibility7

Miller: I think developers have a responsi-
bility to shoot for a particular market and
correctly label their game for that market.

~

If the consumer knows who the game is ~
targeted for, then they can make the
appropriate buying decision. We shoot for
an adult market and we label our games
to indicate this, just like movies are rated.

..
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,
1 think this is the developer's main respon-

,
sibility, to label their games properly and

~

where buyers can clearly see the label.

~

PC Galnar: How did you end up
licensing the Build engine to people like
Capstone and Lobotomy eyen before Duke
Nukem carne out?

~

Miller: We wanted Build to take over the

~

world! Actually, we knew there was a lot
of money to be made licensing, so 1 sent
faxes to a dozen publishers and develop-
ers, telling them about Build's features and

~

its availability. We also made a VHS tape
with George [Broussardl and 1 showing the

~

engine in action, which impressed many
companies, including Activision at the
time, who was going to license the engine
until we chose FormGen over them to

~

release Duke Nukem 3D. Then they didn't
like us anymore. Activision lost the deal to

~

FormGen by only $30,000 in advances,
which they refused to match.

PC Galnar: Licensing the Quake

~

engine couldn't have been cheap. How big
was that check?

~

Miller: The size of the check, which is
an advance on royalties for id, not a
tlat fee, was huge, but is confidential as per

~

our agreement.

PC Galnar: You helped id Software

~

immensely in the early days, but missed
out on a lot of its subsequent success until
Duke carne along. Was there some sort of

~

falling out?

Miller: Not at all, at least not from our side.

~

After the giant success of Wolfenstein 3D,
it made sense for id to handle their own
shareware marketing for Doom. After they
announced their plans, Jay Wilbur and 1

~

had many conversations in which 1 helped

~

them with marketing ideas and giving
them contacts for handling direct orders,
etc. 1 think that players prefer to think that
developers have rivalries, but the reality is
that we are generally all friends or friendly

~

to each other.

PC Galnar: How important a factor

~

has engine licensing become as a source of
income for developers?

~

Miller: For us, engine licensing has been
worth millions, and Build has made more

~

than most of our games, and the money is
still coming in from licenses. When you
spend ayear or more making an engine,
licensing is a great way to recoup this huge

~

time investment. We have every intention to
license Prey, and several well known pub-

~

lishers have already shown interest. Prey's
engine will be ready to hand over early in
1998. The fact is that most developers
should not be in the business of making
engines because it takes too long, is too

~

costly, and is too difficult. 1 think there are

~

only a few 3D engine designers capable of
developing a visionary 3Dengine, and most
companies do not employ someone of this
caliber. This is partly why.many developers
nowadays have decided not to even pursue

~
3D engine development.

J
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This menacing mechanical monSlrosity is our lirsl glimpse al a Ouke Nukem Forever enemy.
Dr. Prolon will employ a whole arrny 01cyborgs and robots in his desperale bid al world conquest.

ogy doesn't mean you won't need pro-
grarnmers of your own to add that little
bit extra. "An engine is just that, an
engine," says Broussard. "Look at Build.
We licensed that engine four or five
times, and the games that were built on
top of that engine were all different, and
all required their custom code. And we
will want to re-do a lot of the Quake II
'game' stuff anyway, just to keep it from
looking like a done. If we have Duke on
ropes, driving vehícles and interacting
with his environment in a hundred dif-
ferent ways, then that all represents new
code we have to write. Duke games
require lots of gimmicks and special,
one-time events, and those kind of addi-
tions must all be hand-coded."

But 3D Realms will need to take
delivery ofthe final Quake II code from id
Software before that kind of work can
begin in earnest. "We can actually do
quite a lot without the Quake 11code.'
says Broussard. "What we're spending
time on are the 'new' ideas that we want
to do. This can all be done in Quake C
and pretty easily converted to Quake 11
.DLLs Iater."

Another bonus of using the Quake II
engine is that homebrew hackers will
have the opportunity to play with the
guts of the game, modifying its art and
weapons and story to create a whole new
slew of freeware Duke stuff that will keep
the community together, much more so
than was the case with Duke 3D and its
not-so-well-documented editor.

LOOK AND FEEL

Because 3D Realms is still waiting
for the Quake II code, all the screen
shots in this feature are shown in

256 colors and running in the standard
Quake engine. But that 256-color limit
may not be the case in the final game -
better things are afoot. "Certainly envi-
ronments like the Grand Canyon and
Hoover Dam, which are so colorful, will
present unique challenges," says Ruben
Cabrera, an artist on the project, "but we

have a couple of ideas that we are still
working on to take advantage of color."
There is serious discussion about moving
to 16-bit color, though there are frame
rate issues to considero

In the meantime, the graphics team
is working from the Quake 11tech specs
when building models and textures. and
then they're stuffing them into the Quake
engine (with less colors, of course) in
some early levels just to see how they
look. So what you are seeing in this fea-
ture are some very early - but very tasty
- looks at some ofthe Las Vegas envi-
rons that will form the backdrop of Duke
Nukem Forever. The colors are not a11
there yet, but the graphics strictly adhere
to the Quake 11specs for scene complexity.
"Our scenes are all under 500 polygons

1Iyou remember Ihe side-scroller
Duke Nukem games, you'lI remember
Ihe launling messages Irom Dr. Prolon.



and many are half that or less." says
Broussard. "So the bottom line is that
these are real shots of real gameplay."

A special challenge for the art staff is
bringing the bright, colorful world of the
previous Duke games to the Quake
engine without looking too cartoonish or
too dark and gloomy. "We are interested
in developing a place that feels as real as
possible," says Michael Wallin, another
artist on Duke 4. "To succeed in this we
will have colors that are not too saturated
or cartoon-looking, and contrasts that
match the environmental mood of the
place we are in. We will also utilize a
dynamic palette so we will have the flexi-
bility to create environments that do not
alllook the same. So, in short, Duke 4 will
not be a middle ground between Duke3D
and Quake; it will be more robust and real
for the player than either envíronment."

So how do es the art team work
together to create a consistent look for
the game? "Well, it all depends on what
the game is about - where it's taking
place and when." says Brian Cozzens,
another of the project's four artists.
"Everyone gets together and offers suq-
gestions about how it should look and
feel, what general mood it should convey.
Then it's written into our design docu-
ments. From there, the artists begin to
work up sketches of characters. and
begin to create prototype work - such as

The new engine allows for even more aClivity - and inleraclivity - Ihan before. Here is a
delapidaled fool bridge Ihal Duke will have lo negoliale. No word vel if Ihe cacli cause damage!

textures and models. If George and the
team likes those. we work from there."

dom than Build, but it al so means some
new challenges. Outdoor areas in partic-
ular must be handled carefully. But the
tearn. headed up by Duke veteran Allen
Blum (this is his fourth Duke game) is
more than ready to make the change.

"Duke Nukem 3D used the Build
Engine, which was actually 2D," says
Blum. "But with a couple of tricks we
were able to make it seem very three-
dimensional. Now that we're using the
Quake II engine, we have less limitations
and can make the Duke environment
even more realistic than ever before."

Getting ready for this jump was not
as clifficult as it might seern. as the level
designers had already been intrigued by
Quake and its shareware editors long
before Duke Nukem Forever got under-
way. "1 looked at Thred, Worldcraft, and
Stoneless while 1 was still working on
Shadow Warrior, even before 1 knew we
were going to license the Quake II
enqine." says level designer Keith
Schuler. "These editors were a welcome
break from Build, and helped me learn
my way around the various nuances and
limitations of making 3D levels."
Schulers moved on to id's own Quake
editor now, and he's also played around
with some of the Quake patches like
Team Fortress, and created one of his
own that added some Duke 3D features,
including respawn markers and remote
rídicule, to Quake.

Still, other challenges lay ahead.
especially creating the outdoor, real-
world feel of the previous Düke game
with an engine more usually associated
with creating claustrophobic dungeons.
"Creating outdoor areas with the Quake
engine requires more planning than a
Duke 3D level did, obviously due to the
clifferences of how Quake deals with level
architecture," says level designer Stephen
Coole. "In Duke, a wall that blocks the
player's view will suffice and raise your
framerate, while in Quake the same wall
may not help block your view or will add
more polygons to the scene, actually
slowing it down. There are new tricks
and design methods to be learned, but 1

end result will yield a much bet-
",-~;..g¡ame than Duke Nukem 3D."

for cinematics, the team is corn-

LEVEL LORDS

When it comes to building levels,
using the Quake II engine gives
the map desiqners more free-
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pletely undecided on what that aspect
will entail, other than the fact that there
willdefinitely be some. But they are aim-
ing for something more professional and
of higher quality than what's been done
in the past, while retaininq the same
twisted humor that appeared in Duke
Nukem 3D. "We dont believe in pretty-
looking cinematics just to keep people
busy," says Broussard. "We want some
real!y cool content to watch, so it's worth
your time to not hit the Escape key." Even
so, cutscenes created from within the
game engine (like you'll see in Quake In
have not been ruJed out.

All right then. what about system
requirements? Minimum requirements
should be something similar to 16 megs
with 32 recommended on a Pentium class
rnachíne, a P133 or higher is recom-
mended. "We've also discussed the pos-
sibility of converting the Quake II engine
into 16-bit, so the game willlook amazing
and things like color palettes arent a
concern," says Broussard. "What is a
concern. though, is the speed hit 16-bit
color adds to a software engine. But
since we're targeting a mid-to-Iate 1998
release. we also think computers will
evolve fast enough to keep the framer-
ates and action high."

But what about MMX, Intel's much-
ballyhooed godsend to Wintel game
makers? "It was dropped, due to
not improving performance enough to
justify its development time," says Brous-
sardo "Ken Silverman did try it, and just
wasn't happy with the speed increases."

Al! the fans will want to know when
this game is coming out, but, in true Texas-
style, 3DRealms won't cornmit to anything
more definite than that mid-to-Iate '98
timeframe or, even less specíñcally, "when
ít's done." In the meantíme. it's highly
likely that the game will get its first live
showing at E3 in Atlanta next May.

Broussard, 3D Realms, and the Duke
4 team are promising a 101, but their track
record has already shown that they can
deliver - they have the technology, the
experience, and the work ethic to pound
away on this thing until it's done right.
They know their char acter, know this
genre, and know its audience, and we'd
be a bit surprised if they didnt get it
right. We're not fortune tellers. but we
have every confidence that Duke Nukem
Forever will be one of the biggest - and
perhaps the best - titles of 1998.

The GL support in Duke Nukem For-
everwill be optional; a 3D Realms game
won't require a 3D card until Prey.
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