




Controls
An efficient control scheme—one that lets you naturally perform all actions without having to
look down at the keyboard—is one of the most important aspects of succeeding in a first-person
shooter. Halo’s default control setup is a great starting point, but don’t hesitate to customize the
control mappings. This section highlights specific actions, their default keystrokes, and the
importance of performing the actions efficiently.

Movement (WASD): “WASD” is the most popular first-person-shooter movement configuration.
W moves forward, D moves backward, and A and S strafe left and right. The configuration is
widely used because it puts your left hand near several large keys (Tab, Left Shift, Left Ctrl,
Space) that can be mapped to important functions. But a left-handed player might find that
8546 on the number pad works better, and a similar configuration is achieved with the 0,
Enter, and + keys nearby for vital mappings. The arrow keys are also in an efficient forma-
tion but the nearby keys aren’t placed as conveniently.
Switch Weapons (Tab): The ability to switch weapons quickly is invaluable. The Master Chief
only carries two weapons at any time and it’s important that one complement the other—
expect to switch weapons frequently. Also, if you’re firing the assault rifle and you exhaust a
clip, it’s faster to switch to your secondary weapon and use its fresh clip against the current
foe than to reload. A Middle Mouse Button (or clicking the mouse wheel) is also an effective
choice since it’s adjacent to the default fire button (Left Mouse Button). This is a very
important function so keep it close to your movement or firing keys.
Toss Grenade (Right Mouse Button): Covenant are adept at dodging grenades, but a well-placed
explosive can turn the tide in a battle. Your reflexes must be quick, especially in regard to the
Covenant’s plasma grenade. At close range you can toss the grenade directly at an enemy to
stick it to him. The plasma grenade adheres to the enemy and there’s no escape from the blast.
Melee (F): A swift melee attack is often a spur-of-the-moment strike. You may spot a
patrolling Elite walking away from you in the campaign, or spy an opposing sniper who’s
oblivious to your approach in a multiplayer game. Configure your melee attack to a conven-
ient key to launch a surprise assault or in case combat becomes hand-to-hand. Changing 
the melee button to E or Q helps if you find the default cumbersome. Since you’re generally
moving forward (defaults to W) when you’re about to melee strike, adjacent keys are wise
selections.
Reload (R): Weapons reload automatically after you exhaust a clip (see Figure 1.1), but it’s
wiser to reload manually when you have the opportunity, such as when you’re able to take
cover during a battle or after defeating a group of enemies and entering the next area. The
Space bar also makes a good reload key because you won’t have to stop moving to reload.
Jump (Space): Jumping obviously gets you from one ledge to another, and it can help you
avoid explosions—jump away from the blast radius to minimize splash damage. Multiplayer
gamers also jump during firefights to present a more difficult target. In the default configu-
ration, your thumb rests on the Space bar, which makes it easy to jump quickly. You could
also switch to Shift (close to the left-movement key, A) and use Space for another function,
such as reloading or melee-attacking.
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