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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER ENTERTAINMENT SYSTEM.

A very small percentage of individuals may experience epileptic seizures when exposed to certain light pat-
terns or flashing lights. Exposure to certain patterns or backgrounds on a television screen or while playing
video games, including games played on the PlayStation®2 console, may induce an epileptic seizure in these
Individuals. Cerlain conditions may induce previously undetected epileptic symploms even in parsons who
have no history of prior seizures or epilepsy. If you, or anyone in your family, has an epileptic condition, con-
sult your physician prior to playing. If you experience any of the following symptoms while playing a video
game-dizziness, altered vision, eye or muscle twitches, loss of awareness, disorientation, any involuntary
movement, or convulsions - IMMEDIATELY discontinue use and consult your physician before resuming play,

WARNING TO OWNERS OF PROJECTION TELEVISIONS:
Do not connect your PlayStation®2 console to a projection TV without first consulting the user manual for
your projection TV, unless it is of the LCD type. Otherwise, it may permanently damage your TV screen.

USE OF UNAUTHORIZED PRODUCT:

The use of software or peripherals not authorized by Sony Computer Entertainment America may damage
your console and/or invalidate your warranty. Only official or licensed peripherals should be used in the
controller ports or memory card slots.

HANDLING YOUR PLAYSTATION®2 FORMAT DISC:

+ This disc is intended for use only with PlayStation®2 consoles with the NTSC U/C designation.
+ Do not bend it, crush it or submerge it in liquids.

« Do not leave it in direct sunlight or near a radiator or other source of heat.

* Be sure to take an occasional rest break during extended play.

« Keep this compact disc clean. Always hold the disc by the edges and keep it in its protective case when

not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in straight lines from center to outer
edge. Never use solvenis or abrasive cleaners.
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Thank you for choosing Half-Life for PlayStation®2.

~ Half-Life is like several games in one. In addition to the award winning
~ epic Half-Life, carefully enhanced for the PlayStation*2 system, this title
includes Half-Life: Decay - an all new cooperative adventure in the Half-
- Life saga. Also included is a Head-to-Head mode where you can engage
“human opponents in a variety of battlefields. We hope you enjoy Half-Life
"  for PlayStation'2 - we are very proud to bring you the game. .

- Half-Life for PlayStation? Team
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Setti Up Your unnl

MEMORY CARD slat 7 — . A=
MEMORY CARD gl | ‘ im L e
——— RESET button
w— (OPEN) button
USH conmector —————3— |
400 LLINK comectar — ! |
controller part) ————

contrefler port 7 ——

. Set up your PlayStation®? computer entertainment system according
to the instructions in its Instruction Manual.

7. Make sure the MAIN POWER switch (Incated in the back of the console)
is turned ON.

3. Press the STANDBY/RESET button,

4 When the power indicator turns green, press the OPEN button and the
disc tray will open.

9. Place the Half-Life for PlayStation*2 format disc on the tray with the
label side facing up.

B. Press the OPEN button again and the disc tray will close.
7. Attach game controllers and other peripherals as appropriate.

B. Follow on-screen instructions and refer to the manual for information
on using the software.

1 i n | J } q‘" T 1A at
| '..n._. ..i' ;, ﬁ I_'-_- .Ii-:. .41 '.rn' L 1'.{|.II- .- oy i .. = i .
- _!'. '?H-" j 4 A | vy . o I__ — f'
"arm ot 4 olnt 2 o A i R W, —
f=
- et , Im [h S W
e e PR T h—_—_.ﬂﬂ-—h ek g W=l RS e | S el LT e - . E————




_ = = - _

DUALSHGEK""Z ANALOG CONTROLLER CI]HFIEHHA'I'IUHS . ﬁ_ |
M ‘

© o L2biton —— ——
'l.u‘rbutmn |

left analog stick
(L9 button whan pushod dov)

'SELECTbutlun
_ -LSMTW |

_ mwmmm
Ul button: Jump
12 button: Duck

ilﬁln directional button:
| h‘exf weapan slot

) ilp directional button:
:‘ﬁﬁéwaus inventary item
| ﬁnﬁ directional button:
! ﬂ'ﬁ'mus weapon slat

| @n'ﬂlﬂuuﬂunn[ button:
- Next inventary item

. mmm | Fﬁm&ry attack

) 'i ._ |

Enntrn|s

- SELECT button:

* (Decay Game anly)

B button: Reload

A button: Flashlight
. button: Lock-On targeting

X button: Use

Left analog stick:

‘mave around

L3 buttan when pushed down:
centerview

Right analog stick:

look around

R3 button when pushed down:
centerview

Change character

START button: Pause










The main menu has the
following four choices:

e

Half-Life
JEEHV * Head-to-Head
Head-to-Head ‘\Optrans
Iptions

B

Activate this option for an in-game tutorial on the use of the Yo

Hazardous Environment (HEV) Suit.
[raining will teach you how to maneuver throuog
manipulate objects, fire weapons and interact wit

h the environment,

1 other characters.

Whether or not you are experienced playing games in the first per-
son perspective, you would be wise to run through the training area
at least once. In training, you'll quickly get accustomed to the con-

trols and functions of your HEV suit and become

\ Research Facility.

L A .
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familiar with a ftew

of the characters and envieonments found in the Black Mesa
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Choose "Half-Life” to Ioad a previously saved game or begin a new
single player game as scientist bordon Freeman. When starting a
new game, you || be given the tollowing skill level options:




The Head-to-Head selec-
tion screen presents the
available characters to
choose from while previ-

pus screens will allow you

to select your map and to

set win conditions.
Follow on-screen instruc-
tions.

The mission selection
screen will report mis-
sion objectives and previ-
nusly achieved pertorm-
ance records. [n-screen
instructions will describe
how to accept your mis-
sion and select a one ar
two player game.

Head-to-Head




2

Options

Ihe Controls menu will allow you to select a pre-set configuration
or custom configure your DUALSHOCK™Z analog controller for Half-
Life play. Follow the on-screen instructions to select game func-
tions and re-assign them to the controller button of your choice.

Most Microsoft®, Logitech® and other standard USB keyboards and
mice are supported.




Audin/Vidu

Use the left analog stick or the directional buttons to adjust the |}
sound effects volume, music volume or toggle between stereg or [
maono speakers. Also. use the left analog stick or the directional |}
buttons to adjust screen and video settings.

Cheat Codes

Choose this option to enter and select cheat codes. Unce you dis-

——

caver a cheat code, follaw the on-screen instructions from the
Cheat Codes screen to activate it.

o ¥
Choose the "credits” option to see a list of the people who con- )
tributed ta this project. A cheat code may have been hidden inside
the credits list - can you find it?

L s o | __ A

| .
load Settings
Choose this option to load controller, video and audio settings from
the memary card. loaded settings will override current settings.
e N e O N W FR e T
I
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Pause Menu

While playing any of the Half-Life
game types, press the START button
at any time to pause the action and

display a text menu with some of the
tollowing choices (choices vary
depending on game type):

Resume

Quick Save

| Uuick Load
Restart
Vibration On/0H
Mid-Game Menu

( LChoose "Resume” to return to the game. You may also immediate-

ly return to the game by pressing the START button from the pause

\ MEent.

0 Quick Save

shoosing "Quick Save” will allow the game to remember your current
nosition to be quick loaded later at your canvenience. This feature
is only available when playing Half-Life. Note: Quick Saves are not
stored to the memaory card and will be lost if you shut off ar reset

the PlayStation®Z ar otherwise quit the game.




]

Q Quick Load "

Choosing "Quick Load” will load the last “Quick Save”. If no “luick
Save' is present, this option will not be available.

Choose "Restart” to clear scores and start over in Head-to-Head

games or clear statistics and retry a mission in Decay. Note:

"Restart" is not an option when playing Half-Life.

Vibration On/0ff

This option will toggle the DUALSHOCK™Z analog contraller vibration

tunction. :
Q Mid-Game Menu ‘

(It you choose “Mid-Game Menu”, you'll be taken to a screen that wm

allow you to adjust game options (see Options, pages 12 and |3), save

ar load games from the memary card or quit playing and return to

\ the main menu. /

I
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ﬁ;[y in Halt-Life, you must find and put on the Hazardous

Environment (HEV) Suit. In Decay and Head-to-Head games. you'll
begin already equipped with the HEV suit.

You may recharge the suit periodically - the greater the charge. the
mare protective power the suvit has. To recharge your suit, seek out

a wall-mounted HEV suit charging station. or pick up batteries along
the way.




(Once you are in your HEV suit, the suit's heads up display (HUD) is.

activated. The HUD is an on-going barometer af health, available

energy or acmor and remaining ammunition. The HUD allows you to

survey and select from your weapans arsenal and inventary items.

It also alerts you when you are sustaining environmental damage.

17



Danger Monitors

Your HUD has visual and audio alarms to warn you when the envi-
ronment is threatening your health. If you see any of the following
symbaols appear in your HUD, act fast:

Recovering From Damage

A-fter being hurt by environmenta

can recover by using wall-mounted

ble of administering first-aid.

18

threats or an enemy attack, you
first aid stations or by collecting

first aid satchels. If you are very wounded, some civilians are capa-
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Weapons and Combat

|

0

B .

{ If you like big guns and other destructive devices, you've come to the

right place. Half-life has many different types of weapons - from

basic shotguns, pistols,

and semi-automatics, to rocket launchers,

crassbows, and trip mines. There are even a few experimental toys

| we think you'll enjoy getting your hands on.

You'll find items and weapons in realistic locations, such as on gun
racks, in the hands of your allies, or on the bodies of your dead ene-
mies. Similarly, ammo will be strewn about an the ground. hidden in

Your HEV suit is equipped with an automatic targeting system. When

you face a creature, a ¢

dmmao.

crates, and locked inside storage cages. [n

screen, you'll see your available weapons and

Lock-0On Targeting

iamond shaped target will center on them. If

the diamond is green, t
ture is hostile. Press

e creature is friendly. If it is red, the crea-
the Lock-On button to focus on the target.

Press the Lock-0n button again to release your view. See Controls

(Page B) tor more infor

mation about the controller buttons.

i
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Weapons

Your complete arsenal includes real world weapons, experimental
weapons. and alien technology. You'll have to venture deep into the game
to find out about every weapon. For now, here are descriptions of some
of the weapons you'll encounter in the game:

Crowbar

Things like barrels, boxes. gears, and grates
can often be smashed open with the crowbar.
And, when you find critical paths that have

~ been blocked or sealed shut, you can dig
- through such obstacles with your crowbar.

You can also use your crowbar to break glass

' and bludgeon approaching enemies.

You acquire this 3mm pistol early in the game.
Although it may seem outdated as you acquire
more technologically advanced weapons, don't

X forget about it; it's one of the few weapons
~ that fire under water.

This is one of the first weapons you'll acquire
with both primary and secondary attack

options. The Military Assault Rifle has an

== BN 1 _-_: attached g['E-I'IEdB |EIJITEI'IE|" (SEBBI'I[IBT'Y

" attack). lts primary attack fires 50-round

clips of 9mm bullets to very long range.

Remember, you can practice using your crawbar and firing an assault
rifle in the Hazard Course Traning Area.

.

I .



Rocket- High explosive rockets can be fired forward or
f’ Propelled made to track a projected laser dot (toggled
- brenade with the secondary attack). Once the rocket is
flying simply point the laser beam in a new

direction and as long as the rocket can find
47 /- the dot, it will adjust its course to target what
e J“ you're aiming at.

Crossbhow Virtually silent and equipped with tranquilizer
~darts, the crosshow is one of the most effec-
P " tive weapons available to you. Activate the
- high-powered scope (toggled with the second-
' — -3 ary attack) to snipa at distant enemies with a
' zoomed in view. The crossbow also fires
~ underwater.

— L

These mines are very useful for laying traps
~ for your enemies. Once activated, if any
| ~ object crosses the beam the trip mine will det-
« | onate. They are very destructive and can eas-
ily be accidentally triggered if you're not
careful. Active trip mines will detonate if they
sustain damage.

[o learn more about using the controller ta perform primary ar second-
. ary attacks, see Contraols ( Page E).

a B0 4 B \ A t‘
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Weapon HUD Screen

Weapons fall into five general categories.
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Equipment

. A projection flashlight is built into all HEV suits
Flashlight | | T
and can be turned on whenever it becomes too
. dark to see. Its battery will drain, so don't
. ftorget to turn it off when you exit a dark area.
~ The flashlight battery will recharge itself

automatically when not in use. Note: the flash-
- light is not available in split-screen multiplay-
er games. For information about how to use
the controller to toggle the flashlight, see
Contrals (Page B).
- _
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You must acquire a |.IEI_I'Ig Jump Module in order Long Jump
to perform the long jump move. To perform a Module

long jump, run forward and press the jump .
button twice rapidly - once to leap into the air | ,
and a quick second time before landing to acti- |
vate the Long Jump module. If you've timed |
the two jumps correctly and are equipped with |
a Long Jump Module, you'll be launched a great |
distance forward. Note: If you're having diffi- =
culty long jumping later in the game. try |
returning to the training area to practice.




Playing Half-i.i_fe

Yﬁjﬁay want to -ﬁhrgef into a room and start shooting eﬂ-vEryithinﬁ in
sight. But in Half-Life. there are many other ways to interact with
your surroundings. Half-Life's environments are as realistic as

possible, and this level of realism will affect the way you mave
around. Faor instance, there's gravity - if you stand on the ceiling
tiles, don't be surprised if they collapse under your weight. There
are also multiple surface effects - yes, wet floors really are slip-
pery. And, if hit hard enough, glass will break. You can also shoot
bullet holes onto walls to mark your turf, ar leave yourself location
reminders. Black Mesa is a dangerous place. We recommend that
yuu save your game uften |

' SR Y i

Try experlmentlng wrth your environment. Use your wits as well as
| your weapons to outsmart opponents, navigate thraugh tnugh spots
and work your way. past harrtars of all types




and security guards who can provide cover fire, open locked doors or
apply first aid when you're very wounded. Approach these characters
and press the Use button to get them to assist you. Ifa characteris
following you, press the Use button on them to leave them behind.

Not everyone you meet is your enemy. You will encounter scientists

e w — ——

Many objects (including doors, switches, wheels, levers and buttons)

can be

need to hold down the Use button to perform the desired action.

Activate HEV suit chargers and wall-mounted First-Aid stations by
stepping up to them and holding down the Use button.

Objects |

ey, —
———

activated by pressing the Use button. In some cases, you'll

Power-Ups

Pulling / Pushing

just wa
tan whi

Pull boxes and carts into mew pasitions by holding down the Use
Buttan and walking slowly backwards. To push a moveable object,

k up to it, then continue walking slowly. Press the Use but-
e pushing things to give the object extra momentum forward.
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Playing Decay

| In Half llfe Desay yuu’ll take on the roles of Dr. Bina Cross and I]r
" Colette Green in a cooperative action adventure. The game takes

place at the time of Gordon's adventure in Half-Life. You can play
Decay by yourself (full-screen) or coaperatively with a friend (split- {
screen). :

Contrals are exactly as in Half-Life. except when playing Decay alone you
can switch between characters by pressing the “SELECT" button.
See “Controls” on Page B for more information. Nate the fullumng when
playing Decay in single player mode:

il eitl‘ier nharan'ter di"as the mission "’“,d? BE ufaraffn[
Tha M charanter mll nut fullnw vnn or Eﬂlva [mzzlaa on its own.

- The Al character will defend herself if engaged by an enemy. .
- Many puzzles and challenges raqmm imth characters to nnmgl&t‘a. |

[ In Decay, you'll be rated )
for completed missions
based on measures like
accuracy, the number of

| kills you've earned and

| the amount of damage
you sustain. You may

| unlock a secret, bonus |
mission by earning an “A"
rating in every mission. |

\ Good luck!




Playing Head-tn-HBa |

Ledl’ ELENTIITE
LoU L

In the Head-to-Head menu you
may choose 8 map in which to
fight. After selecting a battle-

ield, use the directional buttons

to choose the win conditions for
the game:a time limit and kill
limit. You'll be permitted to select
and configure your character
before the game begins. Follow

the on-screen instructions. ‘

4




Dr. Gordon Freeman

Name: Gordon Freeman
bender: Male

Age: 21

Education: Ph.D.. MIT, Theoretical

Physics
Position:  Research Associate
Assignment: Anomalous Materials Lab

N [/earance: level 3

pansor:  LGlassified J

28



Dr. Colette Green }

Name: Lolette Green

bender:  Female
Age: 3l
Fducation: Ph.D., Carnegie Mellon, Electrical

Engineering, Robatics

Pasition: ~ Research Associate
Assignment:Anomalous Materials Labaratory
Llearance: level 4

I — li—==a o=

Spansor: — Dr. Keller

- e ——

Dr. Gina Cross

—

Name: Gina Cross )
-

Lender: Female 1

Age: 2a ey
Fducation: Ph.D. Cal Tech, Bioengineering, | 0%

Mechanical Engineering
Position:  Hazardous Environment Supervisor [
Assignment: Anomalous Materials Laboratory
[learance: level 4
sponsar:  Dr. Keller
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Non-Player Characters

. Richard Keller

Name: Richard Keller

- Gender:  Male
" Age: 55
Education: Unknown
Position:  Classified
Assignment: Classifiec
Liearance: level o
Sponsar:

Classified ,1

I
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dcientist

scientists can administer first-aid and acti-
vate retinal scanners.

Position:  Research & Development N
Assignment: Anomalous Materials B

Llearance: level 5
sponsor: — N/A

Security Guard

Security guards can activate retinal
scanners and keypad locked doors.

[hey are also equipped with a side-arm. |

Fosition:  Security Officer

Assignment: Area 3 Security

[learance: level 3

@ansar: N/A

.‘!n-
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Researc
Many wi

alone unless provoked. Don't be surprised to see packs of creatures

working

n each game after Gordon's experiment goes awry. the Black Mesa

1 Facility will be populated with a wide variety of lite forms.

| attack you on sight while some life forms will leave you

as a team, and don't forget to watch your back, as some

monsters can follow you by your scent. i

This Barnacle is a stationary monster
that attaches itself to ceilings and lies
in wait. His passive approach doesn't

make him any less deadly. 0f course.

plenty of Half-Life's alien enemies are
guite mobile. You'll see.

Human Enemies

Your government has sent in a
dangerous and very efficient

clean-up crew. Unfortunately,
these military personnel don't

silence you and your co-workers.
They kill etticiently and in teams.

just want to obliterate aliens, |
they're trying to permanently |



While playing Half-Life, the game can
'| be saved to the memory card at any
™ time. You can save and load the game

S from the Mid-Game Menu (See Page
S 15). O, you can continue (load) a
game after choosing “Half-Life" from

the Main Menu (See Page 9 and 10).

Note: You cannot save or load games

Qf Head-to-Head ar Decay.

Saving a Game
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