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Installing Half-Life: Day One

To install Half-Life: Day One
1. Insert the game CD into your CD-ROM drive. If your CD-ROM drive is 

AutoPlay enabled, click the “install Half-Life: Day One” button and follow 
the instructions. If  AutoPlay is not enabled, go to step 2.

2. Double-click the “My Computer” icon on your desktop.
3. Double-click the CD-ROM drive icon.
4. Follow the instructions to install. If Half-Life: Day One does not begin 

installing immediately, double-click on autorun.exe.

Minimum System Requirements
❍ Windows® 95, Windows 98 or Windows NT 4.0
❍ Pentium® 133
❍ 16 MB RAM
❍ 2X CD-ROM drive
❍ Mouse and keyboard
❍ 640x480 SVGA high color (16-bit) display
❍ Windows-compatible sound device

Recommended System Requirements
❍ Pentium® 166+
❍ 32 MB RAM
❍ 3D accelerator card (OpenGL)
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The Main Menu

Half-Life: Day One’s Main Menu can be accessed at any time during a game 
by hitting the ESCAPE key. Use your mouse or the up and down arrow keys to
navigate inside of the Main Menu. Hit the ESCAPE key at any time to go to the
previous screen.

Before starting a game, your Main Menu choices include:
New Game Hazard Course Configuration Load Game Viewreadme.txt Order Half-Life Quit

New Game 
When you start a new game, you’ll be asked to choose a level of difficulty.
❍ Easy–Monsters are weak and are easy to kill.
❍ Medium–Monsters are strong and are easy to kill.
❍ Difficult–Monsters are strong and are difficult to kill.

Hazard Course
Access the Hazard Course at any time during the game to perfect maneuvers
like jumping and crouching, using objects, and firing weapons. The Hazard
Course includes a target range as well as water and obstacle courses. A holo-
graphic guide will assist you through the course. If you are new to action
games, we highly recommend that you visit the Hazard Course before
you begin a new game.
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Configuration 
Set game options, optimize video and audio settings for your system, and cus-
tomize keyboard controls to your liking. After setting your configurations, hit the
Done button to apply your settings and return to the Main menu. Hit 
the Use Defaults button to restore the original default settings.

Controls
❍ The grid shown in the Controls Dialog box lists the default keyboard 

and mouse configuration. It also makes it easy to customize the 
configuration–just click on an action in the first column, press Enter,
then press the key you wish to associate with that action.

❍ Action–Describes the player action.
❍ Key/button–Specifies the key or mouse control associated with that action.
❍ Alternate–If you want to make an action accessible by more than one key 

or button, select an alternate in the right-hand column.

See the Moving Around section of this manual for a listing and description of Half-Life:
Day One's default mouse and keyboard default controls.

Advanced Controls
❍ Crosshair–Adds a crosshair symbol to help you aim your weapons.
❍ Reverse mouse–Reverses the up/down (Y axis) movement of the 

mouse. (Push the mouse forward to look down, and pull back to look up.)
❍ Mouselook–Changes the mouse function from controlling your move-

ments to controlling your ability to look around. Note that checking 
Mouselook disables Look spring and Look strafe.
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❍ Look spring–Automatically “springs” your view to center screen when 
you begin moving.

❍ Look strafe–In combination with your mouselook modifier (;) this causes 
left-right movements of the mouse to strafe (slide you from side to side) 
rather than turn. It also returns your view to center screen when you 
begin moving.

❍ Joystick–Enables joystick input. For information on configuring your joy
stick, refer to the readme file.

Audio
❍ Game sound volume–Adjusts the volume of the game’s sound effects.
❍ HEV suit volume–Adjusts the volume of the instructions provided by your 

HEV suit.
❍ CD Music–Check this box to play Half-Life: Day One’s music from the CD.
❍ High quality sound–If the speed of your computer is 166 Mhz or more,

check this box for even richer, higher quality sound.

Video Options
Set video options such as screen size, gamma and glare reduction. Changes
made to these controls will be reflected in the sample image window.

❍ Screen size–Controls the amount of screen space the game uses.
Reducing the screen size can often improve performance. Note that you 
can not adjust the screen size if you are using an OpenGL video driver.

❍ Gamma–Adjusts Half-Life: Day One’s color balance to best suit your 
monitor. Move the slider until you can just make out the figure standing in 
shadow on the right side of the sample image.
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❍ Glare reduction– Adjusts darker colors to reduce glare on your monitor.

Video Modes
Set video modes, choose video drivers.
❍ Half-Life: Day One will check your system for the presence of OpenGL 

video drivers. It may ask you to verify the results of this check.
If you have one or both drivers currently installed on your system,
they will appear as choices at the top of this screen. You can also choose 
to run Half-Life: Day One in software mode. If you do not have video dri-
vers installed, Half-Life: Day One will default to software mode.

❍ Display mode–Half-Life: Day One evaluates your system’s graphics 
adapter and automatically lists the display modes available for your computer.
Selecting a higher resolution mode generally results in better quality images,
but can lower game performance.

❍ Run in a window–Check this box if you prefer to run Half-Life: Day One in 
a window rather than full screen.

❍ Use Mouse–Check this box if you are using the mouse to play Half Life:
Day One. Leaving the box unchecked will allow you to use the mouse 
outside the game window.

Load Game
Select and start a previously saved game.
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View Readme.txt
Half-Life: Day One’s Readme file contains basic information on system perfor-
mance, product features, and troubleshooting. We recommend that you read it
before playing.

Order Half-Life
Jump to a Web page to order the full version of Half-Life.

Quit  
Exit Half-Life: Day One. Don’t forget to save your game.

If Half-Life: Day One is already running, your Main Menu choices include:
Resume Game Save/Load Game

Resume Game
If you are in the middle of playing Half-Life: Day One when you enter the Main
Menu, use the Resume Game menu item to return to the action.

Save/Load Game
Save your game or load a previously saved game. You may also save your game
quickly from within Half-Life: Day One by pressing Quick save (F6). Load this
game by pressing Quick load (F7). Only your most recent Quick-saved game can
be selected from the Save/Load menu.
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Controlling Action/Moving Around

You may want to charge into a room and start shooting everything in 
sight. Sometimes we do, too. But in Half-Life: Day One, there are many other
ways to interact with your surroundings. Half-Life: Day One’s environments are
as realistic as possible, and this level of realism will affect the way you move
around. For instance, there’s gravity—if you stand on ceiling tiles, don’t be sur-
prised if they collapse under your weight. There are also multiple surface
effects—yes, wet floors really are slippery. And, if hit hard enough, glass will
break. You can also shoot bullet holes onto walls to mark your turf, or leave your-
self location reminders. Try experimenting with your environment. Use your wits
as well as your weapons to outsmart opponents and navigate through tough
spots.

Use Key
Firing weapons is just one of the things you can do in Half-Life: Day One. Use
your Use (TAB or E) key for all sorts of other activities.
❍ People–Not everyone you meet is your enemy. You will encounter scientists 

and security guards who can provide cover fire, open locked doors or improve 
your health when it is flagging. Approach these characters and hit the Use key 
to get them to assist you. Hit the Use key again to leave them behind.

❍ Objects–Many objects, including doors, switches and buttons, can be acti-
vated by hitting the Use key. In some cases, you’ll need to hold down the 
Use key to perform the desired action.

❍ Power ups–Activate HEV suit chargers and wall-mounted first aid kits by 
stepping up to them and holding down the Use key.
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❍ Pulling–Pull boxes and carts into new positions by holding down the Use 
key and walking slowly backwards. (To push a moveable object, just walk 
up to it, then continue walking slowly.)

Configurations
There are two default configurations: one for people who prefer to use both the
keyboard (left hand) and the mouse (right hand) and another for people who pre-
fer to use only the keyboard only. While the Controls table combines all the
default commands in one list, these two standard configurations are provided
here for your convenience.

Keyboard / Mouse configuration
With this configuration, you’ll use the mouse to control your ability to look around
(up, down, left and right) rather than to control your movements. To enable this
function, check the “Mouselook” box under Advanced Controls in the
Configuration menu.

Walk forward W 

Walk backward S 

Turn left/right mouse
Move your mouse left and right to turn

Move Left (strafe) A 
Strafing is ideal for sidestepping enemy gun fire.
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Move Right (strafe) D 

Jump SPACE BAR

Duck CONTROL
Ducking can be used in coordination with other actions,
such as jumping or running. Release the CONTROL key to 
return to standing.

Crawl CONTROL+W
Crawling makes less noise than walking or running, which 
can be particularly helpful when trying to sneak past a 
noise-sensitive enemy.

Swim up V

Swim down C

Look Up Mouse
Move the mouse forward to look up.

Look Down Mouse 
Move the mouse backward to look down.

Return vision 
to center END 

Primary fire Mouse 1
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Secondary fire Mouse 2
Not all weapons have a secondary fire mode.

Reload R
Reload times vary from weapon to weapon.

Long Jump W+CONTROL+SPACEBAR
Each Long Jump draws energy; wait a few seconds for a 
recharge before using Long Jump again. You must acquire a 
Long Jump module before you can perform this maneuver.

Walk SHIFT
To slow down, hold the SHIFT key down. Release the key 
to resume running.

Flashlight F
The flashlight draws energy, so don’t forget to turn it off by 
hitting the F key again.

Previous weapon Mousewheel up
Choose the previous weapon in the HUD (Heads up display).

Next weapon Mousewheel DWN
Choose the next weapon in the HUD.

Last used weapon Q
Choose the  weapon used previous to your current weapon.

Use TAB
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Keyboard only configuration

Move forward Up Arrow 

Move backward DWN Arrow 

Turn left Left Arrow

Turn right Right Arrow

Move Left (strafe) ALT+Left Arrow 
Strafing is ideal for sidestepping enemy gun fire.

Move Right (strafe) ALT+Right Arrow

Jump SPACE BAR

Duck CONTROL
Ducking can be used in coordination with other actions,
such as jumping or running. Release the CONTROL key to 
return to standing.

Crawl UP ARROW+CONTROL
Crawling makes less noise than walking or running, which 
can be particularly helpful when trying to sneak past a 
noise-sensitive enemy.

Swim up ‘ (apostrophe)
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Swim down /

Look Up PG UP

Look Down PG DWN 

Return vision 
to center END 

Primary fire ENTER

Secondary fire \
Not all weapons have a secondary fire mode.

Reload R
Reload times vary from weapon to weapon.

Long Jump UP ARROW+CONTROL+SPACEBAR
Each Long Jump draws energy; wait a few seconds for a 
recharge before using Long Jump again. You must acquire a 
Long Jump module before you can perform this maneuver.

Walk SHIFT
To slow down, hold the SHIFT key down. Release the key 
to resume running.

Flashlight F
The flashlight draws energy, so don’t forget to turn it off by 
hitting the F key again.
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Previous weapon [
Choose the previous weapon in the HUD.

Next weapon ]
Choose the next weapon in the HUD.

Last used weapon Q
Choose the  weapon used previous to your current weapon.

Use E

Customize Your Settings
You can customize your keyboard and mouse settings by choosing Advanced
Controls from the Configurations section of the Main menu. Joystick and
gamepad users should refer to the readme file for information on how to con-
figure these devices.

On Screen Information

Your HEV Suit
Early in the game, you must find and put on your Hazardous Environment (HEV)
suit. The suit needs to be recharged periodically—the greater the charge, the
more protective power your suit has. To recharge your suit, seek out a wall-
mounted HEV suit charger, or pick up batteries along the way.
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The HUD
Once you are in your HEV suit, the suit’s heads up display (HUD) is activated. The
HUD is an ongoing barometer of health, available energy, and remaining ammo.
The HUD allows you to survey and select from your weapons arsenal and inven-
tory items. It also alerts you when you are sustaining environmental damage.

The Basics
❍ Health–Your well being on a scale of 1–100 is displayed in the lower left 

corner of your screen.

❍ Ammo Available–Indicators for total available ammo, and ammo remaining 
in the current clip are shown in the lower right corner of your screen, seper-
ated by  a vertical line (total ammo on the right, ammo remaining in current 
clip on the left). Some weapons have two types of ammo. If secondary 
ammo is available, the indicator will be displayed above the indicator for 
total ammo. To fire using primary ammo, hit the Primary Attack (MOUSE 1 
OR ENTER) key. To fire with your secondary ammo, hit the Secondary Attack 
(MOUSE 2 or \) key. To reload your weapon, hit the Reload (R) key.

❍ Energy– Your protective suit’s power level on a scale of 1-100, is displayed 
to the right of your Health indicator. As the suit loses or gains power, the 
number will flicker and change accordingly.
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Weapons
Weapons fall into 5 general categories: low-tech (the crowbar), hand guns,
machineguns & shotguns, high-energy experimental weapons, and weapons
that can be tossed or placed. As you discover weapons in Half-Life, they auto-
matically get added to their proper categories, corresponding to keys 1-5 on
your keyboard.

You can switch weapons one of three ways:

1. Toggle through all your available weapons by repeatedly hitting the Next 
Weapon or Previous Weapon (] or [ ) keys. Hit the ENTER key to select a 
highlighted weapon.

2. Jump directly to a specific weapon by hitting the number key that corresponds 
to the weapon’s category. Then, counting down the column, hit the same 
category number again as many times as needed to match the position of 
the desired weapon. Hit the Primary Attack key (MOUSE 1 or ENTER) to begin 
using that weapon.

3. Customize your keyboard. (See page 16 for customization information.)

Inventory
Flashlight–Standard issue with your protective suit. It must be selected manu-
ally when you want to use it by hitting the Toggle Flashlight (F) key. It draws
energy, so don’t forget to turn it off when you exit a dark area. The flashlight
will recharge itself automatically.
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Long Jump–You must  first acquire a Long Jump Module in order to perform a
long jump. Each long jump draws energy; you must wait for a recharge in
order to perform another long jump. To perform a long jump, you will need to
be moving forward, then duck and quickly hit the Jump (SPACE BAR) key.

Hazards 
Your HUD has visual and audio alarms to warn you when the environment is
threatening your health. If you see any of the following symbols, act fast:
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Poisonous 
biohazard

Acid or 
corrosive 
chemicals

Freezing

Drowning Gas

Burning

Radiation

Electric shock



There is no customer support for this product. 

Copyright
©1998 Sierra On-Line, Inc. or Valve L.L.C. All rights reserved. Printed in the United States of America. Half-Life:
Day One and Sierra are registered trademarks of Sierra On-Line, Inc. Valve and the Valve logo are trademarks of
Valve, L.L.C. This product contains software technology licensed from id Software, Inc. (“id Technology”). id
Technology © 1996-1998 id software, Inc. All rights reserved.
No part of this publication may be reproduced, stored in a retrieval system, or transmitted in any form by any
means, electronic, mechanical, photocopying, recording or otherwise, without prior written permission from Sierra
On-Line, Inc.

Published by Sierra Studios
Bellevue, WA  98007

YOU SHOULD CAREFULLY READ THE FOLLOWING END USER LICENSE AGREEMENT BEFORE
INSTALLING THIS SOFTWARE PROGRAM. IF YOU DO NOT AGREE WITH THE TERMS OF THIS

AGREEMENT, YOU SHOULD NOT INSTALL THE SOFTWARE.

This software program, any printed materials, any on-line or electronic documentation, and any and all copies
and derivative works of such software program and materials (the “Program”) are the copyrighted work of
Sierra On-Line, Inc., its subsidiaries, licensors and/or its suppliers. All use of the Program is governed by the
terms of the End User License Agreement which is provided below ("License Agreement"). The Program is
solely for use by end users according to the terms of the License Agreement. Any use, reproduction or redis-
tribution of the Program not in accordance with the terms of the License Agreement is expressly prohibited.
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END USER LICENSE AGREEMENT
1. Limited Use License. Sierra On-Line, Inc. ("Sierra") hereby grants, and by installing the Program you there-

by accept, a limited, non-exclusive license and right to install and use one (1) copy of the Program for 
your use on either a home or portable computer. The Program is licensed, not sold. Your license confers 
no title or ownership in the Program.

2. Ownership. All title, ownership rights and intellectual property rights in and to the Program and any and 
all copies thereof (including but not limited to any titles, computer code, themes, objects, characters, char-
acter names, stories, text, dialog, catch phrases, locations, concepts, artwork, animations, sounds, musical 
compositions, audio-visual effects, methods of operation, moral rights, any related documentation, and 
"applets" incorporated into the Program) are owned by Sierra or its licensors. The Program is protected 
by the copyright laws of the United States, international copyright treaties and conventions and other laws.
All rights are reserved. The Program may contain certain licensed materials and Sierra’s licensors may act
to protect their rights in the event of any violation of this Agreement.

3. Responsibilities of End User.
A. Subject to the grant of license hereinabove, you may not, in whole or in part, copy, photocopy,

reproduce, translate, reverse engineer, derive source code from, modify, disassemble, decompile, or 
create derivative works  based on the Program, or remove any proprietary notices or labels on the 
Program without the prior consent, in writing, of Sierra.

B. The Program is licensed to you as a single product. Its component parts may not be separated for use 
on more than one computer.

C. You are entitled to use the Program for your own use, but you are not entitled to:
(i) sell, grant a security interest in or transfer reproductions of the Program to other parties in any way,

nor to rent, lease or license the Program to others without the prior written consent of Sierra.
(ii) exploit the Program or any of its parts for any commercial purpose including, but not limited to, use 

at a cyber café, computer gaming center or any other location-based site. Sierra may offer a sepa-
rate Site License Agreement to permit you to make the Program available for commercial use;
contact Sierra for details;

(iii) host or provide matchmaking services for the Program or emulate or redirect the communication 
protocols used by Sierra in the network feature of the Program, through protocol emulation,
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tunneling, modifying or adding components to the Program, use of a utility program or any other 
techniques now known or hereafter developed, for any purpose including, but not limited to network
play over the Internet, network play utilizing commercial or non-commercial gaming networks or as 
part of content aggregation networks without the prior written consent of Sierra.

4. Program Transfer. You may permanently transfer all of your rights under this License Agreement, provided 
the recipient agrees to the terms of this License Agreement and you agree to remove the Program from 
your home or portable computer.

5. Termination. This License Agreement is effective until terminated. You may terminate the License 
Agreement at any time by destroying the Program. Sierra may, at its discretion, terminate this License 
Agreement in the event that you fail to comply with the terms and conditions contained herein. In such 
event, you must immediately destroy the Program.

6. Export Controls. The Program may not be re-exported, downloaded or otherwise exported into (or to a 
national or resident of) any country to which the U.S. has embargoed goods, or to anyone on the U.S.
Treasury Department’s list of Specially Designated Nationals or the U.S. Commerce Department’s Table of 
Denial Orders. By installing the Program, you are agreeing to the foregoing and you are representing and
warranting that  you are not located in, under the control of, or a national or resident of any such country 
or on any such list.

7. Limited Warranty. Sierra expressly disclaims any warranty for the Program and Manual(s). The Program,
and Manual(s) are provided "as is" without warranty of any kind, either express or implied, including, with
out limitation, the implied warranties of merchantability, fitness for a particular purpose, or noninfringement.
Sierra further disclaims all warranties with regard to year 2000 compliance of the software. Specifically,
Sierra makes no warranties that the performance of functionality of the program will not be affected by 
dates prior to, during or after the year 2000, or that the program will be capable of correctly processing,
providing, and/ or receiving date information within and between centuries, including the proper exchange 
of date information between products or applications. Any warranty against infringement that may be pro-
vided in section 2-312(3) of the uniform commercial code and/or in any other comparable state statute 
is expressly disclaimed.The entire risk arising out of use or performance of the Program and Manual(s) 
remains with you, however Sierra warrants up to and including 90 days from the date of your purchase of
the program that the master disk on which the program is furnished shall be free from defects in material 
and workmanship under normal usage. Sierra’s sole liability in the event of any defective master disk shall 
be to give you a replacement disk.
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8. Limitation of Liability. NEITHER SIERRA, ITS PARENT, SUBSIDIARIES, AFFILIATES OR LICENSORS SHALL 
BE LIABLE IN ANY WAY FOR LOSS OR DAMAGE OF ANY KIND RESULTING FROM THE USE OF THE 
PROGRAM INCLUDING, BUT NOT LIMITED TO, LOSS OF GOODWILL, WORK STOPPAGE, COMPUTER 
FAILURE OR MALFUNCTION, OR ANY AND ALL OTHER COMMERCIAL DAMAGES OR LOSSES. Some 
states do not allow the exclusion or limitation of incidental or consequential damages, or allow limitations 
on how long an implied warranty lasts, so the above limitations may not apply to you.

9. Equitable Remedies. You hereby agree that Sierra would be irreparably damaged if the terms of this 
License Agreement were not specifically enforced, and therefore you agree that Sierra shall be entitled,
without bond, other security, or proof of damages, to appropriate equitable remedies with respect to 
breaches of this License Agreement, in addition to such other remedies as Sierra may otherwise have 
available to it under applicable laws.

10. Miscellaneous. This License Agreement shall be deemed to have been made and executed in the State 
of California and any dispute arising hereunder shall be resolved in accordance with the law of the State 
of California. You agree that any claim asserted in any legal proceeding by one of the parties against the 
other shall be commenced and maintained in any state or federal court located in the State of California,
County of Los Angeles, having subject matter jurisdiction with respect to the dispute between the parties.
This License Agreement may be amended, altered or modified only by an instrument in writing specifying 
such amendment, alteration or modification, which is executed by both parties. In the event that any provI-
sion of this License Agreement shall be held by a court or other tribunal of competent jurisdiction to be 
unenforceable, such provision will be enforced to the maximum extent permissible and the remaining 
portions of this License Agreement shall remain in full force and effect.

I hereby acknowledge that I have read and understand the foregoing License Agreement
and agree that the action of installing the Program is an acknowledgment of my agree-
ment to be bound by the terms and conditions of the License Agreement contained herein.
I also acknowledge and agree that this License Agreement is the complete and exclusive
statement of the agreement between Sierra and me and that the License Agreement
supersedes any prior or contemporaneous agreement, either oral or written, and any other
communications between Sierra and me.
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